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ABSTRACT 

This  curriculum  guide  was  written  to  provide 
information  on  the  skills  covered  in  the  Maryland  Functional  Math 
Test  (MFHT)  and  co  outline  a  process  which  will  allow  teachers  to 
fully  integrate  computer  software  into  their  instruction.  The 
materials  produced  in  this  directory  are  designed  to  assist  mild  to 
moderately  handicapped  students  who  will  take  the  MFMT,  but  may  also 
be  helpful  to  regular  education  students  who  are  experiencing 
difficulty  with  the  test.  The  first  section,  "Domain  Directory," 
lists  30  objectives  divided  into  seven  domains  on  the  MFMT.  The 
content  scope,  question  format,  teaching  strategy,  vocabulary,  common 
errors,  and  task  analysis  are  provided  for  each  of  the  objectives* 
The  second  section,  "Assessment  Materials,"  contains  tests,  answer 
keys,  and  skill  sheets*  The  skill  sheets  are  organized  by  domains, 
corresponding  objectives,  and  skills.  The  last  section,  "Software 
Materials,"  provides  the  software  matrices  relating  specific  skills 
to  software  programs  and  a  summary  reviewing  the  programs.  Appendices 
include:   (1)  "MFMT  Vocabulary  List";  (2)  "Student  Progress  Sheet"; 
(3)  "Computer  Software";  (4)  "Suggested  Assessment  Modifications"; 
(5)   "Guidelines  for  Parents";   (6)  "Additional  Resources  and 
Supplementary  Materials";  and  (7)  "MFMT  List  of  Domains,  Objectives, 
and  Skills."  (YP) 
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PREFACE 

INTRODUCTION  1 

i.    DOMAIN  DIRECTORY 

TOPICS  COVERED  BY  THE  MARYLAND  FUNCTIONAL  MATH  TEST 

The  test  has  problems  on  each  of  the  thirty  different  math  objectives  listed  below. 
They  are  divided  into  seven  domains. 

1.  NUMBER  CONCEPTS 

Write  Numbers  in  Words  and  Digits  9 

Rename  Fractions  as  Percents  .11 

Renanr»e  Percents  as  Decimals  .1  3 

Order  Decimals  .1  4 

2.  WHOLE  NUMBER  OPERATIONS 

Add  Whole  Numbers  .1  7 

Subtract  Whole  Numbers  19 

Multiply  Whole  Numbers  21 

Divide  Whole  Number^  2  A 

3.  MIXED  NUMBER/FRACTION  OPERATIONS 

•  PREREQUISITES:  Simplify  Fractions  29 

Add  Mixed  Numbers  29 

Subtract  Mixed  Numbers  33 

Multiply  a  Whole  Number  by  a  Fraction  36 

Find  a  Missing  Term  in  a  Proportion  37 

*  NOTE:  Simplify  Fractions  is  not  a  separate  part  of  the  i^^FMT. 

4.  DECIMAL  OPERATIONS 

Add  Decimals  39 

Subtract  Decimals  41 

Multiply  Decimals  .42 

Divide  Decimals  43 

Find  a  Percent  of  a  Number  44 

5.  MEASUREMENT 

Read  Scales  on  Measuring  lnstrumen\s  47 

Find  Perimeter  and  Area  of  Simple  Polygons  50 

Choose  an  Appropriate  Unit  of  Measure  52 

Find  Elapsed  Time  54 
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6.  USING  DATA 

Use  Information  from  Tables.  57 

Use  Information  from  Graphs  58 

Find  the  Average  of  a  Set  of  Numbers  61 

7.  PROBLEM  SOLVING 

Use  a  Gimpte  Formula  63 

Choose  a  Reasonable  Answer  for  a  Mathematical  Problem  65 

Solve  Money  Problems  Using  Addition  cind  Subtraction  6  7 

Solve  Money  Problems  Using  Multiplication  and  L. vision  .68 

Solve  Problems  Using  Percents  6  9 

Make  Change  7  0 


II.    ASSESSMENT  MATERIALS 

PRETESTS/POSTTESTS  and  ANSWER  KEYS 
DIAGNOSTIC  EVALUATIONS  and  ANSWER  KEYS 
SKILL  SHEETS 

They  are  Organized:   first,  by  domain;   secondly,  by  corresponding  objectives; 
and  finally,  by  skill. 

For  example: 

Pretest/Posttest:  NUMBER  CONCEPTS 

Diagnostic  Evaluation:  Write  Numbers  in  Words  and  Digits 
Skill  Sheet:  Identify  place  value 
Skill  Sheet:  Identify  word  names  one  through  nineteen 
(Additional  Skill  Sheets) 
Diagnostic  Evaluation:  Rename  Fractions  as  Percents 

Skill  Sheet:   Recall  from  memory  1/3  =  33  1/3%  and  2/3  =  66 
2/3% 

Skill  Sheet:  Rename  fractions  as  percents 
Diagnostic  Evaluation:  Rename  Percents  as  Decimals 

Skill  Sheet:  Identify  the  correct  location  of  a  decimal  point 

Skill  Sheet:   Identify  the  left  direction 

Skill  Sheet:    Rename  percents  as  decimals 
Diagnostic  Evaluation:  Order  Decimals 

Skill  Sheet:  Write  numbers  in  a  column  according  to  the 
decimal  place 

Skill  Sheet:  Identify  the  smallest  in  a  group  of  numbers 
Skill  Sheet:  Arrange  a  group  of  numbers  from  least  to  greatest 
Pretest/Posttest:  WHOLE  NUMBER  OPERATIONS 
Diagnostic  Evaluation:  Add  Whole  Numbers 

Skill  Sheet:  Recall  addition  number  facts 

Skill  Sheet;  Add  two  numbers  with  up  to  2  digits  each,  no 

regrouping 
(Additional  Skill  Sheets) 
Diagnostic  Evaluation;  Subtract  Whole  Numbers 

(This  organizational  scheme  is  followed  throughout  assessment  for  the  seven 
domains.) 
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ill.     SOFTWARE  MATERIALS 

1.  SOFTWARE  MATRICES 

The  software  matrices  are  organized  by  domain,  objective,  and  skill  as  they 
appear  in  the  Domain  Directory. 

2.  SO  TWARE  SUMMARIES 

The  software  summaries  are  arranged  alphabetically  first  by  the  name  of  the 
publishing  company  and  .ren  according  to  the  name  of  the  program 

APPENDICES 

A.  MFMT  VOCABULARY  LIST 

B.  STUDENT  PROGRESS  SHEET 

C.  COMPUTER  SORWARE 

D.  SUGGESTED  ASSESSMENT  MODIFICATIONS 

E.  GUIDELINES  FOR  PARENTS 

F.  ADDITIONAL  RESOURCZS  AND  SUPPLEMENTARY  MATERIALS 

G.  MFMT  LIST  OF  DOh^AINS,  OBJECTIVES,  AND  SKILLS 
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The  purpose  of  this  directory  is  to  provide  information  on  the  skills  covered  in  the  Maryland 
Functional  Math  Test  (MFMT).  and  to  outline  a  process  which  allows  teachers  to  fully  integrate 
computer  software  into  their  instructional  approach  to  the  test. 

In  order  to  use  this  document,  schools  must  have  Apple  II  computers  and  a 
variety  of  the  computer  software  listed  in  APPENDIX  C. 


MFMT  FACTS 

•  The  Maryland  Functional  Math  Test  consists  of  77  questions.  Students  must 
pass  a  certain  number  of  questions,  currently  58,  which  varies  from  year  to 
year,  depending  upon  the  results  of  "census"  testing.  Ten  questions  are  field 
test,  not  operational,  items  which  are  being  tested  for  their  validity  for 
future  test  questions. 

•  Seventh  graders  take  a  form  of  the  test  for  practice  in  the  fall.  Beginning 
in  ninth  grade,  it  is  given  every  fall  and  spring  so  that  students  can  take  it 
twice  a  year  until  they  pass.  A  summer  testing  opportunity  is  available  for 
students  who  have  taken  the  specially  designed  summer  school  course. 

•  The  test  is  not  timed;  a  student  can  take  as  long  as  necessary  to  finish. 

•  Handicapped  students  with  Individualized  Educational  Plans  (lEPs)  may 
have  test  modifications  written  Into  their  lEPs.  The  ARD  Committee 
determines  which,  if  any,  test  modifications  are  needed.  The  following  are 
some  of  the  possible  modifications: 

•  The  test  may  be  read  to  a  student  having  difficulty  with  the  reading, 
but  vocabulary  in  the  test  may  not  be  defined. 

•  Problems  may  be  worked  ii.  the  test  booklet  if  necessary. 

•  Domains  may  be  broken  up  and  given  to  the  student  after  pre- 
teaching  each  separate  domain. 

See  APPENDIX  D  for  an  outline  of  suggested  modifications  developed  by 
the  Mar>1andState  Department  of  Education  (MSDE). 
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PLEASE  NOTE: 


•  The  materials  produced  in  this  directory  are  meant  to  assist  miid  to  moderately 
handicapped  students  who  will  take  the  MFMT.  The  materials  may  also  be  helpful 
to  regular  education  high  school  students  who  are  experiencing  difficulty  passing 
the  MFMT. 

•  The  supplemental  instructional  materials  contained  in  APPENDIX  F  do  not 
always  correlate  exactly  with  items  on  the  test.  We  hope  that  teachers  teach 
beyond  the  boundaries  of  the  test  in  areas  they  think  are  important  to  their 
students. 

•  The  strategies  given  in  the  Domain  Directory  sometimes  surpass  the  content 
scope  of  the  test  so  that  students  do  not  become  confused  later  on.  (See  the 
strategy  for  dividing  decimals.) 

•  it  is  assumed  that  teachers  will  recognize  that  basic  math  fact  skills  (addition, 
subtraction,  multiplication,  and  division  facts)  are  part  of  the  task  analysis  of 
many  of  the  objectives  even  though  they  have  not  been  repeated  under  the  task 
analysis.  These  same  skills  are  part  of  tasks  required  for  using  software 
successfully  but  will  not  be  listed  as  such.  If  students  are  experiencing  difficulty 
with  basic  math  facts,  teachers  should  refer  to  the  domain  Whole  Number 
Operations. 

•  Many  special  education  teachers  feel  that  students  must  master  the  basic 
arithmetic  operations  (addition,  subtraction,  multiplication,  and  division) 
before  moving  on  to  other  areas.  This  issue  is  being  debated  even  among  regular 
education  mathematics  teachers.  The  current  feeling  is  that  students  need  to 
develop  problem  solving  strategies  and  the  use  of  technology  and  calculators  will 
assist  them  with  the  basic  operations.  We  urge  special  education  teachers  to 
teach  in  all  areas  of  the  functional  mathematics  curriculum.  Some  students  may 
not  be  able  to  master  each  domain,  but  they  can  learn  some  of  the  skills  involved 
in  each. 

•  We  suggest  that  you  encourage  teachers  in  other  content  areas  to  support  parts 
of  the  MFMT  instruction.  Teachers  of  science,  social  studies,  etc.  should  use  the 
same  strategies  for  teachir.j  tables,  graphs,  formulas,  etc.  English  teachers  can 
be  asked  to  reinforce  the  vocabulary  used  in  the  test  which  can  be  found  in 
APPENDIX  A.  Physical  education  teachers  can  reinforce  Objective  5.1.1  Find  the 
Average  of  a  Set  of  Numbers  as  this  objectivb  is  used  to  find  averages  in  sports 
events. 


o 
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This  curriculum 


document  includes  the  following  sections: 


I. 
11. 
III. 


Domain  Directory 
Assessment  Materials 
Software  Materials 
Appendices 


I.  The  Domain  Directory  is  divided  according  to  the  seven  domains  on  the 
Maryland  Functional  Math  Test  (MFMT).  Each  domain  is  further  divided  into 
objectives  which  are  reviewed  according  to  the  following: 


Content  Scope 
Question  Format 
Strategy 
Vocabulary 
Common  Errors 
Task  Analysis  (Skills) 


The  Content  Scope  gives  the  parameters  of  the  test  items  under  each  objective 
according  to  the  Project  Basic  Instructional  Guide.  Volume  V.  Functional 
Mathematics  published  by  the  Maryland  State  Department  of  Education. 

The  Question  Format  gives  the  physical  layout  and  any  particular  vocabulary 
that  is  used  in  the  question.  Examples  of  test  items  appear  either  within  the 
Question  Format  or  the  Strategy.  All  items  on  the  test  are  multiple  choice  with 
four  possible  answers. 

A  teaching  Strategy  is  given  for  each  objective.:  In  some  cases,  more  than  one 
strategy  is  given.  We  want  to  meet  the  needs  of  both  the  intensive  resource  room 
teacher  who  may  need  a  very  simplified  strategy  as  well  as  the  multi-level  math 
teacher  who  may  wish  to  use  a  more  difficult  strategy  that  fits  in  with  the  rest  of 
his  curriculum. 

Vocabulary  is  listed  with  an  asterisk  (*)  preceding  those  words  which  actually 
do  appear  on  the  test.  It  is  not  necessary  for  the  teacher  to  teach  all  of  the 
vocabulary  since  some  words  may  be  conveyed  in  simpler  terms  (i.e.  top  number 
instead  of  numerator).  Since  word  problems  contain  such  a  diverse  vocabulary, 
a  list  has  been  compiled  and  placed  in  APPENDIX  A. 

Common  Errors  provides  examples  of  problems  students  may  encounter  within 
each  objective.  Teachers  should  be  aware  of  these  problems  since  they  will 
hinder  ihe  success  of  the  student  taking  the  MFMT. 


INTRODUCTION 


A  Task  Analysis  (Skills) 
has  been  compiled  for  each 
objective.  It  is  assumed  that 
teachers  will  recognize  that 
basic  math  facts  (addition, 
subtraction,  multiplication, 
and  division  facts)  are  part 
of  many  of  the  objectives.  If 
students  are  having  problems 
with  basic  math  facts, 
teachers  should  refer  to  the 
section  on  Whole  Number 
Operations  which  deals  ir 
depth  with  basic  math  facts. 
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Fig.  1   Domain  Directory 


II.  The  Assessment  Materials  consist  of: 
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Pretests/Posttests  and  Answer 
Keys 

Diagnostic  Evaluations  and 

Answer  Keys 
Skill  Sheets 

The  Pretests/Posttests  (by 
Domain)  were  taken  from  Harford 
County  Public  Schools  and  are 
multiple  choice  test  items  for  each 
of  the  domains.  By  giving  the 
pretest,  the  teacher  »*;i||  be  able  to 
narrow  down  the  particular 
objective  within  that  domain  that  a 
student  may  need  to  work  on. 
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The  Diagnostic  Evaluation  (by  Objective)  is  given  to  the  f-ident  once  a 
domain  has  been  narrowed  to  a  particular  objective.  Each  item  i  .  the  Diagnostic 
Evaluation  is  correlated  to  one  of  the  sicills  in  the  Task  Analysis  for  that 
objective.  By  further  narrowing  the  tasks  the  student  is  having  difficulty  with, 
the  teacher  will  know  the  particular  skills  the  student  needs  to  work  on.  After 
the  skill(s)  has  been  identified,  the  teacher  will  need  to  help  the  student  develop 
that  skill.  Then  the  teacher  can  check  the  Software  l^atrix  to  see  what  software  i 
available  for  that  skill. 
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ng.3  Diagnostic  Evaluation 


Fig.  4  Ski  Sheet 


The  Skill  Sheet  (by  Skill)  Is  designed  as  a  -tesf  to  see  if  the  student  is  maste  |ng 
the  skill  he/she  Is  working  on.  Since  only  one  Skill  Sheet  is  provided  for  each  skill,  the 
teacher  may  need  to  develop  more.  Blank  sheets  are  provided  for  this  purpose. 
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ML  The  Software  Materials  consist  of: 

Software  Matrices 
Software  Summaries 

The  Software  Matrices  correlate  each  skill  in  the  task  analysis  to  an  activity 
in  a  software  program  (where  software  is  available). 
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Fig.  5  Software  Matrix 

The  Software  Summaries  provide  valuable  information  on  the  software 
programs.  Each  activity  within  a  program  is  given  a  separate  summary  with  the 
following  information: 

Activity  Summary 
Teacher  Options 
Suggestions 

The  Activity  Summary  describes  the  content  scope  of  the  activity  and 
any  strategy  used.  It  is  fundamental  that  teachers  read  the  summaries  to 
note  these  strategies  and  see  if  they  correlate  to  the  way  they  have  taught 
the  material.  If  the  strategy  is  unfamiliar  to  the  student,  he  may  become 
confused. 

Teacher  Options  explains  any  modifications  that  can  be  made  to  the 
activity  and  how  these  modifications  are  accomplished.  It  notes  how  to 
turn  the  sound  on  and  off.  It  also  tells  whether  student  scores  are  kept  on 
the  disk  or  not  and  how  to  access  these  scores  and  print  them  out  if 
possible. 
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Suggestions  help  the  teacher  to  use  the  software  in  the  best  possible  way 
with  the  following  information:  specific  disk  modifications  (if  possible), 
where  the  software  fits  into  the  Directed  Teaching  Activity, 
supplementary  materials  that  might  be  helpful,  ways  of  record  keeping, 
etc. 
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The  APPENDlCcS  include  the  follcwiiig  useful  information; 

MFMT  Vocabulary  List 

Student  Progress  Sheet 

Computer  Software 

Suggested  Assessment  Modifications 

Guidelines  for  Parents 

Additional  Resources  and  Supplementary  Materials 
MFMT  List  of  Domains,  Objectivs;«;,  and  Skills 

The  MFMT  Vocabulary  List  is  a  compilation  of  words  that  might  be  used  in  the 
test.  Actual  woras  used  on  the  test  have  an  asterisk.  It  is  not  necessary  for 
students  to  know  ail  of  these  words,  but  it  may  be  helpful  if  they  are  familiar 
with  them. 

The  Student  Progress  Sheet  provides  teachers  with  a  means  of  keeping  track 
of  student  progress  on  the  Pretests,  Diagnostic  Evaluations,  software  activities, 
and  Skill  Sheets. 

The  Computer  Software  is  a  listing  of  all  software  used  in  the  Software 
Summaries  and  their  corresponding  publishing  companies. 

The  Suggested  Assessment  Modifications  charts  Maryland  Functional  Test 
modification  by  handicapping  condition  and  is  put  out  by  the  MSDE. 

Guidelines  for  Parents  gives  teachers  two  different  handouts  that  can  be 
duplicated  for  parents  to  help  their  children  pass  the  MFMT. 

The  Additional  Resources  and  Supplementary  Materials  include 
materials  that  were  used  to  produce  this  math  package  as  well  as  materials 
specifically  designed  for  the  MFMT  that  can  supplement  what  has  been  provided 
here. 

The  MFMT  List  of  Domains,  Objectives,  and  Skills  includes  thp  domains 
and  objectives  as  listed  by  the  MSDE  as  well  as  the  task  analysis  of  ski'*^  that  was 
done  for  this  project. 
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INTRODUCTION 


INTEGIATING  COMPUTER  SOFTWARE 
INTO  THE  FUNCTIONAL  MATHEMATICS  CURRICULUM: 
A  DIAGNOSTIC  APPROACH 


THE  PROCESS 


DOMAIN  DIREICTORY 

MFMT 

DOMAIN  ASSESSMENT 

PRETEST 

\DBJECTIVE  ASSESSMENT 


DIAGNOSTIC  EVALUATION 

SKILL  ASSESSMENT 


< — > 


MATRIX 


c-> 


SOFTWARE 
SUMMARIES 


INSTRUCTION 


SOFTWARE 


INSTRUCTION  AND  PRACTICE  AT  SKILL  LEVEL 


<-> 


ADDITIONAL  RESOURCES 
AND  SUPPLEMENTARY 
MATERIALS/APPENDIX 


SKILL  SHEETS 

SKILL  ASSESSMENT 


YES 


SUCCESS 


NO 
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SECTION  ONE 


DOMAIN  DIRECTORY 


Effective  Computer  Instruction 
for 

Effective  Special  Education 

Prince  George's  County  Public  Schools 
Department  of  Special  Education 
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OBJECTIVE  3.1.1 
Write  Numbers  In  Words  and  Digits 


Content  Scope 

•  Problems  consist  of  numbers  .01-1 ,000 

Question  Format 

•  Choose  the  number  name 

•  Choose  the  word  name 


Strategy 


Whole  Numbers 


Thousands 
Hundreds- 
Tens  


Ones- 


Decimal  Point 

And 


5 

• 

1 

A 

5 

8 

\ 

3 

0 

0 

2 

7 

1 

0 

2 
0 
1 

0 
7 


Decimal  Numbers 


6 
0 
0 
A 
0 


■Tenths 


■Hundredths 
Thousandths*  » 


7 
1 


Each  number  has  c  certain  value  depending  on  its  place  in  relation  to  the  decimal  point. 
Thousandths  extend  beyond  the  MFriT  requirements. 
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NUMBER  CONCEPTS 


1 .  Read  or  write  whole  numbers. 

Each  number  to  the  left  of  the  decimal  point  Is  a  whole  number  and  is  read  as 
a  whole  number. 

Example:  514.26 

514  Is  read:  five  hundred  fourteen.  (The  5  Is  In  the  hundreds  column,  the  1 
is  in  the  tens  column,  and  the  4  is  in  the  ones  column  on  the  chart.) 


2.  Read  or  write  decimal  numbers. 

Each  number  to  the  right  of  the  decimal  point  Is  a  decimal  number  and  is  read 
as  a  whole  number  followed  by  the  place  value  name. 

Example:  .28 

.28  is  read:  twenty-eight  hundredths.  (The  2  is  in  the  tenths  column;  the  8 
Is  in  the  hundredths  column  on  the  chart). 

3.  Read  the  decimal  point  as  "and". 

The  decimal  point  Is  read  as  "and"  If  there  is  a  whole  number  In  front  of  the 
decimal  point. 

Example:  514.28 

514.28  is  read:  five  hundred  fourteen  'and"  twenty-eight  hundredths. 


Vocabulary 

»  Number  words,  one  through  nineteen 

twenty,  thirty,  forty. ..ninety 
hundred, thousand 
tenths,  hundredtns 
twenty-one  through  ninety-nine 

Decimal 
Common  Errors 

1.  Assigning  incorrect  place  value 

1,401  — >  one  thousand  forty-one 

2.  Omitting  the  "ths"  at  the  end  of  a  decima'  number 

.03  —  >  three  hundreds 

3.  Omitting  a  zero  place  holder  in  number  form 

Sixteen  and  two  hundredths  — >  16.2 

4.  Using  the  word  'and  "  in  whole  numbers  after  a  place  name 

1.560  — >  one  thousand  five  hundred  and  sixty 

5.  Omitting  the  word  "and"  expressing  the  decimal  point 

1.5  — >  one  five  tenths 
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NUMBEP  CONCEPTS 


Tosk  Analysis  (Skills) 

N1  Identify  place  value 

N2  Identify  word  names  for  one  through  nineteen 

N3  Write  digits  for  words  one  through  nineteen 

N4  Identify  word  names  for  20,  30. 40... 90 

N5  Write  digits  for  words  twenty,  thirty,  forty. ..ninety 

N6  Identify  hyphenated  number  words  for  21 .  22. 23. ..99 

N7  Write  digits  for  hyphenated  number  words  from  twenty-<^ne  through  ninety-^iine 

N8  Identify  the  word  names  for  100  and  1 .000 

N9  Write  the  digits  for  hundred  and  thousand 

N10  Identify  the  word  names  tenths  and  hundredths  from  the  digits  (.1  and  .01) 

N1 1  Write  the  digits  for  tenths  and  hundredths 

N12  Recognize  that  *and"  represents  the  decimal  point 

N13  Write  numbers  in  words  and  digits 


OBJECTIVE  3.1.2 
Rename  Fractions  as  Percents 


Content  Scope 

•  Proper  fractions  with  denominators  2.  3, 4.  5.  10 
Question  Format 

•  Rename  (1/2)  as  a  percent 
Stretegy 

I.  strategy  A 

J 

1.  Write  the  fraction.  2 

1  P 

2.  Write  -P/100   

2  100 


3.  Draw  an  X. 


4.  Multiply  the  connected  numbers.  1  x  100  -  100 

5.  Divide  the  answer  by  remaining  number.      2  )  100 

6.  Rewrite  the  answer  with  a  percent  symbol.  50% 
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NUMBER  CONCEPTS 


II.  Strategy  B 


Treat  fractions  and  percents  as  facts  to  be  memorized. 


1/2-50R 
1/3-33  1/3f. 


2/3  -66  2/:5r. 


1/4-  25X 
1/5-  20JJ 
3/5  -  60R 
1/10-  10R 
7/10  -70R 


3/4  -75X 
2/5  -40r. 
4/5  -80X 
3/10  »  30J5 
9/10 -90R 


NOTE:  The  above  fractions  and  percents  include  all  possible  ones  on  the  MFMT. 
Vocabulary 

"  Rename 

•  Percent 

•  % 

Numerator— the  top  number  in  a  fraction 
Denominatoi — the  bottom  number  in  a  fraction 

Common  Errors 

1 .  Multiplying  denominators  across  Instead  of  diagonally 

2.  flaking  arithmetic  fact  errors 

3.  Failing  to  write  the  fractions  (for  remainders)  in  simplest  terms 
Task  Analysis  (Skills) 

PI  Recall  from  memory  1/3-33  1/3JJ  and  2/3  -  66  2/3S 
P2  Rename  fractions  as  percents 
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OEkJECTIVE  3.1.3 
Rename  Percents  as  Decimals 


Content  Scope 

•  IX  to  100X  with  no  fractional  parts 
Question  Format 

•  Rename  (20K)  as  a  decimal 
Strategy 

1 .  Write  the  nun.fcer  w«L^out  the  X  sign.  ( 20%  ->  20) 

2.  Put  the  decimal  point  to  the  right  of  the  last  digit.  (20.) 

3.  Move  the  declm^!  point  2  places  to  the  left  (If  necessary  Insert  a  zero).  120) 

Vocabulary 

*  Rename 

*  Decimal 


Common  Errors 

1 .,  initially  putting  the  decimal  poti>t  ta  the  left  rather  than  to  the  right 
25r.  ->  .25  ->  .0025 

2.  Misplacing  the  decimal  by  moving  to  the  right 

25X  ->  2500. 

3.  Falling  to  move  the  decimal  the  desired  two  places 

25X  ->  2.5 
A.  Falling  lo  insert  a  zero  if  necessary 
5%  ->  .5 

Task  Analysis  (Skills) 

PD 1  identify  the  correct  location  of  a  decimal  point 
PD2  identify  the  left  direction 
PD3  Rename  percents  as  decimals 
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OBJECTIVE  3.3.1 
Order  Declmols 


Conttbt  Sc«|»t 

•  HuiMlrtd«<othou»*ftdth*pUo» 
QueatloB  Format 

•  Arrmgt  tht  folWviog  numbtrs  \n  order  from  W«t  ♦offr>f4><it 

57.1,57.09,  57.Si7,  57.07 

A.  57^9,57^7,5757,57.1 

B.  57.07,57.09,57.1,5757 

C.  57^)9,57.1,57.57,57.07 

D.  5757,57.07,57.1,57.09 

StraUgy 

1 .  Vritt  th»  numbtrs  in  a  column  lining  up  ih»  dwim*l«. 

57.1 
37.09 
5757 
37.07 

2.  Fill  In  tht  bUnk  spMts  vlth  ztroi . 

57.10 
57.09 
3757 
57.07 

3.  lywjrt  tht  tUoinruU  and  trt«t  tht  numbtrs  as  vhoU  numbtrs. 

5710 
3709 
5757 
3707 

4.  Vritt  tht  nunU>trs  from  Ittft  to  grtattst. 

5707,5709,5710,5757 

5.  Vritt  «s  dMimal  numbtrs  from  Utft  tc  yt*tt*1. 

« 

57^)7,57.09,57.10,5757 
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NUMBER  CONCEPTS 


Vocabulary 

•  Least 

•  Grealesi 

•  Order 
Decimal 

Common  Errors 

1 .  Comparing  decimals  as  if  they  were  whole  numbers 

Compare  .059  and  0  12. 

Student  compares  59  and  T2  and  concludes  0.059  is  larger  than  0.12. 

2.  Writing  numbers  from  greatest  to  least 

3.  Not  aligning  the  numbers  correctly 

4.  Not  using  all  the  given  numbers 

Tosk  Analysis  (Skills) 

001  Write  numbers  in  a  column  according  to  the  declnal  place 
Example:  26.1,87.06.56.9.88.53  becomes  26.1 


87.08 

56.9 

88.53 


002 


Identify  the  smallest  in  a  group  of  numbers 
Example:  2610. 8705.  5690.  8853 


smallest  ir  2610 


003 


Arrange  a  group  of  nur-.Ders  from  least  to  greatest 
Example:  2610.5690.8708.8853 
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OBJECTIVE  2.1.t 
Add  Whole  Numbers 


Content  Scope 


•  Problems  consist  or  two  3-  to  5-<Jigii  numbers  or  three  2-  to  4-digit  numbers 

•  One  or  two  regr'oupings  may  be  requfreii 


Question  Format 
^  •  Vertical 


Add: 

3647 
•^256 


Add. 

345 
20 


Strategy 

The  Basic  CompuUlional  Strategy 

1 .  Add  numbers  in  ones  column  from  top  to  bottom. 

thousands  hundreds  tens  ones 

3        6       4  7 
♦  2       5  6 
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2.  Carry  tens  to  tens  column. 

thousands  hundreds  tens  ones 
1 

3       6       4  7 

+                  2       5  6 


3 

3.  Add  tens  column. 

thousands  hundreds  tens  ones 
1 

3       6       4  7 

+  2       5  6 


lO  3 

4.  Repeat  with  hundreds  and  thousands  columns. 


thousands 

hundreds 

tens 

ones 

1 

1 

3 

6 

4 

7 

+ 

2 

5 

6 

3 

9 

0 

3 

5.  Check  work  by  adding  each  column  from  bottom  to  top 
Low-Stress  Algorithm 

A  low-stress  algorithm  is  available  which  translates  long  and  multl-dlgit  addition 
problems  into  a  series  of  simple  addition  fact  problems.  SEE  APPENDIX  F  FOR  FURTHER 
INFORMATION. 

Vocabulary 
•  Add 

Addend— one  of  the  numbers  added 
Sum— the  answer  to  an  addition  problem 

Common  Errors 

1.  Falling  to  carry 

2.  Carrying  when  not  necessary 

3.  Carrying  wrong  number 

4.  Making  errors  in  number  facts 

5.  Misaligning  digits 
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WHOLE  NUMBER  OPERATIONS 


Task  Analysis  (Skills) 

A 1    Recall  addition  number  facts 

A2  Add  two  numbers  with  up  to  2  digits  each,  no  regrouping 
A3  Add  two  numbers  with  up  to  3  or  4  digits  each,  no  regrouping 
A4  Add  three  1 -digit  numbers 

A5  Add  three  numbers  with  up  to  2  digits  each,  no  regrouping 
A6  Add  two  numbers  with  up  to  2  digits  each,  regrouping  ones  to  tens 
A7  Add  two  numbers  with  up  to  3  or  4  digits  each,  regrouping  ones  to  tens 
A8  Add  two  numbers  with  up  to  3  digits  each,  regrouping  tens  to  hundreds 
A9  Add  two  numbers  with  up  to  3  digits  each,  1  or  2  regroupings 

•  All  Add  three  .umbers  with  up  to  2  digits  each,  regrouping 

A 12  Add  three  numbers  with  up  to  3  or  4  digits  each,  regrouping 

•  This  skill  may  extend  beyond  MFMT  requirements  by  requiring  more  than  two 
regroupings. 


OBJECTIVE  2.1.2 

Subtract  Whole  Numbers 

Content  Scope 

•  Problems  consist  of  two  3  to  5  digit  numbers 

•  Zero  to  two  regroupings  may  be  required 

Question  Format 

•  Vertical 

Subtract:  Subtract: 

6705  30047 
z25£Li  '77,^8 

Strategy 

Tht  Basic  Computational  Stratogy 

1 .  Begin  at  the  nghi  hand  column. 

2.  look  at  the  lop  and  bottom  numbers  in  the  column. 

Is  the  lop  number  the  same  or  larger  than  the  bottan  number? 
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IF  YES: 

A.  Subtract  the  bottom  number  from 
from  the  top 

tens  ones 

5  6 
>2  4 


IF  NO: 

A.  Borrow  from  the  next  column  to  the  left. 


tens  ones 
A  1 
^  4 
r2  t 


B.  Subtract  t'le  bottom  number  from  the  new 
number. 


tens  ones 


4 

1 

4 

-2 

& 

8 

Repeat. 

C.  Repeat. 

tens  ones 

tens 

ones 

A 

1 

5  6 

4 

-2  4 

-2 

3  2 

2 

8 

LQW-Stress  Algorithm 

A  low-Stress  algorithm  Is  available  which  adds  structure  to  the  process  of  subtracting 
and  borrowing.  SEE  APPENDIX  F  FOR  FURTHER  INFORMATION. 


Vocabulary 


•  Subtract 

Minuend— the  top  number  In  a  subtraction  problem 

Subtrahend— the  bottom  number,  the  number  taken  away  from  the  minuend 


Common  Errors 


t.  Falling  to  borrow 

2.  Making  errors  In  number  facts 

3.  Misaligning  digits 

4.  Using  the  Incorrect  operation 

5.  Switching  operations  to  avoid  borrowing  (adding  Instead  of  subtracting) 

6.  Subtracting  the  top  nufnbcr  from  the  bottom  number  to  avoid  borrowing 
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Task  Analysis  (Skills) 

51  Recall  subtraction  number  facts 

52  Subtract  two  numbers  with  up  to  2  digits  each,  no  regrouping 

53  Subtract  two  numbers  with  up  to  3  digits  each,  no  regrouping 

54  Subtract  two  numbers  with  up  to  2  digits  each,  regrouping  tens  to  ones 

55  Subtract  two  numbers  with  up  to  3  digits  each,  regrouping  tens  to  ones 

56  Subtract  two  numbers  with  up  to  3  digits  each,  regrouping  hundreds  to  tens 

57  Subtract  two  numbers  with  up  to  3  digits  each,  regrouping  to  tens  or  ones 

58  Subtract  two  numbers  with  up  to  3  digits  each,  one  or  two  regroupings 
«  «  S9    Subtract  l^o  numbers  with  up  to  4  digits  each,  one  to  three  regroupings; 
•  *  SIO  Subtract  two  numbers  with  up  to  5  digits  each,  one  to  four  regroupings 

These  skills  extend  beyond  MFMT  requirements  by  including  problems 
requiring  more  than  two  regroupings 


OBJECTIVE  2.1.3 
h       Multiply  Whole  Numbers 


Content  Scope 

#  Problems  consist  of  a  2  or  3  digit  number  (multiplicand)  multiplied  by  a  1  or  2  digit 
number  (multiplier) 

#  Regrouping  may  be  required  in  both  multiplication  and  addition  portions  of  problems 
Question  Format 

#  Vertical  Multiply:  Multiply: 

37  395 

Strategy 

The  Basic  Computational  Strategy 

1   For  problems  with  a  1 -digit  bottom  number  (multiplier): 
237 

A.  Multiply  the  bottom  number  limes  the  ones  digit.  Carry  if  needed. 
1 

237  2X7-14 

^  2       *Put  down  the  4  and  carry  the  1  .* 

4 
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b.  Multiply  the  bottom  number  times  the  tens  digit,  and  add  the  carried 
number,  if  any. 

1 

237  2X3-6 
X    2  6+1-7 
74 

C.  Repeat  with  the  hundreds  column. 
1 

237  2X2-4 
474 


2.  For  problems  with  a  2-digit  bottom  number  (multiplier). 
237 

A.  Multiply  the  bottom  ones  digit  times  the  top  number  (as  with  the  1-dlgit 
multiplier). 

1 

237  This  first  step  comprises  the  entire 

X  42  strategy  for  a  1 -digit  bottom  number. 

474 

B.  Write  zero  as  a  place  holder. 

237 
474 

'^ 
V 

C.  Multiply  the  bottom  tens  digit  times  the  top  number  (as  with  the  1 -digit 
multiplier,  but  shifted  one  digit  to  the  left. 

12 

237 
X_42 

474 
9480 

D.  Add.  Carry  If  needed. 


237 
1 

474 

9480 
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Low-Stress  Algorithm 

A  Low-Stress  Algorithm  is  available  which  uses  a  "drop"  notation  In 
multiplication.  Processes  of  carrying  may  be  easier  in  this  approach.  SEE 
APPENDIX  F  FOR  FURTHER  INFOKMATION. 

Using  1  tiatrix 

Another  alternative  strategy  for  1-  and  2-diglt  multipliers,  Using  a  Matrix, 
can  be  found  in  A  Learning  Strategies  Approach  to  Functional  Mathematics  for 
Students  with  Special  Needs.  SEE  APPENDIX  F  FOR  FURTHER  INFORMATION. 

Vocabulary 

•  Multiply 

Multiphcand— the  top  number  in  a  multiplication  problem 
Multiplier — the  bottom  number  in  a  multiplication  problem 
Product  or  Final  Product— the  answer  to  a  multiplication  problem 
KTtial  Product— the  result  of  multiplying  the  multiplicand  (top  number)  by  one  digit  in  the 
multiplier  (bottom  number) 

232  multiplicand 
X  34  multiplier 

928  partial  product 
6960  partial  product 
7888  fint:  product 

Common  Errors 

1 .  Misaligning  partial  products 

2.  Making  errors  in  multiplication  facts 

3.  Making  errors  In  addi^^on  facts 

Task  Analysis  (Skills) 

Ml  Recall  multiplication  number  facts 

M2  Multiply  1 -digit  bottom  number  times  2-diglt  top  number,  no  regrouping 
M3  Multiply  1 -digit  bottom  number  times  3  or  4-digit  top  number,  no  regrouping 
ri4  Multiply  1 -digit  bottom  number  times  2-digit  top  number,  regrouping 
M5  Multiply  1 -digit  bottom  number  times  3  or  4-diga  top  number,  regrouping 
n6  Multiply  2-dlgit  bottom  number  times  2-dlgtt  top  number,  regrouping 
M7  Multiply  2-di9it  bottom  number  times  up  to  4-digit  top  number,  regrouping 

These  skills  may  extend  beyond  MFMT  requirements  by  using  a  miltiplicand  larger  than 
3  digits. 
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OBJECTIVE  2.1.4 
Divide  Whole  Numbers 


Content  Scope 

•  Problems  consist  of  a  1  or  2  digit  divisor  divided  into  a  3  or  -4  digit  dividend 

•  No  remainders  are  produced 

Question  Format 

•  Division  Box 


The  Basic  Computational  SiraUgy 

1.  For  problems  containing  8  1 -digit  divisor: 

A.  Estimate  the  number  of  times  the  divisor  is  contained  in  the  first  digit. 


Divide: 


Divide: 


8) 5648 


47)  5405 


Strategy 


9)513 


How  many  9"s  are  contained  in  5? 


B.  Multiply  the  divisor  by  the  number  estimated. 


JL_ 
9  )513 


0X9-0 


C.  Subtract  from  the  first  digit. 


9)513 
5 


5-0-5 
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D.  Bring  down  the  next  digit. 


9  )513 
51 

E.  Repeat. 


Estimate 


9;513 
5 1 

4&  Multiply 
63  Subtract 
Bring  down 


057  Estimate 
9  )513 

51 

63 

fii  Multiply 
0  Subtract 

2.  For  problems  containing  a  2-digil  divisor  : 

A.  Estimate  the  number  of  times  the  divisor  is  contained  in  the  first 
digit. 

19  )513  How  many  19s  are  contained  in  5? 

B.  Multiply  the  divisor  by  the  number  estimated. 


19  )513 

a  0X19-0 

C.  Subtract  from  the  first  digit. 


19)513 

5  5-0-5 
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D.  Bring  down  the  next  digit. 


19)513 

Q. 
51 


E.  Repeat. 


P2 
19  )513 


Estimate 


Q. 
51 

5a 

133 


Multiply 
Subtract 
Bring  down 


(LZ2 


Estimate 


19)513 

Q. 
51 
iS. 
133 

133  Multiply 
0  Subtract 


Low-Stress  Algorithm 

A  Low-Stress  Algorithm  is  available  for  division.  However,  its  advantages  over  the 
customary  algorithm  may  not  be  readily  apparent,  and  we  don't  "^ecommend  its  use  at 
this  point. 

Vocabulary 

•  Divide 

Dividend—the  number  being  divided 

Divisor— the  number  the  dividend  is  being  divided  by 

Quotient— the  resulting  answer 

Common  Errors 

t .  Making  errors  in  division/multiplication  facts 

2.  Making  estimates  loo  large  or  too  small 

3.  Bringing  down  the  wrong  number  for  the  dividend 
A.  Omitting  zero  place  holders 
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Task  Analysis  (Skills) 

D1    Recall  division  number  facts 

D2  1 -digit  divisor  into  2-diQit  dividend,  nW  sight  division,  no  remainders 

D3  1 -digit  divisor  into  2-<Jigit  dividend,    ^ainders  possible 

D4  1 -digit  divisor  into  o-digit  dividend,  t    ight  division,  no  remainders 

D5  1 -digit  divisor  into  3-digit  dividend,  re  ainders  possible 

D6  1 -digit  divisor  Into  4-digit  dividend,  all  sight  division,  no  remainders 

D7  1 -digit  divisor  into  4-digit  dividend,  remainders  possible 

D8  2-digit  divisor  into  3-digit  dividend,  no  remainders 

D9  2-digit  divisor  into  2-digit  dividend,  remainders  possible 

D10  2-digit  divisor  Into  3-digit  dividend,  remainders  possible 

D1 1  2-digit  divisor  into  4-digit  dividend,  remainders  possible 

D12  2-digit  divisor  into  5-digit  dividend,  remainders  possible 

*•  These  bK\\\s  may  extend  beyond  MFMT  requirements  by  including  problems  involving 
remainders. 
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Stmpliry  Fractions 

The  term  'simplify"  is  used  in  the  Maryland  Functional  Math  Test 
to  mean  (1)  reduce  to  the  lowest  terms  and  (2)  convert  ©n 
Improper  fraction  to  a  mixed  number. 

The  following  are  component  or  prerequisite  skills  related  to 
simplifying  fractions: 

Basic  Vocabulary: 

VI  Recognize  numerator  and  d-  .mator 
Reducing: 

R1  Recognize  reduced  and  not  recjced  fractions 
R2  Reduce  fractions  to  lowest  terms 

Convart  Improper  Fraction  to  ftixed  Number: 

Ct  Recognize  proper  and  improper  fractions  and  mixed  numbers 
C2  Convert  improper  fraction  to  mixed  number 


OBJECTIVE  2.1.5 
Add  Mixed  Numbers 


Content  Scope 


a  Problems  consist  of  two  mixed  numbers 
a  The  whole  numbers  are  Single-digit  numbers 
a  The  fractions  may  have  like  or  unlike  denominators 
a  The  fractions  never  add  to  Improper  fractions 


MIXED  NUMBER/FRACTiON  OPERATIONS 


Question  Format 
•  Vertical 

Add  and  simpliry:  Add  and  simplify: 

,2  3 
3  T  ^  T 

+   15  *  9  9 


Strateg/ 

A  Generic  Strategy 

Check  to  see  if  the  fractlc^s  have  the  same  bottom  number  (denominator). 
IF  YES:  IF  NO: 

1 .  Bring  down  the  bottom  number        1 .  Find  a  common  denominator.  •  See  below, 
(denominator).  2.  Rename  both  fractions  to  have  common 

2.  Add  the  top  numbers  (numerators).      denominators.  *  See  below. 

3.  Add  the  whole  numbers.  3.  Bring  down  the  common  denominator. 
A.  Simplify  (reduce)  If  needed.  A,  Add  the  new  numerators. 

5.  Add  the  whole  numbers. 

6.  Simplify  (reduce)  If  needed. 

•  NOTE:  In  adding  mixed  numbers,  the  MFMT  does  not  require  the  students  to  deal  with 
Improper  fractions,  so  the  above  strategy  includes  no  provision  for  Improper 
fractions. 

Strategies  for  Finding  a  Common  Denominator 
I.  Simplified  Strategy 

Checic  to  see  If  the  smaller  of  the  two  denominators  can  be  divided  Into  the  larger. 


E.U.FORE.Si. 


30 


P.6.C./SPED  1989 


MIXED  NUMBER/FRACTION  OPERATIONS 


IF  YES:  IF  NO: 

Th#  Itpgtr  dtnomintlor  b^com^s  •  Th#  two  dfr>onnln«tors  mr^ 
the  common  denomlnatx .  multiplied  to  proJuce  a 

common  denominator. 


^"9 


X 

'  "9 


2  6x8 


48 


48 


11.  Mer*  SophistlcsUd  StraUgy 

Find  the  Lowest  Common  Multiple  (LCM)  of  the  two  denominators,  which 
becomes  the  Lowest  Common  Oehominator  (LCD). 


2  6     Multiples  of  6  are:  6   12   18  24  30  36  42  48 

/ 

/    The  LCM  Is  24. 
*   '  Multiples  ore  are:  6  16  24  32  40  48  56  64 


A  variation  of  this  strategy  Is  to  count  by  the  larger  denominator  (In  this  case 
by  8's)  until  you  rtach  a  multiple  of  the  smaller  denominator. 

Strategy  for  Renaming  Fractions  to  •  Given  Denominator 

This  step  follows  the  {dentification  of  a  common  denominator.  One  or  both 
fractions  are  converted  to  equivalent  fractions  with  new  denominators.  Both 
(Kimeralor  end  denominator  are  multiplied  by  the  same  number. 

,1x3-      , J.  ^  Jl^^' 


1  ,   3x3-  .9_ 

6-9-       69  *    ^   BxZ-  24 


Vocabulary 


*  Simplify  reduce  to  lowest  terms 
Denominator— the  bottom  number  In  a  fraction 
Numerator —the  lop  number  in  a  fraction 
Common  Denominator— two  fractions  have  the  same  denominator 
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Rename— change  a  fraction  to  a  given  denominato'* 
ixample:  ^  ,6, 

Reduce— divide  the  numerator  and  the  denominator  by  the  same  number 
Example:  6^ 

8*4 


Common  Errors 


1 .  Failing  to  simplify  (reduce)  answers 

2.  Adding  numerators  and  denominators 


3.  Finding  common  denominatx)rs,  but  not  renaming  fractions 

The  numerator  should  have  become  3. 


^  1  1 
6^  - 


The  numerator  should  have  become  2. 


Task  Anolysis  (Skills) 

VI  Recognize  numerator  and  denominator 

R1  Recognize  reduc^^d  and  not  reduced  fractions 

R2  Reduce  fractions  to  lowest  terms 

A1  Find  a  common  denominator  or  lowest  common  denominator 

A2  Rename  fractions  to  a  lEiiven  denominator 

A3  Add  fractions  with  like  denominators 

A4  Add  fractions  with  unlike  denominators 

AS  Add  mixed  numbers  with  like  denominators 

A6  Add  mixed  numbers  with  unlike  denominators 
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@fi  OBJECTIVE  2.1.6 

Subtract  Mixed  Numbers 


Content  Scope 

•  Problems  consist  of  two  mixed  numbers 

•  The  whole  numbers  are  single-dlgit  numbers 

•  The  fractions  may  have  like  or  unlike  denominators 

•  The  fractions  never  requir'^  regrouping  from  the  whole  number— the  top  number  Is 
always  larger 

Question  Format 

•  Vertical 

Subtract  and  simplify:      Subtract  and  simplify: 


4  T 


1 

7  T 


strategy 


Check  to  see  if  the  fractions  have  the  same  bottom  number  (denominator). 


IF  YES: 

IF  NO: 

1. 

Bring  down  the  bottom  number 

1. 

Find  a  common  denominator. 

(denominator). 

2. 

Rename  both  fractions  to 

2. 

Subtract  the  top  numbers 

have  common  denominators. 

(numerators). 

3. 

Bring  down  the  common  denominator 

3. 

Subtract  the  whole  numbers. 

4, 

Subtract  the  new  numerators. 

4, 

Simplify  (reduce)  if  needed. 

5. 

Subtract  the  whole  numbers. 

6. 

Simplify  (reduce)  If  needed. 

NOTE:  In  subtracting  mixed  numbers,  the  MFMT  does  not  require  the  students  to 

regroup  from  the  whole  number  to  a  fraction,  so  Iht  above  strategy  includes  no 
firovlslon  for  this  process. 
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Strategies  for  Finding  •  Common  Denominator 
i.  Simplified  Strategy 

Check  to  see  if  the  smaMer  of  the  two  denominators  can  be  divided  nto  the  larger. 
IF  YES:  IF  NO: 

•  Th»  larger  denominator  becomes        •  The  two  denominators  are 
the  common  denominator.  multiplied  to  produce  a 

common  denominator. 


6  -9 


J. 
3 


X 

1  -9 


5_ 

2  6x8 


2  ^ 
^  48 


'  8x6 


_X_ 
48 


II.  nor*  SophlstlcsUd  Strategy 

Find  the  Lowest  Common  Multiple  (LCM)of  the  two  denominators,  which 
becomes  th*  Lowest  Common  Denominator  (LCD). 


Multiples  of  6  are:  6  12   1  8  24  30  36  42  48 

^  The  LCM  is  24. 
Multiples  of  8  are:  8   16  24  32  40  48  56  64 


A  variation  of  this  strategy  Is  to  count  by  the  larger  denominator  (in  this  case 
by  8's)  until  you  reach  •  multiple  of  the  smaller  denominator. 

Strategy  Tor  Rtnaming  Fractions  to  a  6iv«n  0«r.eminater 

This  ster    ''ows  the  Identification  of  a  common  denominator.  One  or  both 
fractions      .onverted  to  sQuivalent  fractions  with  new  denominators.  Both 
numerat)r  a,<d  denominate*  are  multiplied  by  the  same  number. 


_Lx3 
'  3x3' 


_3x  4' 
6x4 


12 
2  24 


1  -L**'" 

'  8x3- 


9 

24 
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Vocabulary 

»  Simplify— reduce  to  lowest  terms 
Denominator— the  bottom  number  in  a  fraction 
Numerator— the  top  number  m  a  fraction 
Common  Denominator— two  fractions  have  the  same  denominator 
Rename— change  a  fraction  lo  a  given  denominator 
Example*    3  6 

^       K  — 

A  8 

Reduce— divide  the  numerator  and  the  denominator  by  the  same  number 
Example   6  3 

—     K  — 

8  A 

Common  Errors 

1 .  Falling  to  simplify  (reduce)  answers 

2.  Subtracting  numerators  and  denominators 

7 

6  - 
10 

3 

1  — 

 4 


5  - 

e 

3  Finding  common  denominators,  but  not  renaming  fractions 

2  2  The  numerator  should  have  become  A 
6-  -  6- 

3  6 

1  1        The  numerator  should  have  become  3 

1  -     X      1  - 

^   6 

1 

5  - 
6 

Task  Analysis  (Skills) 

VI  Recognize  numerator  and  denominator 

R1  Recognize  reduced  and  not  reduced  fractions 

R2  ^.educe  fractions  to  lowest  terms 

A1  Find  a  common  denominator  or  lowest  common  denominator 

A2  Rename  fractions  to  a  given  denominator 

S3  Subtract  fractions  with  like  denominators 

SA  Subtract  fractions  with  un!ike  denominators 

55  Subtract  mixed  numbers  with  like  denominators 

56  Subtract  mixed  numbers  with  unlike  denominators 
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  • 

®S  OBJECTIVE  2.1.7 

y    L|    Multiply  a  Whole  Number  by  a  Fraction 


Content  Scope 

•  The  whole  number  is  a  single-digit  number 

•  The  fraction  Is  a  proper  fraction 

•  The  product  may  be  an  improper  fraction 

•  There  are  no  common  factors 

Questfon  Formet 

•  Horizontal  itne  whole  number  or  the  fraction  may  <*ome  Hrst) 

Multiply  and  simplify:        Multiply  and  simplify. 
2  7 
11  9 

Stretogy 

1 .  Place  a  1  under  the  whole  number  h  the  fraction. 

7  7  A 

-  X  4  -  -  X  - 
9  9  1 


2.  Multiply  the  lop  numbers  (numerators). 

3.  hultlpl/  the  bottom  numbers  (denominators). 

4.  S'mpllfy  (change  improper  to  proper). 

7  4  28  1 
-  X  -  -  -  -  3  - 
9     19  9 


Vocabulary 

•  Simplify— reduce  to  lowest  terms  with  no  improper  fractions 
Denominator— the  bottom  number  In  a  fraction 
Numerator— the  top  mimber  In  a  fraction 

Improper— the  top  number  (numerator)  Is  larger  than  the  bottom  number 
(denominator )» maicing  the  fraction  larger  than  one 


Common  Errors 


1.  Failing  to  simplify  answers 
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2.  Adding  numerators 

2  6 

-  X  4  -  - 
9  9 

3.  Inverting  fraction,  as  If  to  divide 

7  7  1 

-  X  5  -  -  X  - 
9  9  5 

Task  Analysis  (Skills) 

R1  Recognize  reduced  and  not  reduced  fractions 
R2  Reduce  fracliona  to  lowest  terms 

CI  Recognize  proper  and  improper  fractions  and  n.ixed  numbers 
C2  Convert  improper  fraction  to  mixed  number 
Ml  Multiply  a  whole  number  by  a  fraction 


OBJECTIVE  2.1.13 
Find  the  Missing  Term  In  a  Proportion 


Content  Scope 


•  The  terms  (numerator  or  denominator)  may  have  one  or  two  digits 

•  Reducing  is  not  required— the  miSb'r.Q  term  may  be  a  part  of  an  unreduced  fraction 

•  One  denominator  is  a  factor  of  the  other 


Question  Format 


•  Honzontai-^the  missing  term  may  be  the  numerator  or  the  denominator  m  the  first 
or  the  second  fraction 


Find  the  missing  tern: 
3  12 
8  N 

Find  the  missing  term: 
N  20 
5  25 

Strategy 

Basic  Strategy: 


Find  the  missing  term: 
4  12 
N  18 

Find  the  missing  term: 

3  N 

4  24 
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3 


12 


1.  Draw  an  X. 


2.  Multiply  the  connected  numbers. 


8  X  12  -96 


3.  Divide  by  the  remaining  number. 


3  _X 


J52 
3  )96 


N  -  32 


Vocabulary 

•  Term— a  number  in  a  problem 
Ratio—a  comparison  of  two  numbers 
Proportion— a  statement  of  equality  between  two  ratios 
Variable— a  letter  that  stands  for  a  number 
Product-  -the  answer  in  multiplication 


Task  Analysis  (Skills) 


T1  Find  the  missing  term  in  a  proportion 
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OBJECTIVE  2.1.8 
Add  Decimals 


Content  Scope 


•  Two  decimal  places 

•  Two  3-  tx>  5-digit  numbers  or  three  2-  to  4-digit  nunfioers 

•  One  or  two  regroupings 


Question  Format 


Add 


•  One  problem  is  horie'.ntal;  others  are  vertical 
Strotegy 

1 .  Put  the  decimal  point  to  the  right  of  each  whole  number. 
3.4 +  25+. 67  »         becomes  3.4 +  25.+  . 67  •  

2.  If  necessary,  line  up  the  numbers  to  be  added  by  aligning  the  decimal  points  in  a 
straight  column. 


3.4  +  25.+  .67-. 


becomes  3.4 
+  25. 
 £1 


3.  Fill  in  the  blank  spaces  with  zeros. 


4.,  Bring  down  the  decimal  point: 


03.40 
+  25.00 
QQ.67 

03.40 
+  25.00 
00,67 


Note:  The  number  of  zeros 
after  the  decimal  point 
Is  Irrelevant. 

and  add:  03.40 
+  25.00 
00,67 
29.07 


DECIMAL  OPERATIONS 


Vocabulary 

*  Add 
Common  Errors 

1.  Aligning  the  decimal  points  incorrectly  when  setting  up  the  problem 

3.4+  5 +.67- 

3.4  3.4 
+     5      should  be     +  5.00 
 £2   £2 

2.  Misplacing  the  decime)  point  in  the  answer 

3.40 

.868  (should  be  8  66) 

3.  Placing  the  decimal  point  incorrectly  in  a  whole  number 

3.4  ♦  5  ♦  .67  - 

3.4  3.40 
♦    .5    should  be   +  5.00 

 m   £2 

4.  Forgetting  to  bring  the  decimal  point  down  for  the  answer 

5.  Making  addition  fact  errors 

Task  Analysis  (Skills) 

0D1  Write  numbers  in  a  column  according  I  the  decimal  place 

ADI  Add  up  to  three  numbers  with  one  decimal  p..ice  without  regrouping 

AD2  Add  up  to  three  numbers  with  one  decimal  place  with  regrouping 

AD3  Add  two  numbers  with  two  decimal  places  without  regrouping 

AD4  Add  two  numbers  with  two  decimal  places  with  regrouping 

2t    Recognize  that  with  any  decimal  ending  in  2ero(s),  the  zero(s)  may  be  dropped 
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DECIMAL  OPERATIONS. 


•  Mt.ei 
:-1.38 


OBJECTIVE  2.1.9 
Subtract  Decimals 


Content  Scope 

•  Problems  will  consist  of  3-  lo  5-digil  numbers 

•  Zero  lo  two  regroupings 

•  Minuend  and  subtrahend  will  have  one  or  two  decimal  places 

•  Each  term  will  have  an  equal  n  jmber  of  decimal  places 

Question  Format 

•  Vertical 
Stroteg/ 

1 .  Line  up  the  numbers  to  be  subtracted  by  aligning  the  decimal  points  in  a  straight 
column. 

43.76 
-21M. 

2.  Bring  down  the  decimal  point. 

43.76 
-21.66 


3.  Subtract  with  no  emphasis  on  the  decimal  point. 

43.76 
22.10 

4.  Drop  the  final  zero(s)  If  necessary. 

22.10  -  22.1 

Vocabulary 

•  Subtract 
Common  Errors 

1 .  Omitting  decimal  points  tn  the  answer 

2.  Misplacing  the  decimal  point  in  the  ant./er  (by  following  the  rules  of  multiplication) 

3.  Making  subtraction  fact  errors 
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DECIMAL  OPERATIONS 


Task  Analysis  (Skills) 


501  Subtract  two  numbers  with  one  decimal  place  without  regrouping 

502  Subtract  two  numbers  with  one  decimal  place  with  regrouping 

503  Subtract  two  numbers  with  two  decimal  places  without  regrouping 

504  Subtract  two  numbers  with  two  decimal  places  with  regrouping 

Zl     Recognize  that  with  any  decimal  ending  In  2ero(s).  the  2ero(s)  may  be  dropped 


Content  Scope 

•  Problems  will  require  the  student  to  find  the  product  of  two  numbers 

•  Each  factor  will  have  a  maximum  of  two  decimal  places 

•  A  minimum  of  one  and  a  maximum  of  three  decimal  places  total  for  the  two  factors 

•  The  multiplier  will  always  contain  two  digits 

•  The  multiplicand  ii  upper  level  problems  will  contain  two  or  three  digit 

•  The  multiplicand  in  lower  level  problems  will  ai    /s  contain  two  digits 

Question  Format 


1.  Multiply. 

2.3 
X  1.2 

2.  Count  the  digits  to  the  right  of  the  decimal  polnt(s)  In  the  numbers  to  be  multiplied. 
Ad  J  them. 

2.3    ->  1  digit 
1.2    — >  1  dlQlt 
2  digits 

3.  Put  the  decimal  point  in  the  answer,  counting  from  the  right  to  the  left,  so  it  has  the 
same  number  of  digits  as  step  *2. 

2.3 

x_L2 
46 

*  23Q 
2.7  6       2  digits 


Common  Errors 
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OBJECTIVE  2.1.10 
Multiply  Decimals 


•  Vertical 


Strategy 


DECIMAL  OPERATIONS 


1 .  Misplacing  or  orrillling  the  decimal  point  In  the  answer 

2.  Making  multiplication  fact  errors 

Vocabulory 

«  Multiply 

Task  Analysis  (Skills) 

MD1  Identify  the  number  of  decimal  places  in  the  product 
MD2  Place  the  decimal  point  In  the  product  correctly  with  up  to  two  decimal  places 
MD3  Place  the  decimal  point  in  the  product  correctly  with  up  to  three  or  four  decimal 
places 

MD4  Multiply  a  two  or  three  digit  number  by  a  two  digit  number  with  up  to  two  decimal 

places  In  each  number 
Z1     Recognize  that  with  any  decimal  ending  In  zero(s).  the  zeroCs)  may  be  dropped 


Content  Scopr 

•  Problems  will  require  the  student  to  divide  a  number  by  one  of  Its  factors 

•  The  divisor  will  be  a  one-  or  two-digit  whole  number 

•  Ci  a  giver,  lest,  at  least  one  item  will  have  a  single-digit  divisor 

•  The  dividend  will  hav^  one  or  two  decimal  places 

•  Problems  will  have  a  two-  to  four-digit  dividend 

Question  Format 

•  Problems  presented  in  a  "division  box"  formal 

Strategy 

1 .  Students  determine  If  the  divisor  Is  a  whole  number. 

NOTE:  The  -^Msor  will  always  be  a  whole  numh-tr  on  the  MFMT.  This  step  Is  added 
to  avoid  confusion  later  on  when  the  student  encounters  divisors  with 
decimals. 

2.  When  you  have  a  whole  number,  move  decimal  point  straight  up. 


OBJECTIVE  2.1.11 
Divide  Decimals 


25)2.25 
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DECIMAL  OPERATIONS 


3.  Divide  (pul  zeros  In  the  blank  spaces). 

25)2.25 

2  25 

-  Z25. 
0  00 

Common  Errors 

1 .  Misaligning  or  omiliing  the  decimal  point  In  the  quotient 

2.  Falling  to  fill  In  each  space  after  the  decimal 

3.  Making  division  fact  errors 

Vocabulary 

"  Divide 
Task  Analysis  (Skills) 

DDI  Place  the  decimal  point  in  the  quotient  correctly  when  dividing  by  a  whole  number 
DD2  Divide  a  1-dlgit  whole  number  Into  a  2-  to  4-digit  number  having  1  or  2  decimal 
places 

Ex.  ZJTm' 

0D3  Divide  a  2-digit  whole  number  into  a  2-  to  4-digit  number  having  1  or  2  decimal 
places 

Ex.  24TFTJ 

21    Recognize  that  with  any  decimal  ending  In  zero(s).  the  zero(s)  may  be  dropped 


OBJECTIVE  2.1.12 
Find  a  Percent  of  a  Number 


Contont  Scope 

•  Percents  will  be  one  digit  (1  through  9)  or  a  two-digit  multiple  of  five 

•  Whole  numbers  will  be  two  or  three  digits 

Question  Format 

•  Solve. 

(5)R  of  (30) 
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DECIMAL  OPERATIONS 


Strotegy 

1.  Write  the  percent  number  without  the  ^  s:,., 

5R  of  30  •  

55?  becomes  5 

2.  Put  the  decimal  to  the  right  of  the  number. 

5. 

3.  Move  the  decimal  point  2  places  to  the  left  and  put  9  zero  in  front  of  the  number,  if 
necessary. 

.05. 

A.  Multiply  the  numbers 
30 
150 
150 

5.  Put  the  decimal  point  in  the  answer  corrccti/. 
30 
150 

JiQ- 
1.50 

Vocabulary 

•  Solve 

«  Of-^eans  "multiplied  by" 

•  % 
Decimal 

Common  Errors 

1 .  Using  an  mcorrect  operation 

2.  Misplacing  or  omitting  the  decimal  point 

Task  Analysis  (Skills) 

P03  Rename  percents  as  decimals 
PN1  Translate  'or  as  "multiplied  by" 
PN2  Find  the  percent  of  a  number 
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OBJECTIVE  2,2J 
Read  Scales  on  Measuring  Instruments 


Content  Scope 

•  Items  require  students  to  read  a  scale  on  a  measuring  instrument 

•  Problems  show  a  clearly-drawn  picture  of  a  linear  or  circular  (dial)  scale  on  an 
Instrument  that  measures  length,  temperature,  or  capacity 

•  Pictures  depleting  a  length  measurement  will  siiow  a  common  object  correctly 
aligned  to  be  itieasured 

•  Measuring  Instruments  and  objects  In  correct  r  elatlve  scale;  pictures  may  be 
enlarged  or  reduced 

•  Length  mejisured  in  cm  or  mm 

•  Temperature  measured  in  Co 

•  Capacity  measured  in  ml 

^  Scales  should  display  only  whole  numbers  of  one  or  two  digits 

•  Half  intervals  may  be  marked  with  u    ^bered  lines  on  rulers  marked  in  cm  and  on 
measuring  cups 

•  Thermometers  may  be  numbered  at  1o,  2o,  or  10©  unit  k.^ervals;  the  midpomt  may 
be  shown  as  an  unnumbered  line  on  those  with  2  or  10  Intervals 

•  Upper  Ir    lest  may  require  student  to  approximate  a  value  that  is  not  exactly  at  a 
marked  lnuerval;  however,  this  value  may  not  be  at  the  midpoint  between  two 
marked  intervals 

•  Lower  lev<!^l  Items  will  require  measurement  only  to  a  marked  Interval 
Question  Formet 

•  Find  the  (attribute)  of  this  (object)  to  the  nearest  (unit). 

Strategy 

1.  S'^ents  should  be  familiar  with  what  Is  to  be  measured,  the  types  of  Instruments 
mcQ  for  measuring,  and  th^  units  used  to  measure. 


r 


MEASUREMENT 


1  >%  p  t  >•  SIMM  Ant 

units 

length/distance 

ruler 

mm,  cm»  *m.*km 

temperature 

thermometer 

CO 

capacity 

(liquid)  measuring 

ml.  «L 

cup,  beaker 

mass/wejghl 

(solid)  scale 

«g,  kg 

time 

clock 

hours,  mins.,  seconds 

stopwatch 

•  These  units  of  measurement  are  not  used  in  this  objective  but  will  be  used  in  3.2.2. 

2.  When  reading  fo:  an  exact  measurement,  students  should  determine  the  Intervals  of 
units  mark':jd  on  the  measuring  instrcnent 


•41 

-M 


The  units  of  Interval  marked 
on  this  test  tube  are  5  mL  The 
reading  is  15  mL. 


The  units  of  Interval  for  this 
thermometer  are  marked  in  lo 
Intervals.  The  temperature 


reading  is  70C. 


3.  When  reading  for  an  approximate  measurement,  students  should  first  determine  the 
Interval  of  units  being  used  on  the  measuring  instrument  and  then  round  off  the 
reading  to  the  nearest  marked  Interval. 


To  the  nearest  5  minute  Interval, 
the  ♦^^c  Is  8:15.  To  the  nearest 
one  hour  interval  the  time  is 

8  00. 
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To  the  nearest  1  kg  interval,  the 
scale  reads  27  kg. 


Vocabutory 

Interval— amount  of  space  between  marked  units 

Linear  Units:  mm,  cm,  m,  km 

Area  Units:  mm2,  cm2,  m2.  km2 

Volume  Units:  cm3 

Capacity  Units:  mL,  L 

Weight/Mass  Units:  g,  kg 

Temperature  Units: 

Time  Units:  minute(s),  hourCs) 

Distance 

Common  Errors 

1 .  Reading  an  adjacent  or  closest  marked  value 

2.  Rounding  off  a  value  incorrectly 

3.  Failing  to  round  a  value  to  the  stated  unit  interval 

Example:  To  the  nearest  hour,  round  off  8:13 

Incorrect:  8:13  is  almost  8:15  (8:15  is  not  an  hour  interval) 
Correct:  8:13  is  almost  8:00 

Task  Analysis  (Skills) 

MMl  Recognize  Ungth,  temperature,  and  capacity  from  a  scale  on  a  measuring 
instrument 

nM2  Identify  the  appropriate  units  of  measure 
MM3  Estimate  to  the  nearest  whole  unit  of  measure 
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MEASUREMENT 


OBJECTIVE  3.2.1 


Fin^  Perimeter  and  Area  of  Simple  Polygons 


Content  Scope 

•  The  lengths  of  all  sides  will  be  one-  or  two-  digit  whole  numbers 

•  A  perin^eter  problem  will  snow  a  three  to  five-sided  o^ishaded  polygon 

•  A  square  will  be  labeled  w'*h  the  length  of  the  bottom  side  only 

•  A  rectangle  will  be  labeled  with  Uie  lengths  of  the  bottom  and  right  hand  sides 

•  All  other  figures  will  be  labeled  with  the  lengths  of  all  sides 

•  An  area  problem  wHI  show  a  square  or  a  rectangle  labeled  as  described  above 

•  The  interior  of  the  figure  in  an  area  problem  will  be  shaded 

Question  Format 

•  Find  the  (perimeter/area)  of  the  (square/rectangle/flgure). 
Strategy 

I.  Parlmetor  (add) 


A.  To  find  a  perimeter,  add  the  measurements  for  each  side.The  drawing  for  a 
rectangle  will  have  only  one  length  and  one  width  marked  since  the  opposite 
sides  are  equal. 


P  •  2mm    2mm  *  3mm    3mm    3mm  *  13mm 

B.  The  figure  drawing  for  a  square  will  have  the  length  of  only  one  side  marked 
since  the  remaining  sides  are  thv^  same  length. 


3  km 


P  •  3km  ^  3km  ^  3km  ♦  3km  •  12km 


2  mm 


3  mm 
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2.  Area  (always  multiply) 


A.  To  find  th*  arM  of  a  ractangia,  multiply  the  length  by  the  width. 


3  m 


9m 


Area  of  rectangle  « length  x  width 

A  •  9m  X  3m 
A  -  27m2 

B.  To  find  the  area  of  a  square,  mulUp.y  i„ie  side  by  another  side. 


A  -  16mm2 

Vocabulary 

•  Perimeter 
«  Area 

•  Square 

•  Rectangle 
^  Figure 

Length 
Width 

Common  Errors 

1.  Omitting  a  value 

2.  Using  the  same  value  twice 

3.  Calculating  area  for  perimeter  or  perimeter  for  area 

4.  Failing  to  use  the  exponent  for  square  units 
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Task  Analysis  (Skills) 

MPA1  Identify  a  square 

MPA2  Identify  a  rectangle 

MPA3  Compute  the  perimeter  of  various  polygons 

MPA4  Compute  the  areas  of  squares  and  rectangles 

MPAS  Recognize  that  area  is  aIv^«rS  expressed  in  square  units  with  an  exponent  of 
two 


OBJECTIVE  3.2.2 
Choose  an  Appropriate  Unit  of  Measure 


Content  Scope 

•  students  will  be  expected  to  select  the  appropriate  unit  of  measure,  following 
attr.bute  names  are  eligible  for  testing:  length,  width,  distance,  height,  area, 
volume,  capacity,  weight,  mass,  temperature. 

•  Area  attribute  will  deal  only  with  square  and  rectangular  objects 

•  Volume  attribute  will  deal  only  with  cubes  and  right  rectangular  solids 

•  Object  named  will  be  a  familiar  object 

Question  Format 

•  The  (attribute)  of  (name  or  description  of  object)  would  best  be  measured/expressed 

tn: 

Strategy 

Eyr^mple;  The  weight  of  a  cookie  would  bost  be  measured  in: 

A.  g  C.  km 

B.  mL  D.  mm 

1.  Read  the  question. 

2.  Find  key  words,  (weight.  Cf 

3.  Determine  the  attr*bute.  (>  / 

4.  Determine  which  type  of  Uh.v  iS  appropriate.  (  Weight/Mass  Units  Me/j?urement) 

5.  Determine  the  size  of  the  object. 

6.  Choose  the  appropriate  magnitude  of  unit,  (gram  (g)  is  appropriate  for  the  weight 
of  a  plastic  straw  or  pen  (rather  than  a  kilogram!) 
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Vocabulary 

Terms  and  Abbreviations 


LINEAR 

AREA 

WEI6HT/MASS 

CAPACITY 

VaUME 

TEMPERATURE 

rrwn 

millimeter 

mm^ 

mm  squared 

9 

gram 

mL 

minilller 

cm3 

cm  cubed 

C 

Celsius 

cm 

centimeter 

cm2 

cm  squared 

kg 

kilogram 

L 

Liter 

mm' 
mm  cubed 

m 

meter 

m2 

m  squared 

m3 

m  cubed 

km 

kilometer 

km2 

km  squared 

km3 
1  km  cubed 

NOTE:  Understand  that  within  each  category  (linear,  area,  weight,  etc.)  particular 
units  of  measurement  are  appropriate  for  particular  objects. 


Examples: 

A.  Linear  units  of  measurement  appropriate  for: 

mm  -  the  length  o^  a  pencil  eraser 
cm  -  the  length  of  a  pi^^ncil 
m  -  the  length  of  a  room 

km  -  the  distance  from  Balt:.T»ore.  MD,  to  Washington.  DC 

B.  Area  units  of  measurement  appropriate  for: 

mm2   the  area  of  a  postage  stamp 
cm2  -  the  area  of  a  sheet  of  paper 
m2   the  area  of  a  baseball  field 
km2  -  the  area  of  the  state  of  Arieona 

C.  We.,  i/Me^     >JU  of  measurement  appropriate  for: 

Q  -  the  weight  of  a  plastic  straw  or  the  weignt  of  a  pen 
kg  -  the  weight  of  a  portable  TV 

D.  Capacity  (liquid)  units  of  measurement  appropriate  for: 

mL  -  the  capacity  of  a  shampoo  bottle 
L  -  the  capacity  of  a  car  s  gas  tank 

E.  Volume  (solid)  units  of  measurement  apprw  ««le  fo'^ 

cm3  -  the  volume  of  a  shoe  box 
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F.  Temperature  units  of  measurement  appropriate  for: 
-  the  temperature  of  a  day  In  July 

Commun  Errors 

1 .  Selecting  a  unit  that  measures  an  attribute  other  than  that  required  by  the  problem 
Example;  The  volume  of  a  hot  water  heater  would  best  be  measured  in  o  Celsius. 

The  correct  answer  is  cm'. 

2.  Selecting  a  unit  of  inappropriate  magnitude 

Example:  The  height  of  the  flag  pole  would  best  be  measured  In  millimeters. 
The  correct  answer  is  m. 

3.  Making  a  selection  thai  has  an  Incorrect  exponent 

Example:  The  area  of  your  classroom  floor  would  best  be  measured  in  meters. 
The  correct  answer  is  m2. 

Task  Analysis  (Skills) 

MAUI  Identify  the  key  words  ;n  a  sentence  question:  linear  (distance,  height),  area, 

weight/mass,  capacity  Cllquld),  volume  (solid),  temperature  (C) 
MAU2  Choose  the  appropriate  type  of  unit  of  measure  for  the  attribute 
MAU3  Determine  the  relative  size  of  what  I3  being  measured 
nAU4  Choose  an  appropriate  magnitude  of  the  unit  of  nr>easure 


OBJECTIVE  5.1.6 
Find  Elapsed  Time 


Content  Scope 

•  Problems  require  a  f>ingle  calculation  only 

•  Problems  contain  two  times 

Question  Format 

•  Written  word  pi  oblem 

Strategy 

A.  A  Simplt  SlreUgy 

I.  Find  starting  or  ending  time: 

You  put  a  cake  in  the  oven  at  1 :32  P.M.  The  cake  should  balce 
for  1  our  and  15  minb.  What  time  should  you  take  the  c^ike 
I  or  the  oven? 

1 .  Determine  what  is  being  asked.  What  time  should  you  take  the  cake  out  of 
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the  oven?  (You  need  to  know  ending  lime.) 

2.  Draw  a  clock. 

3.  Mark  given  starling  or  ending  time. 

4.  Count  the  elapsed  time. 

Given:  Beginning  time?  Count  forward. 

Given:  Ending  Umc?  Count  backward  (counterclockwise). 


II.  Find  elapsed  time 


1.  :  Draw  a  Clock. 

2.  Locate  starting  and  ending  time. 

3.  Count  whole  hours  from  starting  time  to  ending  time. 

4.  Count  remaining  minutes. 


B.  A  nathematical  Strategy 


1 .  In  solving  this  type  of  problem,  we  are  dealing  wiU-i  three  times; 

a.  A  start  time  (wh2n  we  started  what  we  arc  doing) 

b.  An  elapsed  time  (how  long  it  took  us  to  do  what  we  are  doing) 

c.  An  end  time  ^whcn  wc  finished  what  wc  were  doing) 

2.  The  way  to  do  the  problem  depends  on  which  two  times  arc  given. 

a.  Given  a  start  time  and  an  elapsed  time.  ADD. 
Example:      start  time        10:11  A.M. 

elapsed  time  ♦  5  15  (3  hours  and  15  minutes) 
13:26 

r  12:00  (time  to  get  to  noon) 
1:26  P.M. 


b.  Given  a  start  time  and  an  end  time.  SUBTRACT. 
Example:       end  time         3:06  P.M. 

start  time    -  11:12  A.M. 


Since  wc  cannot  subtract  1 1  hours  from  3.  wc  add  the  12  hours  to 
get  to  noon:  3:06  P.M. 

♦  12:00  (time  to  get  to  noon) 
15:06 


Now  we  can  subtract: 

15:06 
-  11:12 
4 


We  cannot  subtract  1  from  0  so  we  will  have  to  borrow,  but  the  5 
docs  not  stand  for  5  units;  it  stands  for  5  hours.  Since  there  are 
60  minutes  in  an  hour,  we  will  borrow  one  hour. 

4  60 
i^:06 
-  11:12 
3:54 
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c.  Given  an  end  time  and  an  elapsed  time.  SUBTRACT. 

3 

end  time  3!^6  P.M. 

elapsed  time     -  2:39 

1:07  P.M. 

d.  Remember  start  and  end  times  are  always  in  A.M.  or  P.M.  and 
elapsed  time  lr>  always  In  hours  and  minutes. 

3.  A  prerequisite  skill  for  this  strategy  Is  to  write  hours  and  minutes  with  a 
colon. 

Example:  3  hours  and  45  minutes  «  3:45 


Vocabulary 

A.M.— short  for  "ante  meridiem"  translates  to  "before  noon* 

P.M.— short  for  "post  meridiem"  translates  to  "after  noon" 

Clockwise 

Counterclockwise 

Elapsed  time 

Noon 

Midnight 

Common  Errors 

1..  Confusing  A.M.,  P.M.,  noon,  and  midnight 

2.  Using  the  Incorrect  procedure 

3.  Making  computation  errors 

Task  Analysis  (Skills) 

MET  1   Identify  correct  time  by  writing  iiours  and  mlnut.is  with  a  colon 
MET2  Recall  that  6C  min'^tes  equals  1  hour 

MET3  Identify  start  time,  end  time,  and/or  elapsed  time  In  word  problems 
MET4  Subtract  mlnu'^s  and  hours  from  minutes  and  hours,  no  regrouping 
MET5  Subtract  minutes  and  hours  from  minutes  and  hours,  with  regrouping 
MET6  When  the  minuend  is  smaller  than  the  subtrahend,  add  12  hours  (12:00)  to  the 
minuend 

MET7  When  the  answer  to  start  or  end  time  Is  larger  than  12:59,  subtract  12:00 
Ex.  i3:30 
-  12:00 
1:30 

MET8  Find  end  time  by  adding  start  time  and  elapsed  time 

MET9  Find  elapsed  lUr.^  by  subtracting  start  time  from  end  time 

MET  10  Find  start  time  by  subtracting  elapsed  time  from  end  time 

METl  1  Select  the  correct  procedure  for  finding  start,  end,  or  elapsed  time 
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OBJECTIVE  2.3.1 
Use  Information  from  Tables 


Content  Scope 

•  The  type  of  table  will  be  familiar  to  students  (a  distance  table  or  tax  table)  and  will  have 
the  following  attributes: 

•  A  brief,  explanatory  title 

•  Numei^ic  values 

•  An  ordinate  and  an  abscissa,  labeled  with  a  maximum  of  six  headings  on  one  axis  and 


Question  Format 

•  A  question  about  a  table  aslcing  the  student  to  determine  a  specific  numeric  value 
from  the  table 


five  on  the  other 


Strategy 


WITHHOLDING  TABLE 


WAGES 
AT  LEAST   BUT  LESS  THAN 


TAX  TO  BE 
WITHHELD 


$405.05 
405.22 
405.39 
405.56 
405.73 
405.90 


405.?2 
405.39 
405.56 
405.73 
405.90 
406.07 


$15.85 
15.86 
15.87 
15.88 
15.89 
15.90 


Last  week,  Harry  made  $405.73.  What  was  the  amount  of  taxes  w»hheld? 


USING  DATA 


1,  Read  the  question  carefully  to  find  the  two  key  words  or  phrase  necessary  ^or 
locating  the  Information.  ($40573,  taxes  withheld) 

2.  Analyze  the  table. 

a.  Read  the  title  to  determine  the  topic.  (Withholding  Table) 

b.  Read  the  column  headings  horizontally  across  the  top  of  the  table.  (Wages.  Tax 
lobe  Withheld) 

c.  Read  the  row  headings  down  the  first  column  of  the  table,  (There  are  no  row 
headings  In  this  example.) 

3..  Find  one  of  the  key  words  or  phrases  as  a  column  heading  and  one  as  a  row  heading 
Trace  a  line  down  from  the  column  heading  and  to  the  right  from  the  row  heading. 
The  place  »vhere  the  two  lines  meet  Is  the  answer  to  the  question,  it  15.89) 

Vocabulary 

Horizontal— row 
Verticals-Column 

Title — statement  of  the  topic  of  a  table 

Table — chart  using  words,  numbers,  and/or  symbols  to  provide  information  in  a 
condensed  ^nd  orderly  form 

Common  Errors 

1 .  Identifying  Incorrect  key  words 

2.  Reading  data  from  the  wrong  row  or  column 

Task  Analysis  (Skills) 

UT1  Identify  information  on  a  table 

KQ1  Select  ke/  words  and  phrases  in  a  question 

UT2  Locate  key  words  and  phrases  on  a  table 

UT3  Find  the  point  at  which  the  key  row  an''  olumn  Intersect  to  locate  data  on  a  table 


OBJECTIVE  2.3.2 
Use  information  from  Graphs 


Content  Scope 

•  Perform  one  calculation  using  data  from  the  graph 

•  A  circle  graph  will  have  a  maximum  of  six  labeled  segments  giving  a  whole  numoer 
percentage 

#  A  line  graph  presenting  a  single  relationship  will  be  drawn  on  a  grid  having  a 
maximum  of  eight  lines  in  each  direction 

#  A  bar  graph  presenting  a  single  relationship  will  have  a  maximum  of  eight  shaded 
bars  running  horizontally  or  vertically  with  grid  lines  perpendicular  to  the  bars 
extending  completely  acf'oss  the  graph 
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Question  Format 


♦  Display  of  a  graph  with  a  question  requiring  a  simple  arithmetic  computation  using 
data  read  or  estimated  from  the  graph 


Strategy 


1 .  Read  the  question  and  pick  out  the  ..^^Y  words  and  phrases,  (what  percentage, 
entertainment  and  food) 

2.  Study  the  graph  and  read  the  title.  (John's  Budget) 

A.  Decide  what  operations  have  to  be  performed,  (addition) 

5.  Determine  the  required  information  from  the  graph.  (15R.  30R) 

6.  Perform  the  appropriate  operation.  luS 

^  3or> 

A5% 


Vocabulary 

Circle  Graph— a  circle  which  shows  graphically  how  a  whole  (100R)  is  divided  into 
parts 

The  circle  below  represents  al!  students.  The  circle  Is  divided  to  show  the 
percent  of  students  with  yellow  pencils  as  compared  to  all  students  wah 
pencils. 

Ytllow  Pencils  in  Classroom 


Key: 


c 


yellow  pencils 
]  pon- yellow  pencils 
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USING  DATA 


Bar  Graph— a  graph  which  compares  the  rclaln*e  frequency  of  various  related  yel 
distinct  items 

On  the  graph  below,  the  items  are  related  since  they  are  all  pencils  in  Room 
321 .  Each  bar  represents  a  different  color  pencil.  The  height  of  each  bar  !s 
determined  by  the  number  of  pencils  In  each  color. 

Differenl  Pencil  Colors  in  Room  321 


fi  40 


Line  Graph— a  graph  ^hich  compares  variations  In  specific  data  when  gatherec^  at 
different  times 

The  line  grapi.  ..jIow  shows  the  varying  number  of  students  with  yellow  pencils 
on  different  days  of  the  week. 


Yellow  Pencils  In  Classroom 


o 

I 


40 

35 
30 
25 
20' 
15 
10 

5 

1 

f  1  ; 
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Common  Errors 

1 .  Misreading  the  graph  and  using  the  incorrect  values  In  the  compulaUoTi 

2.  Completing  only  one  step  or  a  two-step  problem 

3.  Using  an  incorrect  operation 

4.  Not  identifying  the  unit  of  measure  on  the  scale  and  *he  Intervals  between  them 
(Example:  10  and  20  are  given  units  of  measure  ano  15.  the  answer.  Is  halfway 
between  them.) 

Task  Analysts  (Skills) 

U61  IdenUfy  information  on  a  circle  graph 

U62  Identify  information  on  a  bai  graph 

U63  lOvOti^y  information  on  a  line  graph 

KOI  Select  key  words  and  phrases  in  a  question 

KCL?  Select  an  operation  from  key  words  and  phrases 

\JG4  IdenUfy  Intervals  on  'horizontal  or  vertical  scales 

U65  Perform  one  calculaUvn  using  Information  from  a  graph 


OBJECTIVE  5.t.1 
JtAt    ^Ind  the  Average  of  a  Set  of  Numbers 


Content  Scope 

•  Numbers  to  be  averaged  will  be  presented  in  a  horizontal  or  vertical  chart 

•  Entries  will  be  one-  or  two-digit  whole  numbers 

•  Four  or  five  numbers  with  no  other  nupr  jers  given  except  those  to  be  averaged 

•  Correct  average  will  always  be  a  whole  number 

Question  Format 

•  A  Question  requiring  the  student  to  find  an  average 
5^rot\9gy 

Spelling  Grades 


98  170  184  196 


Find  the  average  of  Joe's  spetlfng  grades. 

1.  Read  the  question. 

2.  Find  the  key  words  including  the  word  average.  vFird  the  average) 

3.  Copy  the  numbers  from  the  tsbie  In  a  vertical  format. 
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98 

A.  Add  the  numbers.  70 
♦  84 

348 

5.  Count  the  items  that  were  added.  (4) 

 87_ 

6.  Divide  the  sum  by  this  number.     4  )  348 

22 
28 

Vccabutary 

»  Average--the  number  determined  by  dividing  the  sum  of  the  addends  by  the  number 
or  addends 

Addenda 
Common  Errors 

1.  Omitting  the  division  operation 

2.  Omitting  a  value  In  the  addition  process 

3.  Adding  or  dividing  whole  numbers  Incorrectly 
A.  Using  an  Incorrect  divisor 

Task  Analysis  (Skills) 

AVI  Rf cognize  the  phrase  "Kind  the  average"  or  "What  Is  the  average?"  as  requiring 

the  two-part  process  of  addition  and  division 
AV2  Line  up  numbers  in  a  column 
AV3  Find  the  average  of  a  set  of  numbers 
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OBJECT  VE  2.1.14 
U88  a  Simi:rie  Formulo 


Cdiiteiit  Sc«pe 

•  Maximum  of  OM  s«t  of  pv^tnthtsts 

•  No  expoMfits^  p^otAs^  irratioMl  oc^siants 

•  No  mort  th«)  four  o«1cuUt1ons 

•  No  mort  ihm  tvo  difftrtnt  optrations  must  bt  p^rf^rmtd  in  tht  fomuU 

•  Unknown  is  isolattd  to  kft  of  tqual  sign 

•  Formuli  will  oont«in  no  mort  th«n  3  y^riabks  for  vhioh  values  tuvt  to  U  substitutt  d 

•  Addition  and  subtr^tion  rt prtstnttd  by  ->  Md  - 

•  MultipliMtion  vfll  have  no  symbol 

•  Division  rt prtsonttd  by  fraotion 

•  Viri^Ws  on  tht  right  sidt  of  tht  tquation  vill  bt  tithtr  M  upp#r  or  «11  lo vtr  04s« 
letters;  no  oombinations 

Questli?!  ForoMit 

•  SoTvt  forD 
D-RT 

T-2 

Strategy 

SoWt  for  C 
C-a  +  b 

4 -$15.98 

b-  $2^ 

t.  Substitute  gfvon  valuos  for  formuU  symbols  in  f  tquation. 

Exvnpk :   FcrmuU :  C  ■  j  b 
Ofv#nr     4  •  $15.98 
b-  $2^ 

C- $1^.98 +  $250 
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PROBLEM  SOLVING 


2.  Solvt  tht  tqu^tion.      C  »  $1 8.48 

3.  Chtck  M  work  for  oompuUtion  errors. 
F*r  %\hT  formulas: 

1 .  B#  #v*rt  tlwt  th^  muttiptio*«on  tirn^f  sign  is  omitted  fa  «  formuU. 
(a  tlrn^s  b)  is  txprtssed  as  ab. 

Examptes :  vy        th#  valut  of  v  tim#s  thf  valu*  of  y 
3ti  mtans  3  \irms  tht  v^^it  of  • 

2.  Vh«)  thtrt  art  partnthtsts  in  tht  fornwla,  do  tht  vjric  irvsidt  tht  partnthtsts  first. 
Thtn  rtmoYt  tht  partnthtsts  and  ptrform  tht  rtmaining  optr*tions. 

Examplts:  3  (a  b)  mtans  add  tht  valut  of  a  and  tht  valut  of  fc; 

multiply  tht  ansvtr  by  3 

FormuU :   D  »  o   (a  b) 
Olvtn:     C»  12^  a«4^  b»3 

D»12  +  (4-3) 
D»12  +  (l) 
D-12+1 
D»13 

3 .  Vhtn  thtrt  is  a  fraction  bar ,  do  tht  work  on  top  and  tht  work  on  tht  bottom . 
'HMn  dividt  tht  bottom  into  tht  top. 

t^amplts:     a»b       mtansaddtht  valut  of  aandtht  valut  of  b; 

0  dividt  tht  4t\s>tfvr  by  tht  vakK^  of  o 

mtans  muHipK«  tht  valut  of  a  timts  th*  v«lut  of  h; 
ab  dividt  tht  ansvtr  into  3 

4.  Vhtn  two  or  mort  optrattons  art  indicattd,  ptrform  thtm  ti  tht  foUovfeg  ordtr : 
multiply ,  dividt,  add,  subtract. 

♦  Ex*mplt :  4^-  bo  ♦  2  mtar^        *  Nott :  No  mort  than  two  difftrtnt 
^  optrations  viH  bt  ptrformtd 

in  t\is  stotion  of  tht  MFMT. 

A.  Multiply  tht  valut  of  fc  timts  tht  valut  of©. 

B.  Dividt  4  by  tht  valut  cf  a. 

C.  Add  th>  ansvtr  to  (0  and  2. 

D.  Subtract  tht  ansvtr  to  (3)  ft^cm  tht  ansvtr  to  (2). 
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Vocabulary 


Variable— a  letter 

Formula-- a  rule  expr^^ssed  in  symbols 
Solve**perform  the  indicated  operatioi^s 

Equation— symbols  and/or  number  values  a,  ranged  so  that  the  Quantitlf*^  on  the  two 

sides  of  the  equal  sign  are  equal  to  each  other 
Substitute— exchange  one  value  Tor  another 
Value  **the  number  Tor  a  particular  variable 

Parentheses*^  );  used  to  set  ofT  an  operation  to  be  performed  by  itself 
Symbol— something  that  stands  for  something  else 

Common  Errors 

1 .  Making  arithmetic  errors 

2.  Performing  operations  in  the  wrong  order  (work  within  parentheses  is  not 
perforrr^ed  first) 

3.  Omitting  operations  (when  ab  means  2  times  3,  students  may  write  23) 

4.  Substituting  values  incorrectly  in  a  fo'^mula 

5.  Omitting  necessary  data 

6.  Selecting  the  wrong  process 

Task  Analysis  (SMIls) 

UF1  Identify  a  formula 

UF2  Substitute  numbers  for  the  variables  in  the  formula 

UF3  Interpret  'bh'  to  mean  b  times  h 

UFm  Interpret  'd/2*  to  mean  d  OMded  by  2 

UF5  Compute  according  to  the  order  of  operations  (parentheses) 

UF6  Compute  according  to  the  order  of  operations  (multiply,  divide,  add.  subtract) 

UF7  Compute  according  to  the  order  of  operations  (fractions) 


OBJECTIVE  4.1.1 
o^^\      Chf^  ise  o  Reasonable  Answer 
for  a  Mathematical  Problem 


Content  Scope 

•  Monity  problems  ere  always  rounded  off  to  the  nearest  dollar 

•  A  wo*^!;  or  problem  situttUon  involves  1  or  2  operations  of  addition,  subtraction, 
multiplication,  or  division 

•  May  include  a  display  representing  all  or  part  of  a  pertinent  document  containing 
some  or  all  of  the  nurrierical  values  needf  a  for  the  problem 

•  Problem  will  ask  for  an  approximate  enswer  rath^.r  than  an  exact  one 

Question  Formet 

•  Written  word  problem  using  the  un<k    >ed  word  "AbM" 
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Strategy 

A  pair  of  socks  is  on  sale  for  $  .98  a  pair.  About  how  much  would  five  pairs  of  socks 
cosf^ 

I.  Stralegy  A 

1  Read  the  problem 

2  Find  the  key  words  ($  .98  a  pair,  five  pairs,  cost  about  how  much) 

3  Decide  on  the  operation  (multiply) 

4.  Round  off  the  given  numbers  ($.98  rounds  off  to  $  1 .00) 
5  Perform  the  appropriate  operation  ($  I  00  times  5  •  $5  00) 
6.  Choose  the  number  closest  to  your  answer.  ($5.00) 

II.  Strategy  B 

1.  Rt;ad  liie  problem 

2  Find  the  key  words  ($  98  a  pair,  five  pairs,  cost  about  how  much) 
3,  Decide  on  the  operation,  (multiply) 

A  Perfornr.  the  appropriate  operation  ($  98  times  5  •  $4  90) 
5  Choose  the  number  closest  to  your  answer.  ($5.00) 

Vocabulary 

*  About— means  to  round  off  the  answer 
Round  Off— a  technique  for  converting  numbers  to  a  form  which  makes  ft  easier  to 

manipulate  them  mathematically 
Estimate— a  mathematical  process  of  using  ^      ed-off  numbers  to  approximate  an 
answer 

Common  Errors 

1  Making  computation  errors 

2  Selecting  the  wrong  operations  (I.e.  adding  Instead  of  subtracting) 
3.  Not  rounding  off  cnrre^tly 

Task  Analysis  (Skills) 

KWl  Select  key  words  and  phrases  in  a  word  problem 
KW2  Select  an  -^atlon  from  key  words  and  phrases 
RA 1  Round  off  r..  >ers 

RA2  Choose  a  reasonable  answer  for  a  mathematical  problem 
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OBJECTIVE  ^,1/2 
Solve  Money  Problems  Using 
Addition  and  Subtraction 


Content  Scope 

#  Al!  numbers  will  be  whole  numbers  or  decimal  numbers 

•  A  single  addition  operation  may  have  up  to  three  addenda 

#  A  subtraction  problem  will  always  have  a  minuend  that  is  greater  than  a  subtrahend 
Question  Format 

•  Written  word  problem 


At  the  end  of  August,  Sally's  banic  account  had  ^f88.60  in  it.  At  the  end  of  September, 
It  had  $52.20.  How  much  money  had  been  taken  out  of  Sally's  account  during  the  month 
of  Sfeplcmber? 

1.  Read  the  problem  carefully. 

2.  Re-read  the  problem  to  pick  out  key  words,  (taken  out) 

3.  Decide  what  is  being  asked  for.  (the  difference  between  $88.60  and  $52.20) 

4.  Decide  which  arithmetic  operation  Is  required  to  solve  the  problem,  (subtra'^t) 

5.  Perform  the  appropriate  operation.  $88.60 

'  52.20 
$36.40 

6.  Check  to  see  that  your  answer  is  reasonable.  (Saily  had  $88.60  in  her  account  to 
begin  with.  The  amount  that      taken  out  had  to  be  less  than  $88.60  and  $36.40 

IS.) 

Vocat^ulary 

See  MFhT  Vocabulary  in  APPENDIX  A. 
Common  Errors; 

1 .  liakmg  computational  errors 

2.  Selecting  the  wrong  operatioi-:  (».e.  add  instead  of  subtract) 
Tosk  Analysis  (Skills) 

KW1  Select  key  words  and  phrases  In  a  word  problem 
ICV/2  Select  6i>.  operation  from  key  words  and  phrases 
MASI  Solve  money  problems  using  addition  and  subtraction 


Strategy 


• 
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OBJECTIVE  5.1.3 
1^  Solve  Money  Problems 

Using  Multiplication  and  Division 


Content  ;>cope 

•  All  numbers  will  be  whole  numbers  or  decimal  numbers 

•  Multiplication  operations  require  multiplying  a  decimal  number  by  a  one-  or  two-digit 
whole  number 

•  The  quotient  will  have  two  decimal  places  and  no  remainders 

•  Division  problems  consist  of  dividing  a  decimal  number  by  a  one-  or  two-digit  whole 
number 

Question  Format 

•  Written  word  problem 
Strategy 

Five  people  went  out  to  dinner  together,  Th        Ided  to  split  the  cost  of  the  dinner 
evenly  among  themselves.  If  the  dinner  cosl  ♦/2.00,  how  much  does  each  person  pay? 

1.  Read  the  problem  carefully. 

2.  Re-read  the  problem  to  pick  out  key  words,  (spilt,  each) 

3.  Decide  what  is  being  asked  for.  (what  each  person  pays) 

4.  Decide  which  arithmetic  operation  Is  required  to  solve  the  problem,  (divide) 

5.  Perform  the  appropriate  operation. 

51$72.00 
5. 
22 

2& 

20 

2SL 
0  00 
0  00 

6.  Check  to  see  that  your  answer  Is  reasonable. 
Vocabulary 

Average— a  mathematical  process  of  dividing  the  total  by  the  number  of  pi .  Is 
Quantity— the  number  ofltems 
Unit  price— the  price  of  one  Item 
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Common  Crrors 


1 .  Making  computational  errors 

2.  Selecting  the  wrong  operation  (i.s.  multiply  instead  of  divide) 
Task  Analysis  (Skill;;) 

KW1     Select  key  words  in  a  word  problem 

KW2    Select  jin  operation  f.  m  key  words  and  phrases 

MtlDI   Sol/e  money  problems  using  multiplication  and  division 


OBJECTIVE  5.1.4 
Solve  Problems  Using  Percents 


Content  Scope 


•  Problem  will  be  to  find  the  percent  of  a  whole  number 

•  Percents  will  have  one  digit  or  be  two-digit  multiples  of  five 

•  The  whole  numbers  will  have  two  or  three  digits 

•  Problems  will  deal  with  finding  amounts  of  :<ount.  commission,  or  sales 
tax 


Question  Format 


•  Written  word  problem 


Strategy 


Cheryl's  father  borrowed  $900  from  the  credit  union  for  her  braces.  If  he  has  repaid 
25X  of  the  loan  so  far,  how  much  has  he  repaid? 


1.  Read  the  problem . 

2.  See  if  the  word  problem  has  a  percent  for  one  of  its  numbers.  (25X) 

3.  Locate  the  number  and  percent.  ($900  and  25X) 

4.  Ch:in8P  the  percent  to  a  decimal.  (258  -  .25) 

5.  Multiply  the  decimal  times  tlie  number.  $900 

4500 
18000 
$22500 

6.  Put  th)  decimal  point  in  the  answer,  ($225.00) 

7.  Check  to  see  that  it  Is  a  reasonable  answer.  (258  is  1/4  of  the  loan  and  $225.00  is 
much  less  than  $900  .so  it  should  be  right.) 


Vocabulary 

Di5C0unt--an  amount  deducted  from  the  oriy..idl  price 


E.CJ.FORE.S.E.  69  P.6.C./SPED  1989 


ERLC 


PROBLEM  SOLVING 


Commission— an  amount  (paid  to  a  salesperson  or  lo  an  agency)  ihal  Is  a  percent  of  the 
amount  of  the  sales 

Sales  tax--an  amount  (paid  to  the  gove'^nment)  that  is  a  p.'^rcent  of  the  sale  and  Is  added 
on  to  the  sale  price 

Down  payment— an  initial  partial  payment  made  towards  the  \joM  cost  of  an  Item 
X— per^'ent  means  per  hundred  O'^  for  (^ery  hundred 

Common  Errors 

1 .  Placing  the  decimal  point  incorrectly  in  the  answer 

2.  flaking  arithmetic  errors 

3.  Changing  a  percent  to  a  decimal  Incorrectly 

Task  Analysis  (Skills) 

PD3    Rename  percents  as  decimals 
PN2    Find  a  percent  of  a  number 

MD2  Place  the  decimal  point  in  the  product  correctly,  with  up  to  two  decimal  places 
MUPl  Solve  problems  using  percents 


OBJECTIVE  5.1.5 
Make  Change 


Content  Scope 

•  $20  bill  is  the  largest  amount  tendered 

•  Only  one  mathematically  correct  answer  (For  example,  If  $.25  were  the  correct 
change,  only  1  quarter  would  appear  as  the  answer— not  5  nickels,  etc,) 

•  Only  quarters,  nickels,  dimes,  and  pennies  are  used  for  coins 

Question  Format 

•  A  problem  is  presented  followed  by  a  question:,  'If  you  gave  the  clerk  a  five-dollar 
bill,  what  'iS  your  change?"  Answers  are  listed  r.;,  various  numbers  of  bills  and 
coins. 

Example:  two  one-dollar  bills,  two  quarters,  one  penny 

Strategy 

The  bill  for  your  dinner  is  $7.59.  You  o«ve  the  waitress  one  ten-dollar  bill. 
What  is  your  change? 

1.  Read  the  problem. 

2,  Find  the  key  words,  (change) 

3.  Decide  on  the  correct  operatlon(s).  (subtract) 

4,  Perform  the  operation.    $  10.00 

$2.51 
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5.  Change  the  answ   to  the  minimum  number  of  bills  and  coins, 
(two  one-dollar  bills,  two  quarters,  one  penny) 


Vocabulary 


Cash  tendered— dmotjnl  of  money  handed  to  the  cashier  to  pay  for  a  purchase 
Denomination— the  names  given  coins  or  bills  of  differing  values 
Invcicc— a  bill  oi  rc^«»pt 


Common  Errors 


1 .  Making  arithmetic  errors 

2.  Incorrectly  converting  a  computed  monetary  value  lo  a  combination  of  coins  and 
bills 


Example:  $3.17-3  one-dollar  bills,  2  nickels,  and  2  pennies 
(should  be  3  nickels) 


Task  Analysis  (Skills) 

MCI  Identify  the  value  of  a  penny,  a  nickel,  a  dime,  and  a  quarter 

MC2  Write  one-,  five-,  ten-  and  twenty-dollar  bills  as  $1 .00.  $5.00.  $  10.00.  and 
$20.00 

KW1  Select  key  words  and  phrases  in  a  word  problem 

•CW2  Select  an  operation  from  key  words  and  phrases 

MC3  Convert  a  3um  of  money  into  the  fewest  bills  and  coins 

MC^  Solve  money  prot)lems  involving  making  change 
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PRE-TEST  AND  POST-TEST  ANSWER  KEY 


R£CK®(a  [^U!^!B®!'/Fira:{gllJ©!rt 

page  11-13 

page  !i-129 

MFMT  Obieclive 

MFMT  Objective 

1.  A 

3.1.1 

1. 

D 

2.1.5 

2.  A 

3.1.1 

2, 

D 

2  1.5 

3.  B 

3.1.1 

3. 

A 

2.1.5 

4.  D 

3.1.1 

4. 

A 

2.1.5 

5.  C 

3.1.1 

5. 

C 

2.1.5 

6.  A 

3.1.1 

6. 

B 

2.1.6 

7.  C 

3.1.1 

7. 

D 

2.1.6 

8.  A 

3.1.1 

8. 

B 

2.1.6 

9.  D 

3.1.2 

9. 

A 

2.1.6 

10.  C 

3.1.2 

10. 

C 

2.1.6 

11.  A 

3.1.2 

11. 

B 

2.1.7 

12,  B 

3.1.2 

12. 

B 

2.1.7 

13.  C 

3.1 .3 

13. 

D 

2.1.7 

14.  D 

3.1.3 

14. 

B 

2.1.7 

15.  B 

3.1.3 

15. 

B 

2.1.7 

16.  B 

3.1.3 

16. 

A 

2.1.13 

17.  B 

3.3.1 

17. 

D 

2.1.13 

18.  C 

3.3.1 

18. 

C 

2.1.13 

19.  A 

3.3.1 

19. 

A 

2.1.13 

20.  D 

3.3.1 

20. 

D 

2.1.13 

@|p©ra:lit®?te 

page  11-57 

page  11-169 

MFMT  Objective 

MFMT  Objective 

1.  C 

2.1.1 

1. 

D 

2.1.8 

2.  D 

2.1.1 

2. 

B 

2.1.8 

3.  D 

.   ■  .1 

3. 

A 

2.1.8 

4.  C 

2.1,1 

4. 

A 

2.1.8 

5.  D 

2.1.1 

5. 

0 

2.1.9 

6.  B 

2.1.2 

6. 

B 

2.1.9 

7.  A 

2.1.2 

7. 

B 

2.1.9 

8.  B 

2.1.2 

8. 

A 

2.1.9 

9.  D 

2.1.2 

9. 

C 

2.1.10 

10.  A 

2.i.r>, 

10. 

A 

2.1.10 

11.  B 

2.1.3 

11. 

C 

2.1.10 

12.  C 

2.1.3 

12. 

B 

2.1.10 

13.  A 

2.1.3 

13. 

A 

2.1.1 1 

14.  C 

2.1.3 

14. 

D 

2.1.1 1 

15.  D 

2.1.3 

15. 

C 

2.1.1  1 

16.  B 

2.1.4 

16. 

B 

2.1.1  1 

17.  B 

2  1.4 

17. 

B 

2.1.12 

18.  A 

2.1.4 

18. 

D 

2.1.12 

19.  D 

2.1.4 

19. 

r 

2.1.12 

20.  A 

2.1.4 

20 

A 

2.1.12 
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p?.pe  11-255  page  11-209 


MhMI  L)D}ec\\ve 

MrM  1 

1. 

D 

i 

n 

9  9  i 

U 

^.o«  1 

9 

p 

D 

9  9  1 

Q 

o.. 

n 
U 

O  O  5 

Q 

o. 

9  9  1 

A 

ki.O.  1 

n 

w 

9  9  1 

O. 

A 

A 

O  Q  1 
^.0 .  1 

C 

o. 

D 

9  9  1 

U 

O  Q  1 
^.0 .  1 

c 

o. 

A 
M 

'^9  1 

/. 

A 

A 

O  Q  O 

7 

D 

9  1 

e 
d. 

9  Q  9 

o 
o* 

n 

9  1 

n 

D 

9  '5  9 

Q 

A 
r\ 

w  .  ^  .  1 

1  U. 

D 
D 

9  '5  9 

1  n 

R 

9  1 

1 1 . 

O  Q  9 

1 1 

9  9 

12. 

A 

2.3.2 

12. 

c 

3.2.2 

13. 

A 

5.1.1 

13. 

B 

3.2.2 

14. 

C 

5.1.1 

14. 

A 

3.2.2 

15. 

C 

5.1.1 

15. 

B 

3.2.2 

16. 

C 

5.1.1 

16. 

C 

5.1.6 

17. 

D 

5.1.1 

17. 

B 

5.1.6 

18. 

C 

5.1.1 

18. 

D 

5.1.6 

19. 

B 

5.1.1 

19. 

B 

5.1.6 

20. 

B 

5.1.1 

20. 

B 

5.1.6 

page  11-295 


MFMT  Obiective 

1. 

A 

2.1.14 

2. 

D 

2.1 .14 

3. 

A 

2.1.14 

4. 

D 

2.1.14 

5. 

D 

4.1.1 

6. 

C 

4.1.1 

7. 

D 

4.1.1 

8. 

C 

5.1.3 

9. 

C 

5.1.2 

10. 

B 

5.1.2 

11. 

C 

5.1.2 

1.2. 

C 

5.1.3 

13. 

A 

5.1.3 

14. 

B 

5.1.3 

15. 

A 

5.1.3 

16. 

A 

5.1.4 

17. 

C 

5.1.4 

18. 

A 

5.1.4 

19. 

D 

5.1.5 

20. 

A 

5.1.5 

EC.I  FORE.S,E.  11-2  ^"  -  P.G  C./SPED  1989 


DIAGNOSTIC  EVALUATION  ANSWER  KEY 


11 ,  ©@!ri;©©;5)!^f 

Write  Numbers  In  Words  and  Digits  (3.1.1) 


page  11-21 


1. 

9 

9. 

D 

M 

C 

CO. 

B 

33. 

C 

41. 

A 

49. 

2, 

7 

10. 

D 

18. 

A 

26. 

A 

34. 

A 

42. 

B 

50. 

3. 

1 

11. 

C 

19. 

B 

27. 

B 

35. 

C 

43. 

C 

4. 

7 

12. 

C 

20. 

D 

28. 

C 

36. 

C 

44. 

B 

5. 

8 

13. 

A 

21. 

C 

29. 

A 

37 

D 

45. 

B 

6. 

C 

14. 

B 

22. 

A 

30. 

D 

38. 

C 

46. 

B 

7. 

B 

15. 

D 

23. 

C 

31. 

A 

39. 

A 

47. 

A 

8. 

A 

16. 

A 

24. 

B 

32. 

B 

40. 

C 

48. 

C 

51.  fifty-three  and  four  hundredths 

52.  seven  thousand  forty-two 

53.  6.245 

54.  56.2 

Rename  Fractions  as  Percents  (3.1.2)  page 


-39 


1.   33  1/3 


4.  A 


2.   66  2/3  3.  C 

Rename  Percents  as  Decimals  (3.1.3)    page  11-45 

1.       378.  2.        90.30  3.        .23  4.  B 


378. 

46. 
2953. 
748. 


90.30 
05 
2.67 
58.37 
.16 


.23 
.52 
.06 


5.  C 


D 
A 


6.  3 


5.  A 


Order  Decimals  (3.3.1)    page  11-51 


7.1 
39.64 
.08 
7. 


960.05 
35. 
94.6 
1.65 


3.  .557 

4.  .606 

5.  .999 

6.  A 


7.  B 

8.  D 

9.  C 
10.  B 


11.  D 

12.  B 
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Add  Whole  Numbers    ..1.1)    page  11-59 


Part  1 

Part  II 

1 

1  III 

Part  IV 

Pari  V 

Pari  VI 

1.  C 

1.  C 

1. 

B 

1.  C 

1.  A 

1.  B 

2.  A 

2.  A 

2. 

B 

2.  A 

2.  D 

2.  A 

3.  D 

3.  D 

3. 

A 

3.  C 

3.  B 

3.  A 

4.  D 

4.  A 

4. 

C 

4.  A 

4.  B 

4.  C 

5.  B 

5.  A 

5. 

A 

5.  B 

5.  D 

5.  B 

6.  C 

6.  D 

6. 

C 

6.  B 

6.  A 

6.  A 

buDiraci 

wnoie 

1^ LI  1 1 1  I^Cl  %> 

11-79 

Part  1 

Part  II 

Part 

II         Part  IV 

Part  V 

1.  A 

1.  C 

1.  C 

1.  D 

1.  B 

2.  D 

2.  A 

2.  A 

2.  C 

2.  D 

3.  P 

3.  D 

3.  D 

3.  D 

3.  A 

4.  o 

4.  B 

4.  C 

a.  A 

4.  B 

5.  D 

5.  A 

5.  A 

5.  D 

5.  D 

6.  C 

6.  D 

6.  D 

6.  C 

6.  C 

Multiply 

Whole 

Numbers 

(2.1.3)  pas^- 

11-97 

Part  1 

Pan  1 

Part 

III         Part  IV 

1.  D 

1.  c 

1.  B 

1.  C 

l"  A 

2.  A 

2.  B 

2.  A 

3.  A 

3.  A 

3.  A 

3.  D 

4.  B 

4.  A 

4.  A 

4.  B 

5.  D 

5.  B 

5.  C 

5.  D 

6.  B 

6.  C 

6.  B 

6.  B 

Divide  Whole  Numbers  (2.1.4)    page  11-109 


Part  i 

Part  II 

Part 

1.  C 

1.  B 

8. 

B 

1.  C 

2.  D 

2.  C 

9. 

B 

2.  D 

3.  B 

3.  D 

10. 

C 

3.  A 

4.  B 

4.  B 

11. 

C 

4.  A 

5.  D 

12. 

A 

5.  A 

6.  A 

6.  B 

13. 

A 

6.  B 

7.  A 

14. 

D 

Part  IV 

1.  B 

2.  D 

3.  B 

4.  D 

5.  C 

6.  A 


7.  C 

8.  D 

9.  C 

10.  B 

11.  B 

12.  A 
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Prereq     ^te  Skills    page  U-131 

9.  1  1/5;  1  3/7;  1  1/10;  1  3/4 


1.  1/6;  6  5/6 

2.  3/4;  3/5:  3  3/8 


10.  1/2;  3/10;  1/3;  1/4 

11.  1/2;    1/2;   3/4;   3/10;  1/3 


3.  C 

4.  B  ^2       3  g  b.  15  c.  12 

5-  C  d  20  e.  6  t-  15 

6.  A 

7.  A  13  a  3/6  b.  6/8  c.  10/15 
8- C  •     ^  g/^o  e.    10/12  f.  18/21 

Add  Mixed  Numbers  (2.1.5)    page  11-139 

Part  I 

1.  B 

2.  A 

3.  D 

4.  B 

5.  C 

6.  D 


Part  i 
1.  C 
2  A 

3.  C 

4.  B 

5.  D 

6.  ^ 


1.  B 


1.  1 


Part  II 

Part  ill 

Part  iV 

1.  B 

1.  A 

1.  A 

2.  B 

2.  C 

2.  A 

3.  C 

3.  D 

3.  C 

4.  C 

4.  A 

4..  C 

5.  A 

5.  B 

5.  ? 

6.  C 

6.  A 

6.  D 

Mixed 

Numbers  (2.1.6)    page  11-151 

Part  11 

Part  III 

Part  IV 

1.  C 

1.  C 

1.  C 

2.  B 

2.  A 

2.  C 

3.  A 

3.  C 

3.  C 

4.  C 

4.  A 

4.  A 

5.  C 

5.  D 

5.  C 

6.  B 

ti.  D 

6.  D 

a  Whole  Number 

by  a  Fraction  (2.1.7) 

page  11-161 

2.  D 

3.  B 

4.  C             S.  B 

6.  D 

Missing 

Term  in  a 

Proportion  (2.1.13) 

page  11-165 

2.  7 

3.  7 

4.  15            5.  9 

6.  9 
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Add  Decimals  (2.1.8)    page  11-171 


1. 

A 

6. 

A 

11. 

0 

16. 

C 

2. 

B 

7. 

D 

12. 

C 

17. 

A 

3. 

A 

8. 

A 

13. 

c 

18. 

B 

4. 

A 

9. 

C 

14. 

B 

IS. 

C 

5. 

B 

10. 

C 

15. 

A 

20. 

D 

Subtract  Decimals  (2.1,9)    page  11-181 


1.  A 

2.  B 

3.  C 

4.  D 


5.  A 

6.  B 

7.  D 

8.  C 


9.  B 

10.  A 

11.  C 

12.  C 


Multiply  Decimals  (2.1.10)    page  11-187 


1.  C 

2.  c 

3.  D 

4.  A 


5.  A 

6.  D 

7.  D 

8.  D 


9.  C 

10.  B 

11.  41.04 

12.  33.138 


13. 
14. 


504 
42.756 


Divide  Decimals  (2.1.11)    page  11-195 


1.  A 

2.  B 

3.  B 

4.  B 


5.  P'^ 

6.  Ib.J 

7.  .67 

8.  13.05 


9.  86.9 

10.  .5 

11.  .41 

12.  1.9 


13. 
14. 


23.8 
.93 


Find  a  Percent  of  a  Number  (2.1.12)    page  11-203 


1.  A 

2.  B 

3.  A 

4.  B 


5.  D 

6.  C 

7.  A 
6.  B 


9.  52.25 

10.  40.5 

11.  1.17 

12.  19.04 
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Redd  Scales  on  Measuring  Instruments    (2.2.1)    page  11-215 


1.  B 

2.  C 

3.  A 


4.  A  = 
B  = 
C  = 
D  = 


3  cm 
5  1/2  cm 
9  cm 

11  ./2rm 


5.  200  mL 

6.  30OC 


Find  Perimeter  and  Area  of  Simple  Polygons    3.2.1)    page  11-221 


Part  I 

1.  H 

2.  J 

3.  G 
4. 

5.  F 

6.  L 


7.  28  cm 

8.  67  m 

9.  40  mm 


Part  II 

1 .  64  cm2 

2.  45  mm2 

3.  140  n2 

4.  20  km2 

5.  225  km2 


6.  25mm2 

7.  cm2 

8.  m2 

9.  km2 
10.  mm2 


Choose  an  Appropriate  Unit  of  Measure  (3.2.2)    page  11-229 


1 .  length 

2.  capacity 

3.  volume 


4.  cm3 

5.  g 

6  mm2 


7.  cm3 

8.  L 

9.  m 


10.  cm 
11. 

12.  cm3 


Find  Elapsed  Time  (5.1.6)    page  11-237 


Part  I 

1.  5:20  P.M. 

2.  12:10  P.M. 

3.  5:45  A.M. 

4.  1 

5.  3 

6.  1/2 


7.  not  listed 

8.  9:20  P.M. 

9.  2  hrs.  &  35  min. 

10.  3:20  P.M. 

11.  not  listed 

12.  40  min. 


Part  II 

1.  D 

2.  A 

3.  D 

4.  A 

5.  C 

6.  B 


Part  III 

1.  C 

2.  D 

3.  C 

4.  B 

5.  D 

6.  B 


Part  IV 

1.  2:05  P.M. 

2.  10:35  A.M. 

3.  11:25  P.M. 
52  min. 

5.  2  hrs.  &  45  min. 

6.  10  hrs.  &  30  min. 


7. 

8. 

9. 
10. 
11. 
12. 


S:45  A.M. 
8:05  P.M. 
1:45  P  M. 
2  nrs.,.0 
4:11  P.M 
12:50  P.M. 


mm. 
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Use  Information  from  Tables  (2.3.1)    page  11-263 

1.  4 

2.  6  lb. 

3.  It  costs  the  next  higher  rate. 

4.  how  much  more,  2  lb.  package,  zone  2,  zone  1 

5.  total  cost,  3  lb.  package,  zone  4, 4  lb.  package,  zone  2 

6.  5  lb.  package,  $1 .87,  which  zone 

7.  zones 

8.  weight,  zone 

9.  fraction,  rate 

10.  $1.49 

1 1 .  zone  4 

12.  6  lb.,  zons  2 


Us«^  information  from  Graphs  (2.3.2)    page  11-273 


1.  C 

2.  A 


3. 
4. 


6. 
7. 
8. 


taxes 

how  much  more, 
travel,  taxes 
how  much,  all  together, 
salaries,  travel,  rent 

B 
A 

35% 


9. 
10. 
11. 
12. 
1". 
14. 
15. 
16. 
17. 
18. 


Students 
Laura 
$75.00 
5 

$25.00 

2 

27o 

difference 
B 


19. 
20. 
21. 
22. 
23. 
24. 


15 
150 
5 
A 

Febr.?  55 
March?  40 
April?  35 
June?  40 


Find  the  Average  of  a  Set  of  Numbers  (5.1.1)  page  11-289 

1.     •  1 8  2.26  3.         6  4.  add 

8  4  2  5  1  8  5.  divide 

1  0  8  2  4  3  6.  72 

20  4  21  7.  1o 

13 
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ANSWER  KEY 


Use  a  Simple  Formula  (2.1.14)    page  11-301 


Part  1 

Part  II 

Part  III 

1.  D  =  RT 

1.  12 

1.  9 

2.  D  -  M/V 

2.  28 

2.  22 

3.    . .  =  (LW)'3M) 

3.  27 

3.  15 

4.  V=LWH 

4.  7 

4.  2 

5.  S  =  W-10E 

5.  4 

5.  9 

5 

6.  2 

6.  1 

6.  B  =  10  +  2  -  8 

7.  27 

7.  H  -  3  t  5  +15 

8.  9 

2 

9.  7 

8.  J  =  4  +  6  +  8 

9.  A  =  1/2  7)  (12) 

Choose  a  Reasonable  Answer  for  a  Mathematical  Problem  (4.1.1) 
page  11-319 


Part  1 

1.   $22.98.  $16.89,  $.89,  about  how  muc 

2.  A 

3.  $26.96,  $18.40,  about  how  much  more 

4.  B 

5,  $518,  per  person,  about  how  much,  21  students 

6.  C 

Tens 

Hundreds  Thousands 

7. 

2,650 

2,700  3,000 

8. 

510 

500  1,000 

9. 

30 

0  0 

10. 

100 

100  0 

Part  II 

1.  D 

2.  C 

3.  D             4.  A 

E.C.I.FORE.S.E.  11-9  P.G.C./SPED  19ec» 
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Solve  Money  Problerrs  Using  Addition  and  Subtraction  (5.1.2) 
page  11-327 

Part  I 

1.  $13.75,  $1.42.  $83.00.  total  amount 

2.  $20.00,  $17.14.  how  much  change 

3.  $5.00.  $2.50,  60c.  how  much... left 

4.  add 

5.  subtract 

6.  add 

7.  subtract 

8.  subtract 

9.  subtract 

10.  add 

11.  add 

12.  subtract 

Part  II 

I.  A  2.  A  3.  C  4.  D 

Solve  Money  Problems  Using  Multiplication  and  Division  (5.1.3) 
page  11-333 

f  art  I 

1.  $32.72,  8  hours,  how  much. ..per  hour 

2.  total,  9  sandwiches,  $1.R5  per  sandwich 

3.  how  much. ..each  pay,  12  members.  $26.40 

4.  divide 

5.  divide 

6.  divide 

7.  multiply 

8.  divide 

9.  divide 
10.  multiply 

II.  multiply 

12.  multiply 

13.  divide 

Part  II 

1.  A  2.  D  3.  B  4.  B 
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Solve  Problems  Using  Percents  (5.1.4)    page  11-339 


1. 


2. 
3. 


A. 
B. 

c. 

C 
A 


.07 

.90  (or  .9) 
.27 


4.  $2.00 

5.  $251.52 

6.  392.0 

7.  $59.70 

8.  $.72 


9.  580.3 

10.  C 

11.  A 

12.  A 


Make  Change  (5.1.5)    ^age  11-347 


Part  I 

1.  \  quarter 
B  penny 
C  nickel 

n  penny 
E  dime 
F  quarter 
G  dime 
H  nickel 

2.  B 

3.  B 

4.  C 

5.  D 


Part  II 

1  $18.65,  twenty  dollar  bill,  how  mucii  changa 

2.  60C,  $1.50,  45c,  what  change,  five  dollar  bill 

3.  $1.20,  ciiange,  twenty  dollar  bill 

4.  (see  chart  b^low) 

5.  subtract 

6.  multiply 

7.  subtract 


Part 

1.  B 

2.  B 
0.  C 


10  $  bill 

5$  bill 

1  $bii! 

v.,-.arter 

dime 

nickel 

penny 

$5.68 

1 

2 

1 

1 

3 

$14.30 

1 

4 

1 

1 

$2.98 

2 

3 

2 

3 

$18.19 

1 

1 

3 

1 

1 

4 

E.C.I.FORE.S.E.  11-11  P.GC/SPED  1989 

O  O., 


ERIC 


'J 


NUMBER  CONCSPTS 
PRE-TEST  and  POST-TEST 


Name 


Date 


1.  Choose  the  word  name: 

□ID 

A.  nine  hundred  eighty-three 

B.  nine  eight  three 

C.  nin&  hundred  and  eighty-three 
D«    nine  eig  .y-three 

2.  Choose  the  word  name: 

A.    three  hundred  ninety-one  and 

forty  five  hundredths 
B«    three  ninety-one  point  forty-five 
C.    three  nine  one  point  four  five 
l)m    three  hundred  and  ninety-'one  and 

forty-r^.v*:  undredth& 


3. 


ERIC 


Choose  the  word  name: 

"ioyTI 


A. 

B. 
C. 
D. 


three  and  one 


two  hundred  and' 
tenth 

two  hundred  three  and  one  tenth 
two  hundred  and  thr«e  point  one 
two  hundred  three  point  one 


Choose  the  word  name: 

fo'.oS  {• 

six  thousEUidths 
six  tenths 
point  zero  six 


B. 
C. 
D. 


six  hundredths 
Choose  the  nuti:>)er  name: 


two  hundred  fifty-three 


A. 
B. 
C. 


20053 
200.53 
253 
2?5 


6.    .toose  the  number  naoe; 


one  hundred  five 


A. 

B. 
C. 
D. 


105 
1005 
1500 
100.5 


7*    Choose  the  cumber  r^e: 


three  hundred  ten  and  six  tenth; 


A.  310.06 

B.  310.610 

c.  310.6 

D.  310.06 
8.    Choose  the  number  name: 


fifty  auid  five  tenths 


9. 


A.  50.5 

B.  50.05 

c.  .55 

D.  .55 

Rename       as  a  pe.rcent: 


10^ 
D.  109i 


A. 
B. 
C. 


10. 


Bename      as  a  percent : 


A. 

C. 
D. 


1% 
l'^ 


11.   Rename         a.  percent: 
5 

609^ 


A. 
B. 
C. 
D. 


166|S 

an 
i6|: 


12. 


Rename^  as  a  percent: 


A. 

B. 

C. 
D. 


300?^ 


-13 
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NUMBER  CONCEPTS 
PRE-TEST  and  POST-TEST  (Continued) 


3*   Seraoe  6%  m  a  decioal: 

A.  0.006 

B.  6.0 

C.  0.06 
B.  0.6 


k,    Bename  7Ti  as  a  decimal: 

A.  0.0073 

B.  73.0 

C.  7.5 

D.  0.73 


15.    Bename  8l9^  as  a  decimal: 


A. 
B. 
C. 
D. 


£.1 
0.81 
0.081 
81.0 


16.    Bename  37^  *s  a  decimal: 

A.  57.0 

B.  0.57 

c.  0.0057 

D.  5.7 


17.  Arr*ng*  th»  folio  wing  numb«rs  In 
ord»r  from  Watt  to  grMi^si. 

0.06«  0.6,  6.0«  0.006 

'ii.  6.0,  0.6,  0.06,  0.006 

B.  0.006,  0.06,  0.6,  6.0 

C.  0.06,  6.0,  0.006,  0.6 

D.  0.6,  6.0,  0.006,  0.06 

18.  AiT«ng*  th*  f oHoving  numbtrs  in 
order  from  ^ast  to  9r»at»st. 


19.  Arr«oo*  tht  fdlloving  numbtrs  in 
ord«r  from  \t*s\  io  ^f^Ust 

2.31 «  0.Z24,  43.1 «  12.3 

A.  0.32l»,  2.31,  12,3* 

B.  12.3,  2.31,  0.32^*,  V;,.1 

C.  ^3.1,  0.32't,  2.31,  'I2'3 

D.  U5;1,  12.3,  2.31,  0.32't 

20.  ArrM)g«  ih*  following  numbers  in 
order  from  least  to  greatest. 

0.601 «  1.23«  3.2 

A.  3.2,  1.23,  '^5.3,  0.601 

B.  3.2,  45.3,  1.23,  0.601 

C.  1.23,  3.2,  '♦5.3,  C.601 

D.  0.601,  1.23,  3.2,  itSO 
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4 


AW' 


Write  Numbers  In  Words  and  Digits  (3.1.1) 


1.  Circle  the  digit  in  the 
tenths  place: 

34.92 


2.  Circle  the  digit  in  the 
hundredths  place: 

3765.2 


3.  Circle  the  digit  in  the 
tens  place: 


819.65 


Nl 


N1 


Circle  the  digit  in  the 
hundredths  place: 


1.983 


6.  Choose  the  word  name: 


12 


A. ,  twenty-one 

B.  twenty 

C.  twelve 

D.  three 


N1 


7.  Choose  the  word  name: 


A.  tree 

B.  three 

C.  there 

D.  thirty 


N2 


I  N2 


N2 


IE] 


A.  Circle  the  digit  in  the 
thousdnds  place: 


7621 


N1 


8.  Choose  the  word  name: 


A.  six 

B.  sixty 

C.  sixteen 

D.  seven 


CjZI 


11-15 
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NUMBER  CONCF.PTS 


Write  Numbers  In  Words  and  Digits  (3.1.1) 


9.  Choose  the  word  name: 


19 


A.  ninety-one 

B.  nine 

C.  ninety 

D.  nineteen 


N2 


13.  Choose  the  word  name: 


SO 


A.  eighty 

B.  ei^  ' 

C.  eighth 

D.  eighteen 


N4 


10.  Choose  the  word  name: 


A.  four 

B  four  tenths 

C.  fourteen 

D.  forty 


N4 


14.  Choose  the  word  name: 


r 


21 


A.  tv/elve 

B.  twenty-one 

C.  twenty  one 

D.  two-one 


N6 


11.  Choose  the  word  name: 


70 


A.  seven 

B.  seventeen 

C.  J^eventy 

D.  seven  tens 


N4 


15.  Choose  the  word  name: 


3A 


A.  thirty  four 

B.  three-four 

C.  seven 

D.  thirty-four 


N6 


12.  Choose  the  word  name: 


50 


A.  five 

B.  fifteen 

C.  fifty 

D.  fivety 


N4 


16.  Choose  the  word  name: 


65 


A.  sixty-five 

B.  sixteen-five 

C.  sixty  five 

D.  six-five 


N6 
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Write  Numbers  In  Words  and  Digits  (3.1.1) 


17.  Choose  the  word  name: 


97 


A.  ninety  seven 

B.  ninty-seven 

C.  ninety-seven 

D.  nineteen-seven 


N6 


21 .  Choose  the  word  name: 


A. 
B. 
C. 
D. 


800 


eighty- ten 
eight  thousand 
eight  hundred 
eight 


N8 


18.,  Choose  the  word  name: 


400 


A.  four  hundred 

B.  four  thousand 

C.  forty 

D.  four  hundredths 


19.  Choose  the  word  name: 


[7,000 


A.  seventy 

B.  seven  thousand 

C.  seventeen 

D.  seven  hundred 


N8 


22.  Choose  the  worrl  name: 


A. 
B. 
C. 
D. 


hs 


one  and  two  ten 
one  hundred  ^enty 
one  hundred 
one  and  two  hundredths 


N8 


23.  Choose  the  word  name: 


271.21 


N10 


N10 


A.  two  hundred  seventy-one 

B.  two  hundred  seventy-one 

and  two  hundreths 

C.  two  hundred  seventy-one 
and  twenty-one  hundreths 


T 


20.  Choose  the  word  nr  me: 


5,000 


A.  five  hundred 

B.  fifty  hundred 

C.  five  thousandths 

D.  five  thousands 


N8 


N10 


2s.  Choose  the  word  name: 


5.8 


A.  fifty-eight  hundreds 

B.  five  and  eight  tenths 

C.  five  hundred  eighty 

D.  five  and  eight  hundredths 


ERIC 
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Write  Numbers  in  Words  and  Digits  (3.1.1) 


25.  Choose  the  word  name: 


10 


A.  one  hundred 

B.  seventeen  hundredths 

C.  seventeen 

D.  seven  tenths 


29.  Choose  the  numbr^^^  name: 


IS 


fifteen 


A.  15 

B.  51 

C.  1.5 

D.  5 


26.  Choose  the  number  name: 


N3 


one 


A.  1 

B,  11 

C,  100 

D.  .1 


N3 


27.  Choose  the  number  name: 


four 


A.  40 

B.  4 

C.  .4 

D.  14 


28.  Choose  the  number  name: 


N3 


I  eleven 


A.  1 

B.  .11 

C.  11 

D.  7 


N5 


30.  Choos'=i  the  number  name. 


twenty 


A.  2 

B.  12 
0.  200 
D.  20 


31.  Choose  the  number  name: 


N5 


I  ninety  | 

A.  90 

B.  9.0 

C.  19 

D.  bOO 


32.  Choose  the  number  name: 


A.  13  " 

B.  30 

C.  300 

D.  3.0 


9 
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Write  Numbers  In  Words  and  Digits  (3.1.1) 


N5 

33.  Choose  the  word  name: 

1  sixty 

A.  600 

B.  16 

C.  60 

D.  6.0 

1  N7 

37.  Choose  the  number  name: 

1  forty-eight 

A.  480 

B.  4.8 

C.  84 

D.  48 

1  N7 

34.  Choose  the  number  name: 

1  N9 

38.  Choose  the  number  name: 

fifty-six 

nine  hundred 

A.  56 

B.  65 
0.  506 
D.  5.6 

A.  0.09 

B.  9,000 

C.  900 

D.  9.00 

N7 

35.  Choose  the  number  name: 

NQ 

39.  Choose  the  number  name: 

eighty-one 

three  thousand 

A.  18 

B.  8 

C.  81 

D.  801 

A.  3,000 

B.  0.003 

C.  31,000 

D.  30 

N7 

36.  Choose  the  number  name: 

NQ 

40.  onoose  tne  numoer  name. 

1  thirty-five 

seven  hundred 

A.  305 

B.  53 
0.  35 
D.  30.5 

A.  70 

B.  7,000 

C.  700 

D.  7.00 

E.C.I.F0RE.S.E. 
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Write  Numbers  in  Words  and  Digits  (3.1.1) 


41 .  Choose  the  word  name: 


N9 


five  thousand 


A.  5,000 

B.  5.000 

C.  500 

D.  51,000 


42.  Choose  the  number  name: 


Nil 


[four  and  two  tenths 


A.  42 

B.  4.2 

C.  420 

D.  5 


45.  Choose  the  number  name: 


i  Nil 


nine  hundred  eighty-one 
and  five  tenths 


A.  981 

B.  981.5 

C.  9,815 

D.  981.05 


46.  Choose  the  word  name: 


N12 


83.62 


A.  eight  thousand,  three 
hundred  sixty-two 

B.  eighty-three  and  sixty-two 

hundredths 

C.  eight  hundred,  thirty-six 
and  two  tenths 


I  N12 


43.  Choose  the  number  name: 


Nil 


47.  Choose  the  word  name: 


[twenty-seven  hundredths 


9.04 


A.  .002 

B.  .027 

C.  .27 

D.  2.7 


A.  nine  and  four  hundredths 

B.  nine  hundred,  four 

C.  ninety  and  four  tenths 

D.  ninety-four  tenths 


I  N12 


44.  Choose  the  number  name: 


Nil 


48.  Choose  the  number  name: 


two  tenths 


A.  200 

B.  .2 

C.  2 

D.  02 


two  thousand,  six  hundred 
forty-eight 


A.  26.48 

B.  264.8 

C.  2648 
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Write  Numbers  In  Words  and  Digits  (3.1.1) 


49.  Choose  the  number  name: 


N12I  Ciil 

52.  Write  the  word  name  fnr: 


three  hundred  one  and 
nine  hundredths 


7,042 


A.  3.013.9 

B.  310.39 

C.  30.139 

D.  301.09 


50.  Choose  the  number  name 


nineteen  and  three  tenths 

A.  19.3 

B.  1.93 

C.  193 

D.  91.3 


53.  Write  the  number  name  for: 


six  thousand  two  hundred 
forty-five  


51 .  Write  the  word  name  for: 


I J 
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SKILL  SHEET 


3.1.1  WRITE  NUMBERS  IN  WORDS  AND  DI6ITS 
Nl  IDENTIFY  PLACE  VALUE 


f 


I .  Circle  the  digit  in  the  tens  place:  g  ^j? 

4.653.29 


2.  Circle  the  digit  in  the  hundreds  place:  i 

4,653.2^ 

3.  Circle  the  digit  in  the  thousands  place: 

4.653.29  II 

4.  Circle  the  digit  in  the  tenths  place: 

4,653.29 

5.  Circle  the  digit  in  the  hundredths  place: 

4,653.29 
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SKILL  SHEET 


3.1.1  WRITE  NUMBERS  IN  WORDS  AND  DIGITS 

N2    IDENTIFY  WORD  NAMES  FOR  ONE  THROUGH 
NINETEEN 


Directions;  Draw  a  line  from  the  number 
name  to  the  word  name. 


1.  12 

2.  7 

3.  15 

4.  3 

5.  1 

6.  19 

7.  6 

8.  5 

9.  6 

10.  10 


A.  one 

B.  fifteen 

C.  twelve 

0.  seven 

E.  three 

F.  five 

G.  eight 

H.  ten 

1.  nineteen 
J.  six 


ERJCr  r  T   FOR  E.S.E. 
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is 


it  V 


if 


ii 
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SKILL  SHEET 


3.1 .1  WRITE  NUMBERS  IN  WORDS  AND  DIGITS 

N3    WRITE  DIGITS  FOR  WORDS  ONE  THROUGH  NINETEEN 


Directions:  Write  the  number  name. 


1.  four 

2.  seventeen 

3.  one 

4.  ten 

5.  sixteen 

6.  two 

7.  eleven 

8.  nine 

9.  fourteen 

10.  thirteen 


m 


m 


if 


ITT  t< 

1 1 


Tit:*: 


li 


fiimfiiiiiiiiii{ii{i^iiiiiiiiiiii 
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SKILL  SHEET 


3.1.1  WRITE  NUMBERS  IN  WORDS  AND  DIGITS 
N4    IDENTIFY  WORD  NAMES  FOR  20,  40. 


Directions:  Draw  a  line  from  the 
number  name  to  the  word  name. 


1.  20 

2.  50 

3.  70 

4.  30 

5.  60 

6.  90 

7.  40 
6.  60 


A.  fifty 

B.  thirty 

C.  seventy 

D.  twenty 

E.  ninety 

F.  sixty 
6.  eighty 
H.  forty 


i 

ii 
11 
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SKILL  SHEET 


3  .1 .1  WRITE  NUMBERS  IN  WORDS  AND  DIGITS 

N5    WRITE  DIGITS  FOR  WORDS  TWENTY,  THIRTY,  FORTY.. 


Directions:  Write  the  number  name. 


1.  thirty 

2.  seventy 

3.  forty 

4.  ninety 

5.  fifty 

6.  eighty 

7.  twenty 
6.  sixty 


-4.  0^ 


m 


if 


it 


A 


E^fc  l.C.I.  FOR  E.S.E. 
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A 
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SKILL  SHEET 


3.1.1  WRITE  NUMBERS  IN  WORDS  AND  DIGITS 
N6    IDENTIFY  HYPHENATED  NUMBER  WORDS  FOR  21.22... 99 


m 


Directions:  Draw  a  line  from  the 
number  name  to  the  word  name. 


1.  24 

2.  91 

3.  67 

4.  32 

5.  75 

6.  48 

7.  83 

8.  56 


A.  thirty-two 

B.  twenty-four 

C.  ninety-one 

D.  sixty-seven 

E.  forty-eight 

F.  fifty-six 

G.  seventy-five 

H.  eighty-three 


11 


if 


ER^  FOR  E.S.E. 
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m 

ii 


AM 


ii 


if 


SKILL  SHEET 


3.1.1  WRITE  NUMBERS  IN  WORDS  AND  DIGITS 

N7    WRITE  DIGITS  FOR  HYPHENATED  NUMBER  WORDS 
FROM  TWENTY-ONE  THROUGH  NINETY-NINE 


O   B.C.I,  FOR 

ERIC 


Directions:  Write  the  number  name. 


1.  fifty-three 

2.  twenty-six 

3.  eighty-four 

4.  sixty-one 

5.  thirty-seven 

6.  ninety-five 

7.  forty-two 

8.  seventy-eight 


10 


fit* 


i 
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SKILL  SHEET 


Directions:  Draw  a  line  fronn  the 
number  name  to  the  word  name. 


1.  300 

A.  nine  hundred 

2.  5,000 

B.  seven  thousand 

3.  7,000 

C.  three  huridred 

4.  6,000 

D.  five  thousand 

5.  QOO 

E.  six  thousand 

6.  500 

F.  three  thousand 

7.  3,000 

G.  six  hundred 

6.  9,000 

H.  nine  thousand 

9.  600 

1.  five  hundred 

1 0.  700 

J.  seven  hundred 

^Inl  3.1.1  WRITE  NUMBERS  iN  WORDS  AND  DIGITS  fof  R 

"*«        N8  IDENTIFY  THE  WORD  NAMES  FOR  HUNDRED  AUl>  E  V 

THOUSAND 


IP 


?5 


ii 

II 


ERJC.c.l,  FOR  E.S.E. 
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SKILL  SHEET 


3.1.1  WRITE  NUMBERS  IN  WORDS  AND  DIGITS 

N9    WRITE  THE  DIGITS  FOR  HUNDRED  AND  THOUSAND 


Directions:  Write  the  number  nomej 


1.  one  hundred 

2.  four  thousand 

3.  two  thousand 

4.  eight  hundred 

5.  four  hundred 

6.  one  thousand 

7.  eight  thousand 

8.  two  hundred 


An- 


IS 


if 


T   »ni»  If  s.n. 
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SKILL  SHEET 


*  p  3.1 .1  WRITE  NUMBERS  IN  WORDS  AND  DIGITS 

Wi  NIO  IDENTIFY  WORD  NAMES  FOR  TENTHS  AND 
HUNDREDTHS 


A 


1.  Choose  the  word  name: 


A 


85.5 


V    A.  eighty-five  and  five  tenths 


11 


B.  eight  and  fifty-five  hundredths 

C.  eighty-five  hundredths 

D.  eight  hundred  fifty-five 


m  2.  Choose  the  word  name: 


.98 


A 


A 


m 


A.  eight  tenths 

B.  ninety-eight  hundredths 

C.  nine  hundredths 

D.  ninety-eight 


3.  Choose  the  word  name; 


31.6 


A.  thirty-one  and  six  tenths 

B.  three  hundred  sixteen 

C.  three  thousand,  one  hundred  sixty 

D.  thirty-one 


4.  Choose  the  word  name. 


94.3 


A.  nine  thousand,  four  hundred  thirty 

B.  ninety-four  and  three  tenths 

C.  nine  and  forty- three  hundredths 

D.  ninety-four  and  three  hundredths 


5.  Choose  \ne  vord  name- 


6.33 


A.  six  and  thirty- three  hundredths 

B.  six  hundredths 
C  six 

D.  six  hundred  thirty- three 


6.  Choose  the  word  name. 


474.8 


if 


I'  V9 


ii 


A.  forty-seven  and  forty-eight  hundredths 

B.  four  hundred  seventy-four  and  eight  tenths 
C  four  hundred  seventy-five 

4).  .four  and  seventy-four  hundredths 


aiiPiiililililililililililililiiiii^i^ 
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ERiC  E.C.I.  FOR  E.S.E. 


SKILL  SHEET 

||  'NirWRT/TH^ZlTs^FiR  TENTHS  AND  HUNDREDTHS 

II  \  Choose  the  number  name;  4.  Choose  the  number  name: 

fep  ,  ■  

11    I  twelve  hundredths  |  [  two  and  six  hundredths 


seventy-ntne  and  seven 
hundredths 


A.  790.7 

B.  7,907 

C.  79.07 

D.  79.007 


f tfty-two  and  seventeen 
hundredths 


A.  52.17 

B.  52.017 

C.  5,217 

D.  .521 


it 


f 


II 


E.C.I.  FOR  E.S.E. 
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SKILL  SHEET 


3.1.1  WRITE  NUMBERS  IN  WORDS  AND  DIGITS 

N12  RECOGNIZE  THAT  "AND"  REPRESENTS  THE  DECIMAL 
POINT 


Directions:  Write  the  numbers  in  words. 


C.  406 


D.  4.06 


Directions:  Write  these  words  as  numbers. 


E  Sixty-three 

F.  six  and  three  tenths 

6.  twenty-seven 

H.  two  and  seven  tenths 


i:>Ff 


if 
II 

if 
if 


il 
m 


tJSIL  


illllllflli' 
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SKILL  SHEET 

3.1 .1  WRITE  NUMBERS  IN  WORDS  AND  OSClTS 

N13    WRITE  NUMBERS  IN  WORDS  AND  DIGITS 

I.  Write  the  number  name  for  the  following: 


SEVEN 


FIVE  AND  SIX  TENTHS 


THIRTY-FOUR 


I  EIGHT  HUNDRED  SEVENTY-FIVE 


ONE 


NINE  THOUSAND  FOUR  HUNDRED 


NINE  THOUSAND  AND  FOUR  TENTHS 


FIFTY-TWO 


SIX  AND  TWENTY-FIVE  HUNDREDTHS 


FIVE  TENTHS 


1  V 


3  '« 


;.C.I.  FOR  E.S.E. 
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SKILL  SHEET 


3.1    WRITE  NUMBERS  IN  WORDS  AND  D>6ITS 

N13    WRITE  NUMBERS  IN  WORDS  AND  DIGITS 


'f 


II.  Write  the  word  name  for  the  following: 


1.  6  _ 

2.  90  . 

3.  52  . 

4.  376 

1 1    5.  4.8 

1«P 


m 


6.  6,721 

7.  9.45 


8.  1,005 


-^8    9.  100.05 


IP 


10.  16 


ERIC 


if 
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DIAGNOSTIC  EVALUATION 


NUMBER  CONCEPTS 


=0? 


Rename  Fractions  as  Percents  (3.1.2) 


1.  as  a  percent  is 


% 


Pi 


P2 


4.  Rename  -1-  as  a  percent: 

A.  50% 

B.  5% 

C.  500% 

D.  2% 


2. 


J-  as  a  percent  is 
3 


% 


Pi 


Pi 


5.  Rename  ^  as  a  percent: 
3 


A.  .66  -^/o 
3 


C.  6.6  —  % 
3 


1  2 
B.  100  "2-%        D.  66  T% 


3.  Rename  —  as  a  percent: 


A.  100  -1-% 

3 

B.  67% 

C.  75% 

D.  750% 


P2 


6.  Rename  —  as  a  percent: 

4 


A.  24% 

B.  25% 

C.  2.5% 

D.  23% 


P2 


Q  E.C,I.FORE.S.E. 

ERIC 
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SKILL  SHEET 


8  1 2  RENAME  FRACTIONS  AS  PERCENTS 
PI  RECALL  FROM  MEMORY.... 


I  Write  the  correct  percent 


1. 


2. 


Write 


ihe  correct  fraction,  j 


66-2.  « 
3 


(n;  I.  It 


it:,  ff?i 
O  V.J 


KM 

ll  li  H 

rill 

if 


ERJCi;  r  l.  FOR  E.S.E. 


♦'3.12  RENAME  FRACTIONS  AS  PERCENT8 
40  P2  REMAME  FRACTIOMS  AS  PERCEMTS 


1.  Rename  I  os  o  percent: 

9 


2.  Renanne-1  as  o  percent: 
4 


3.  Renonne OS  0  percent: 


6.  Rename  J  oso  percent: 
4 


7.  Rename  ~  as  o  percent: 


e.  Rename  2  as  0  percent: 


4.  Rename  —  as  a  percent: 
3 


5.  Rename  4  as  a  percent: 

9 


9.  Renamed  as  a  percent: 


10.  Rename  y     a  percent: 


fA/  II..IJ 


DIAGNOSTIC  EVALUATION 


NUMBER  CONCEPTS 


Rename  Percents  as  Decimals  (3.1.3) 


PD1 

PD3 

1 .  Place  the  decimal  point 

4.  Choose  the  correct  decimal 

that  is  understood  in  each  of  the 

for  the  percent: 

following  whole  numbers: 

85% 

378 

A.  85 

46 

B.  .85 

2953 

C.  .085 

748 

D.  8.5 

PD2 

1  PD3 

2.  Move  the  decimal  point 

5.  Choose  the  correct  decimal 

two  (2)  places  to  the  left 

for  tho  nprppnt* 

and  rewrite: 

498% 

9030. 

5. 

A.  4.98 

267. 

B.  498 

5837. 

C.  .498 

16. 

D.  49.8 

PD3 

3.  Rename  the  percent  as  a 

decimal: 

23% 

52% 

6% 

^     E.C.I.  for  E.S.E.  P.G.C./SPED1989 


ERIC 
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SKILL  SHEET 


3.1.3  RENAME  PERCENTS  AS  DECIMALS  >  C 

PDl  IDENTIFY  THE  CORRECT  LOCATION  OF  A  DECIMAL  POINT 


Directions:  Put  the  decimal  point  in  the 
correct  place  in  these  whole  numbers. 


n.  35 

12.  518 
1 3  6342 
H.  26 

15.  3 

16.  70 

17.  1 
:8.  46Q 
19  9333 
20.  12 


'f 

iTn 


1 B 


11 


IllililililililPililii 
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SKILL  SHEET 


3.1 .3  RENAME  PERCENTS  AS  DECIMALS 

PD2    IDENTIFY  THE  LEFT  DIRECTION 


Direction:  Move  the  decimal  point 
two  (2)  places  to  the  left. 


1. 
2. 
3. 
4. 
5. 
6. 
7. 
6. 
9. 


624. 
87. 
1360. 
Q. 

185. 
4862. 
Q6 
5. 

507. 


10  71,700. 


11.  35. 

12  518. 

13  6342. 
H.  26. 

15.  3. 

16.  70. 

17.  1. 

18.  469 

19.  9333. 

20.  !2. 


m 


P 


if 


m 
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SKILL  SHEET 


3.1.3  RENAME  PERCENTS  AS  DECIMALS  ^^^,»-At 
PD3    RENAME  THE  PERCENT  AS  A  DECIMAL 


11 

if 
11 


5.  Rename  88%  as  a  decimal 

A.  88 

B.  .88 

C.  .088 

D.  8.8 


32%  = 


10.  Rename  as  a  decimal: 
100%  =  


1  •'  ■  ■ 


{.V  I  .': 


1.  Rename  68%  as  a  decimal 

6.  Rename  as  a  decimal 

A  .68 
B.  .068 

5%  = 

C.  68 

D.  6.8 

2.  Rename  29%  as  a  decimal 

7.  Rename  as  a  decimal 

A.  .029 

B.  .29 

76%  = 

C.  2.9 

D.  29 

3.  Rename  11%  as  a  decimal 

8.  Rename  as  a  decimal 

11 


ERIC  HMaVBvia%iavByB         ^^.3^  p.g.c./spei> 


IP 


1989 


DIAGNOSTIC  EVALUATION  NUMBER  CONCEPTS 


Order  Decimals  (3.3.1 ) 


1  0D1 

1.  Copy  these  numbers,  lining 
up  the  dec1nr)Ql  points. 

7.1,  39.64,  .08,  7 

1  0D2 

3.  circle  the  smallest  number  In 
In  the  group. 

5.57,  .557,    55.7,  557 

4.  Circle  the  smallest  number  In 
the  group. 

60.61,     6.061,     606.1,  .606 

5.  Circle  the  smallest  number  In 
the  group! 

70.3,    9.99,       7.03,  .999 

1  0D1 

2.  Copy  those  numbers,  lining  ' — H 
up  the  rieclmal  points. 

960.05,  35,  94.6,  1.65 

• 

6.  Arrange  the  following 
numbers  In  order  from  least 
to  greatest. 

lO.l,  11.01,  11.11,  1.01 

A.  1.01,  10.1,  11.01,  11.11 
8.  11.11,  10.1,  1.01,  11.01 

C.  11.01,  11.11,  1.01,  10.1 

D.  10.1,  11.11,  11.01,  1.01 

1  0D3 

7.  Arrange  the  following  numbers 
in  order  from  leQ?t  to  gr?ete§t. 

1  0D3 

8.  Arrange  the  following  numbers 
in  order  from  least  to  greatest. 

5.08,  5.82,  9.7,  3.21 

A.  5.08,3.21,9.7,5.62 
8.  3.21,5.08,5.82,9.7 
C.  3.21,5.08,9.7,5.62 
,  D.  5.08,5.82,9.7,3.21 

3.02,  7.02,  4.1,  10.2 

A.  3.02,4.1,  18.2,7.02 
8.  4.1,  18.2,3.02,7.02 

C.  3.02,7.02,  18.2,4.1 

D.  3.02,4.1,7.02,  18.2 

E.C.I.  for  E.8£.  "^'^ P.0.C./SPED1989 
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DIAGNOSTIC  EVALUATION 


NUMBER  CONCEPTS 


Order  Decimals  (3.3.1 ),  cont. 


003 


9.  Arrange  the  following  nunnbers 
in  order  from  laasLto  greatest. 

4.01,  04,  273.7,  1.0 


A.  1.8,  273.7,  84,  4.81 

B.  84,  273.7,  4.81,  1.8 

C.  1.8,  4.81,  84,  273.7 

D.  4.81,  84,  1.8,  273.7 


0D3 


1 1.  Arrange  the  following  numbers 
in  order  from  leasLto  greatest. 

500.7,  6,40.05,932.7 


A.  932.7,  6,  40.05,  580.7 

B.  40.05,  932.7,  580.7,  6 

C.  932.7,  40.05,  580.7,  6 

D.  6,  40.05,  580.7,  932.7 


003 


10.  Arrange  the  following  numbers 
In  order  from  IfiasLto  greatest. 

70,  3.52,  27,4 


A.  4,  27,  78,  3.52 

B.  3.52,  4,  27,  78 

C.  78,  4,  27,  3.52 

D.  78,  3.52,  4,  27 


I  003 


12.  Arrange  the  following  numbers 
in  order  from  least  to  greatest 

04.2,6.13,  61.6,90 


A.  6.13,  84.2,  90,  61.6 

B.  6.13,  61.6,  84.2,  90 

C.  84.2,  90,  6.13,  61.6 

D.  90,  6.13,  61.6,  84.2 


E£.l.forE.SA. 
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SKILL  SHEET 


V  3.3.1  ORDER  DECIMALS 


ODl    WRITE  NUMBERS  IN  A  COLUMN  ACCORDING  TO  THE 
DECIMAL  PLACE 


Directions:  Copy  these  numbers, 
lining  up  the  decimal  points. 


i 

i 
i 
ii 


ii 


IP 


II 

if 


1.  7,  26.3,  5.1,  5.95 

4   144.05,  8,  24,  44.14 



2.  98.53,  158.3,  301.8,316.19 

5.    6.39,  31,  83.67,  1.69 

3.  17.74,  575.8;  65,  7.9 

6    85.5,  89,  7.6,  3.1 

A 


ii 


O  ,C.I.  FOR  E.S.E. 

ERIC 


11-54 


P.G.C./SPEO  1989 


SKILL  SHEET 

pP  3.3.1  ORDER  DECIMALS  ^«^ttT^  ^ir  •.tttkxocdc 

0D2    IDENTIFY  THE  SMALLEST  IN  A  GROUP  OF  NUMBERS 


ERIC 


E.C.t.  rOR  E.S.E. 


P.G.C./SPED  1989 


SKILL  SHEET 


_  V  3.3.1  ORDER  DECIMALS 

ijiiRODS  ARRANGE  A  GROUP  OF  NUMBERS  FROM  LEAST  TO 
JV  GREATEST 

A 


I.  Copy  the  numbers  in  a  vertical  column. 


ii 


Ex  .16, 

811.06, 

89.5,  36 

.16 

least 

.16 

STEP  L 

611,06 

36          STEP  H. 

8Q.5 

I 

.  595 

greatest 

811.06 

1.  725.6,  60.64,  20.57,  46.9 

  Ijast   — 


.greatest, 


3  273.1,  59.86,  6.1,  9.9 

  least   


greatest 


2  5.57,  74,  8.26,  5 


least 


.greatest , 


4  7.1,  39.9,  47.6,  9.4 

  least   


greatest 


11-56  P.G.C./SPED  1989 


ERIC 


E.C.l.  FOR  E.S.E. 


WHOLE  NDMBESS 
FKE-ZEST  a&d  P0ST-1EST 


^.  ADD: 


A.  165 

B.  265 

c.  175 

D.  275 


2.  ADD: 


A93  +  761  = 


A.  1,15'» 

B.  1,16J» 

c.  i.se'* 

D.  1,251* 


3.  ADD: 


75 
130 
♦  11 


Ao  106 

B.  226 

C.  116 

D.  216 


k.  ADO: 


^78o 


A.  8,012 

B.  8,112 

C.  7»112 

D.  7»0i2 


5.  ADD: 


2,'06 
1,7^+2 
♦  ?,2^ 


A.  7f^2 

B.  6,382 

C.  6,'*83 

D.  7»392 


6.  SnBTSACT: 


287 

-Ji2 


A.  233 

B.  2Wf 

c.  23^ 

D.  iWf 

SUBTBACT: 


839 
-  562 


A.  277 

B.  3?7 

C.  337 

D.  237 

8.  SUBTRACT: 


6,703 
-  ^t29i 


A.  2,592 

B.  2,lf12 

C.  2,1^92 

D.  2,512 

9.  SOBTRACT: 


A.  2,U17 

B^  1,^*13 

C.  1,'«03 

D.  1,603 

10.  8UB1SACT: 


A. 
B. 
C. 
D. 


25»0l6 
-  1^^3^2 


10,674 
11,334 
10,774 
10,734 


ERIC 


11-57 


WHOLE  NUKBBtS 
PRB-TEST  «nd  POST-TEST  COHTINUED 


Mae 


11.  MDLTIFLI: 


87 


A.  792 

B.  -783 

C.  723 

D.  77^ 


12.  MOLTIFII: 


593 
X  6 


A.  3.5»^ 

B.  3,058 

C.  3.558 
P.  3.*^ 


13.  MDLTIPLT: 


A.  1,029 

B.  1,039 

C.  H*? 
B.  1,129 


1<».  MlTLTITLr: 


9^ 


A.  5,7'A 

B.  2,82't 

C.  2,8Mf 
P.  2,88^^ 


15*  lOLUnJ: 


28i» 
x^ 


A.  3,12it 

B„  I5v88if 
C.  l6,00iT 

B.  15,90^ 


ERIC 


16.  Bivns:: 


A.  209 

B.  29 

c.  19 

».  109 


17.  DIVIDE: 


A.  21 

B.  91 

c.  90 

D.  901 


16.  DIVIDE: 


A.  207 

B.  27 

C.  270 

D.  227 


19.  DIVIDE: 


5Ti^ 


9*^^19" 


3TSFr 


A.  V*5 

B.  504 

c.  5,061 

D.  561 


20.  DIVIDE: 


A.  60 

B.  6 

C.  61 

D.  59 

11-58 


49)29^ 


DIAGNOSTIC  EVALUATION 


WHOLE  NUMBER  OPERATiOf^f^ 


Add  Whole  Numbers  (2.1.1) 
Part  I 


A  2 

e  9 


4 

+  o 


C.  6 
D  8 


A1 


4. 


*  6 


A  10 
B    1  1 


A1 


C  15 
D  13 


A  5 
B  6 


2 
+  3 


C  3 
D  1 


Al 


Q 
+  0 


A  14 


B  18 


Al 


C  19 
D  16 


3. 


*  3 


A  10 
B  3 


C  7 

D.  9 


TTT 


6 
*  8 


A  1? 
B  10 


C.  M 
D  16 


ERIC 


: C  I  FOP  E  S  E 


11-59 


P6C  /SPED  IQeQ 


Add  Whole  Numbers  (2.1.1) 
Part  II 


1. 


32 
*  42 


A.  67 
B  85 


C  74 


D  58 


A2 


521 
*  435 


A  956 


B  659 


C  569 
D  695 


48 

*  20 


A  68 
B  28 


54 

13 


A  76 
B  41 


C  64 
D  86 


C.  167 
D  67 


A? 


4,215 
^  3,623 


A  7,836 
B  3,887 


2,148 
+  7,741 


A  9,898 
B.  8,989 


C  8,35/ 
D  8,783 


C  8,998 
D.  9,889 


O   E  C  I  FOP  E  S  E 


11-60 


v..  ^ 


P6C  /SPED  iQe.<5 


d;a6nostic  evaluation 


WHOLE  NUMBEC:  OPERA TlONi 


Add  Whole  Numbers  (2.1.1 ) 
Part  III 


1.  1 

*  3 


A.  5 

B.  8 


4 

3 
*  1 


A  12 
B.  \A 


A 
5 
^  9 


A.  18 
B  16 


ERIC 


EC  I  FORE.S.E 


C.  7 
D  9 


C.  1  1 
D  13 


A4 


C.  17 
D  15 


37 
21 
^  40 


A  89 


B.  88 


46 
12 
^  31 


A  89 


B.  78 


52 
24 
+  1  1 


A  78 
B  77 


■J  -V 


11-61 


C.  98 
D  78 


C  98 
D  79 


C  87 
D  88 


P  G  C  /SPED  1989 


Add  Whole  Numbers  (2. 1 . 1 ) 
Port  lY 


1. 

48 

^  22 

A6| 

4 

2,638 
^  1,253 

A7  1 

t\'    O  1  U 

f 

70 

A  3  8^1 

C  36,611 

B  60 

D 

601 

B  3,851 

D  3,880 

2. 

79 
^  17 

a6 

5 

20 
^  34 

A6  1 

A.  96 

C. 

69 

r 

fi  1 
u  t 

B.  861 

D 

816 

B  60 

D 

16 

3. 

405 
^  287 

A7 

6 

225 
-  625 

1  A7 

A  6.812 

C 

692 

A  185 

C 

851 

B  296 

D 

6,821 

B  850 

D 

560 

,9^-:i.F0PESE 


X  I..  >j 

11-62 


P6C  /SPED  1989 


DIAGNOSTIC  EVALUATION 


WHOLE  NUntsEk'  OPEPATiOM: 


Add  Whole  Numbers  (2.1 .1 ) 
Port  Y 


1. 


134 
472 


A  606 
B  66 


A6.  A9 


C  60 

D  706 


2.432 
*  6.789 


A  2.291 


B  9.22 


A1G 


C.  9.201 
D  9.J20 


695 
*  295 


A  199 


B  909 


4.863 
*  2.509 


A.  7.327 
B  7.372 


A9 


240 
^  862 


C  99 


D  990 


A  10.102 


B  10.210 


AlC 


C  3.727 
D  6.372 


4.327 
1.683 


A  6.010 
B  1.169 


A8.  A9 


C  2.011 

D  1.102 


AlC 


C  6.911 
D  591,010 


ERIC 


C  I.FORESE 


11-63 


P6C  /SPED  1989 


PiAfiNO^TIC  EVALUATION 


Add  Whole  Numbers  (2.1.1) 
Part  VI 


1 

34 
70 
*  28 

A 1  1 

4 

994 
95 
*  602 

AH' 

A, 

1,212 

C.  213 

A 

151,81  1 

C. 

1,691 

B. 

132 

D.  122 

B 

1.681 

D. 

1,591 

2 

43 

47 
*  34 

All 

5 

2,342 
7,053 
*  4,206 

A12 

A 

124 

C.  1  14 

A 

13,591 

C 

13,501 

B 

1  15 

D  1,114 

B 

13,601 

D 

135,91  1 

3. 

63 
29 
+  46 

A1  1 

6 

4,361 
2,032 
*  8,708 

A12 

A 

138 

C.  83 

A 

15,101 

C 

14,091 

B 

1,083 

D.  183 

B 

1,410,91  1 

D 

15,001 

o  .ci.fore.se 


11-6^  J  . 


P6C  /SPED  1989 


SKILL  SHEET 


Iffl   2.1.1  ADD  WHaE  NUMBERS 


1^ 


S  V 


i 


11 


if 


ERIC 


E.C.I.  FOR  E.S.E. 


11-65 


P.G.C./SPED  1989 


-J  o  ~ 


SKILL  SHEET 


2.1.1  AODWHaE  NUMBERS 

Al  RECALL  ADDITION  NUMBER  FACTS 


A  O 


11 

ii 


Add 


1. 

2  +  5  = 

2. 

3+  1  = 

3. 

8  +  0  = 

4. 

3  +  4  = 

5. 

0  +  7  = 

b. 

8  +  2  = 

7. 

6  +  3  = 

6. 

5  +  5  = 

9. 

2  +  7  = 

10. 

3  +  5  = 

11 


6 
+  7 


12.  9 
+  4 


13. 


8 

+  8 


14. 


9 

+  7 


15. 


5 

r  8 


ii 
ii 

if 


1^ 


'3 


llPIPIIglilililiiilililiiiflliliiii 

'  11-66  P.G.C./SPED  1989 


ERIC' 


C.I.  FOR  E.S.E. 


SKILL  SHEET 


,„  2.1.1  ADD  WHOLE  NUMBERS 

9  A2    ADD  TWO  NUMBERS  WITH  UP  TO  2  DIGITS  EACH,  NO 
REGROUPING 


ill 


A 


Add 


It 

♦  14 


32 
♦  61 


17 
♦  12 


48 
*  20 


5. 


61 
♦  13 


g  f.i. 


Z  f 


My 


ii 


ERiC*«c.i.  fOR  E.S.E. 


v  =  >• 

P.G.C./SPED  1989 


SKILL  SHEET 


m  KAK  2.1.1  ADD  WHaE  NUMBERS  _         UI  V 

y^AS    ADD  TWO  NUMBERS  WITH  UP  TO  3  OR  4  DIGITS  EACH,  NO  >^  = 
REGROUPING  m) 


ii 


A 


II 


1.  532 
♦  261 


2  328 
♦  271 


3.  4,215 
♦  3,623 


4  7,741 
♦  2,148 


5.  653 
*  242 


Add 


A 


4 


1 1 


m 

km 


ERXC  ^'C.i.  fob  e.s.e. 


mm 

SKILL  SHEET 


jj^Fj  2.1.1  ADDWHaE 
W  A4  ADDT 


NUMBERS 

HREE  1-DIGIT  NUMBERS 


m 


ERJC   I.C.I.  FOR  E.S.E. 


11-69 


P.G.C./SPEB  1989 


11-70 


ERJCe.c.1.  for  E.s.r, 


I.G.C./SPED  1989 


SKILL  SHEET 


m  2.1.1  ADD  WHOLE  NUHBERS 
?  B  A6    ADD  TWO  NUMBERS  WITH  UP  TO  2  DIGITS  EACH, 
REGROUPING  ONES  TO  TENS 


ERJC I.C.I.  FOR  E.S.E. 


11-71 


P.G.C.«?ED  1989 


lit 


SKILL  SHEET 


£5  K»i  2.1 .1  ADD  WHaE  NUMBERS 

?bA7    add  two  numbers  WITH  UP  TO  3  OR  4  DIGITS 
EACH,  REGROUPING  ONES  TO  TENS 


11 


M 
V 


Add 


240 
♦  862 


405 
♦  287 


6,532 
♦  3,259 


2,638 
♦  1,253 


3,056 
♦  4,444 


ERIc*«c.i.  m  E.s.E. 


11-72 


P.C.C./SPF.-> 


A 


SKILL  SHEET 


»?  2.1.1  ADD  WHOLE  NUMBERS 
\B  A8    ADD  TWO  NUMBERS  WITH  UP  TO  3  DIGITS  EACH, 
REGROUPING  TENS  TO  HUNDREDS 


A. 


Add 


140 
♦  262 


C3  'v 


11-73 


ERJC«.C.I.  FOR  E.S.E. 


P.G.C./SPED  1989 


i 

SKILL  SHEET 


U  2.1.1  ADD  WHOLE  NUMBERS 
A  p  A9    ADD  TWO  NUMBERS  WITH  UP  TO  3  DIGITS  EACH,  1 
TO  2  REGROUPINGS 


11 


Add 


365 
♦  135 


428 
♦  262 


3. 


628 
♦  272 


123 
387 


731 
♦  909 


f 

IP 


4 


if 


p 


if 


Of  t.C.I.  FOR  E.S.E, 

ERIC 


11-74 


p.G.C./SPED  1989 


SKILL  SHEET 


nU  2.1.1  ADD  WHOLE  NUMBERS 

>      AlO    ADD  TWO  NUMBERS  WITH  UP  TO  4  DIGITS  EACH.  1 
TO  3  REGROUPINGS 


*9 


2. 


A 


3. 


II 
if 


5. 


Add 


6,856 
♦  2.274 


3.246 
♦  1,374 


8,123 
♦  2,387 


9.923 
♦  1,178 


6,498 
♦  3.412 


it 


1:5 


si 


II 
if 


IlllifilililililiiiliPif 


l.C.I.  FOR  E.S.E. 


11-75 


P.G.C./SPED  1989 


SKILL  SHEET 


1  ADD  WHaE  NUMBERS 
Ail    ADD  THREE  NUMBERS  WITH  UP  TO  2  DIGITS  EACH, 
REGROUPING 


If 


M 

ERJC  B.C.X.  FOR  E.S.E. 


BNtUVBSVia  ^^^^^^  ?»,G.C./SPED  1989 


d;a6nostic  evaluation 


WHaE  NUMfcEP  OPERATION: 


^3  Subtract  Whole  Numbers  (2.1.2) 
3  y  Port  I 


1. 


A 
-  2 


A  2 


B  0 


C  3 


D  1 


ST 


12 
-  4 


A.  10 


B  6 


C  8 


D  4 


6 
-  3 


A.  4 


B  5 


C  0 


D  3 


5 
8 


A.  5 

B.  9 


C.  10 

D.  7 


"7 


A.  4 


B  2 


C.  3 


D.  5 


S1 


17 

9 


A  13 


B.  5 


C.  6 


D.  7 


SI 


ERIC  c  I  F0SE.5.E 


151 

11-79 


PCjC  /sped  1989 


WHCM-S  NUMM&  C»PE(jA7l(JNl 


Subtract  Whole  Numbers  (2.1.2) 
Part  It 


1. 

74 
-  42 

1  S2 

4. 

895 
-  343 

A 

23 

C 

32 

A. 

525 

C  255 

B 

36 

D 

63 

B 

552 

D.  250 

2 

98 
-  53 

S2 

649 
-  436 

S3 

A 

45 

C 

514 

A 

213 

C  312 

B 

145 

D 

54 

B 

273 

D  372 

3 

59 
-  28 

SI' 

c. 
D 

-  624 

A 

13 

C 

17 

A 

3-0 

C  503 

B 

71 

D 

31 

B 

543 

D  305 

152 


"tCI  FORE.S.E 


11-80 


P  6  C  /SPED  1989 


DIAGNOSTIC  EVALUATION 


WHOLE  Wt:J>tk  OPEPaTjONL 


Subtract  Whole  Numbers  (2.1.2) 
Part  Hi 


90 
■3^ 


A  65 


B.  56 


C.  55 


D.  45 


56 
-  58 


A  18 


B  22 


C  81 


D.  82 


40 

-  28 


A.  21 


B  32 


C  68 


D.  12 


S4 


^72 
-363 


A  111 


B  472 


C  109 


D  274 


213 
105 


A  108 


180 


C  18 


D  118 


480 

•  36 


A  456 
B  654 


C  454 
D  444 


s  r 


153 


EEic:, 


11-81 


P6C  /SPED  1989 


Subtract  Whole  Numbers  (2.1.2) 
Part  fV 


1. 


605 
515 


S6.  S8 


210 
-  139 


TI' 


A  19 


B  109 


C  190 


D.  90 


S6.S8 


865 
-  574 


A  201 


B  921 


C  291 


D  192 


5"  S8 


333 
-  15 


A   1  18 


B  188 


C  208 


D  318 


A.  71 


B  17 


C  171 


D.  710 


557 
197 


S7.  SP 


A  440 


B  404 


C  630 


D  360 


S6.S5  { 


701 
520 


A  221 
B  122 


C  181 
D  281 


ERLC  . 


r/\r.  r  r-  r 


DIAGNOSTIC  EVALUATION 


WHOLE  NUnbEP  OfEfvATiulo 


Subtract  Whole  Numbers  U  \.2) 
Part  Y 


S5 


7,652 
704 


A.  6,802 
a  6,948 


C.  7,152 

D.  7,958 


32. 


4,872 
-  3,915 


A  967 
B.  1,163 


C.  1,967 

D.  957 


7,586 
-  1,698 


I  C  1  - 


54,474 
368 


A.  54,414       C  53,115 

B.  54,106        D.  51,116 


5. 


37,501 
-  16.846 


A  21,345 
B  21,365 


C  21,335 
D  20,655 


50,237 
35,849 


A  5,888 

C.  1,112 

A  25,498 

C.  14,388 

B  6,112 

D  6,1  18 

B  25,612 

D  25,616 

ERIC 


:  c  I  FOP  E  s  e 


II- 


P6C  /SPED  1989 


A  cat':*:':'!*:*:':*: 


SKILL  SHEET 


2  1  2  SUBTRACT  WHOLE  NUMBERS 

SI  RECALL  SUBTRACTION  NUMBER  FACTS 


Ay 


mi 


V 


ii 


[subtract 


1.  5-2=. 

2.  6  -  4  =  . 

3.  9  -  8  =  . 

7-  1  = 
3-3  = 

8-  4  = 
5-0  = 
5-2  ^ 


n 


14 

-7 


12.  10 

-  6 


4. 
5. 
6. 
7. 
8. 

9  9  -  4  = 
10.  7-5  = 


13.  18 
-  9 


14. 


12 
-  7 


15. 


11 

-  2 


ii 


ii 


11-84*57  '-' 


tKJC 


P.G.C./SPED  1989 


SKILL  SHEET 


2 . 1 .2  SUBTRACT  WHaE  NUMBERS 
S2    SUBTRACT  TWO  NUMBERS  WITH  UP  TO  2  DIGITS  EACH, 
NO  REGROUPING 


88 
66 


Subtract 


It  v*i 

f 


V 


2 

35 

-  22 

3 

91 

-  10 

4. 

75 

1 

-62 

43 
-32 


Er|cc;i.  f  E.s.E. 


3  V 


i 


11  tvjj 
3  f 


11 


P.G.C./SPED 


y 
.989 


o 
o 


i' 

SKILL  SHEET 


[0  2.1.2  SUBTRACT  WHOLE  NUnBERS  iMriTo  CArH 

^•S3    SUBTRACT  TWO  NUMBERS  WITH  UP  TO  3  DIGITS  EACH, 

NO  REGROUPING 


A 


m 
m 


C3  V 


il 
it 


Subtract 


321 
-  210 


2. 


578 
-436 


3. 


892 
781 


655 
-534 


5. 


829 
-  717 


^   9  >  B  ▼  M  11-88  4>. 

EKJ.C  e.c-.i.  Fcm  s.s.e.  '  fgg 


mill 


P.G.C./SFED 


1 


SKILL  SHEET 


V  2.1 .2  SUBTRACT  WHaE  NUMBERS 

S4    SUBTRACT  TWO  NUMBERS  WITH  UP  TO  2  DIGITS  EACH, 
REGROUPING  TENS  TO  ONES 


A 


Subtract 


1.  60 

-35 

2.  32 

-  28 

m 

i 

L1|W 


m 


if 


if 


O    cr,l,  FOR  E.S.E. 


.ft 


11-89 


P.G.C./SPED  1989 


160 


'si 


SKILL  SHEET 


lUj  2.1.2  SUBTRACT  WHaE  NUMBERS 

J  S5    SUBTRACT  TWO  NUMBERS  WITH  UP  TO  3  DIGITS  EACH, 
REGROUPING  TENS  TO  ONES 


5. 


Subtract 


278 
-  159 


1. 

472  ' 

-363 

2. 

993 

-  485 

3. 

625 

-  306 

4. 

832 

-  716 

if 

^1 


ii 


ERIC 


161 


;i.  FOR  E.S.E. 


11-90 


P.G.C./SPED  1989 


E.C;l.  FOR  E.S.E. 


E.S.E.  162 


'^5 


SKILL  SHEET 

11       ^Z^;rT  TXnUMBERS  W.TH  UP  TO  3  Dm.TS  EACH.  || 
REGROUPING  HUNDREDS  TO  TENS  P  _L 


II 


P.G.C./SPEO  1989 


SKILL  SHEET 

{jl  2.1.2  SUBTRACT  WHOLE  NUnBERS 
AO  S7    SUBTRACT  TWO  NUMBERS  WITH  UP  TO  3  DIGITS  EACH, 
REGROUPING  TO  TENS  OR  ONES 


mm 

ii 
it 


V 


I 


ii 


Subtract 


J! 

il 

il 
if 


t. 

728 
-  609 

8 
I 

! 

2. 

216 
-  135 

3. 

565 
-  474 

4. 

536 
-453 

5. 

288 
-  199 

it 

If; 


f 


3  >' 


f 


i 


i 


11-92 


163 


p,G.C./SPED  1989 


ipiii 


SKILL  SHEET 


MP  2.1. 2 SUBTRACT WHaENUHBERS  TMriTo  VACU 

S8    SUBTRACT  TWO  NUMBERS  WITH  UP  TO  3  DIGITS  EACH, 
^         ONE  OR  TWO  REGROUPINGS 


1. 


586 
-  99 


^1 

II' 
11 


2. 


632 
-276 


3. 


325 
-  166 


729 
375 


5. 


507 
-308 


E£J£».C:i.  FOR  E.6.E. 


Subtract 


"-93 16  4' 


P.G.C./SPED  1989 


51 


SKILL  SHEET 

iilir^l^TRTcT  TWO  NUMBERS  WITH  UP  TO  5  DIGITS  EACH. 
ONE  TO  FOUR  REGROUPINGS 


A 


m 


V 


{.I 


if 


Subtract 


50.237 
-  35.849 


62.315 
21.456 


3.  41.265 
-  30.376 


76.321 
-  57.830 


5. 


95.232 
-68.154 


By 

1 1 


m 


il 

11 


i' 


A 


EjjC y  p^T    FOB  E.S.E, 


11-95 


.  1 

illliililil 

p.c.c./sPED  isrs 


♦ 


^  h       Multiply  Whole  Numbers  (2.1.3) 
^  Port  I 


1. 


A.  14 


B  24 


A  20 


B  25 


A  16 


B.  12 


4 

X3 


C.  16 


D 


5 
X  4 


C  15 


D  9 


4 

X  4 


C  10 


D  18 


IlL 


Ml 


6 

X  6 


A  AA 


B.  36 


C.  18 


D  24 


A  5 
B  4 


A.  30 


B  27 


2 
X  3 


C  6 
D  6 


3 

X  9 


C  I 


D  25 


POC  /SPED  1989 


Diagnostic  EvaluatioI'I 


WHOLE  NUnbEP  OPERATION: 


Multiply  Whole  Numbers  (2.1.3) 
Port  it 


1 

41 
X  6 

M2 

4 

324 
X  2 

M:  1 

A 

426 

C 

246 

A 

648 

C 

4c6 

B 

106 

D 

624 

B 

645 

D 

640 

63 
X_3 

M2 

5 

3,213 
X  3 

IJ13J 

A 

249 

C. 

429 

A 

9,369 

C. 

6,356 

B 

924 

1  19 

B 

9,639 

D 

6,536 

3 

52 
X  4 

M2 

6 

5,034 
X  2 

n:-  1 

A 

208 

C 

28 

/, 

7,256 

C 

10.068 

B 

280 

D 

200 

B 

86,010 

D 

6.527 

■E  C  !  FOPE.SE 


11-98 


P6C  /SPED  1989 


Multiply  Whole  Numbers  (2  1.3) 
Part  ill 


1. 

83 

X9 

n4 

4 

856 
X  5 

MS 

2,772 

C. 

7,227 

■\ 

4,280 

C 

4,050 

B 

747 

D 

1 82 

D 

D 

4UZ,DjU 

U 

1^11 

2 

64 
X  6 

5. 

4,609 
X  3 

MS 

A 

3,62^ 

C 

2,436 

A 

271,812 

c 

13,827 

B 

384 

D 

1  19 

B 

121 ,82/ 

D 

79, :>  1  z 

•r 

■J 

42 
X  6 

6 

9,643 
X  8 

Mi  I 

A 

336 

C 

306 

A 

18,531 

C 

72,624 

P 

633 

D 

636 

B 

77,144 

D 

72,482,41 

;?r C I  FOR  E  S  E 
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DIAGNOSTIC  EVALUATION 


WHOLE  NUrib£f<  OP£f(ATlONi 


Multiply  Whole  Numbers  (2.1.3) 
Part  IV 


1.  92 

X  72 

A  6.498        C  6,624 
B  828          D  263 

I  t17  ! 

4  852 
X  25 

A  263,580      C.  5,964 
B  21,300        D  2,481 

o  "71 

X  68 

A  4,828        C  994 
B   1,210        D  295 

M7 

5  187 

X  73 

A,  70,1 :0      C.  1,284 

B.  1,870        D  13,551 

ne 

3  34 

X  85 

A  442          C  341 
B  4,447        D  2,890 

6  6,254 

A  4,343,528   C  43,778 
B  212,636      D.  20,485 

170 
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II -ICO 


PGC/SPED  1989 


SKILL  SHEET 


2.  \  .3  nuLTiPLN  wnaE  numbers 

Ml  RECALL  MULTIPLICATION  NUMBER  FACTS 


m 

A 


if 

i 


if 


Multiply 


t.  4X2  =  . 
2.  5X4=. 
1X8=. 
7X3  = 
5X5  = 
8X4  = 


3. 
4. 
5. 
6. 
7. 


2X0  = 

8.  6X5  = 

9.  2X9  = 
10.  3X3  = 


11  8 

X8 

12.  6 
X  7 

13. 

5 

X  9 

14. 

10 
X  4 

15. 

11 
X  2 

if 
il 


IP 
11 


BViaViaVeJ.C3VC3Y«  P.G.  -./sped  1989 


ERJC  g-c.i.  'OR  E-S-E- 


SKILL  SHEET 


A  a  2.1.3  MULTIPLY  WHOLE  NUhBERS 

MULTIPLY  1-DIGIT  BOTTOM  NUMBER  TIMES  ?-DIGIT 
TOP  NUMBER,  NO  REGROUPING 


Multiply 


1. 


24 

X  2 


A 


71 
X  9 


,  A 


if 


42 

X  3 


|0 


A 


81 

X  5 


54 
X  2 


73 
X  3 


> 


A  Li 


AS 


ii 

11 


B\aviavtt.cay=  p.g.c./sped  1989 


gp|^E.C.I.  FOR  E.S.E. 


174- 


II-lOA 


P.G.C./SPED  1989 


?ca  2.1.3  MULTIPLY  WHOLE  NUMBERS  .,„.,otrn  Tiiufirc;  niGIT 

1  M4    MULTIPLY  1-DIGIT  BOTTOM  NUMBER  TIMES  .-DIGIT 
TOP  NUMBER,  REGROUPING 


SKILL  SHEET 


A  C9 


Multiply 


1. 


36 
X  5 


59 
X  3 


4. 


28 
X  6 


i 


3. 


82 
X  7 


54 
X  8 


6. 


98 
X  5 


m 

m 


f 


^0 


■  m 

mmmmmmwmwmmwmm 

BVBVB.iaVCaVD.  P.G.C./SPED  1989 


Ifii 


I W  2.1 .3  MULTIPLY  WMOLE  NUMBERS 

M5    MULTIPLY  1-DIGIT  BOTTOM  NUMBER  TIMES 
3  OR  4  DIGIT  TOP  NUMBER,  REGROUPING 


ERIC 


Multiply 


365 
X  6 


5. 


832 
X  7 


6  782 
X  5 


11  < 


11-106 


E.C.I.  FOR  E.S.E. 
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SKILL  SHEET 


2.1.3  MULTIPLY  WHOLE  NUhBERS 


M6    MULTIPLY  2-DIGIT  BOTTOM  NUMBER  TIMES  2-D16IT 
TOP  NUMBER,  REGROUPING 


m 

A. 


m 


13. 


Multiply 


-K2 


X23 


72 
X  96 


45 
X36 


28 
X  15 


5. 


61 

X  89 


19 
X27 


■Is 


<as  n.ii 


mi 


|U,%yBVtSv'tS\MVC3V=  p.G.C./SPED  1989 


O      E.C.I.  FOR  E.S.E. 

ERIC 


11-107 

n 


'  if 


SKILL  SHEET 


2.1.3  MULTIPLY  WHOLE  NUMBERS 
M7    MULTIPLY  2-DIGIT  BOTTOM  NUMBER  TIMES  UP  TO  4- 


ii 


^2, 


ii 

11- 


IP 


DIGIT  TOP  NUMBER,  REGROUPING 


Multiply 


254 
X36 


876 
X  21 


258 
X52 


329 
X25 


8,254 
X  62 


6. 


7,599 
X  48 


m 
ii 


■'1 


O  11-108  »     r  /?.v/.n  19B9 
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K      Divide  Whc  :e  Numbers  (2.1 .4) 

Part  I 


Dl 


2)  6 


6  )  36 


A  A  C  3 


A  A 


C  7 


B   12  D  2 


B  6 


D  8 


_CLL 


2.  3)12 


4  )  32 


A  6  C  12 


A   10  C  8 


B.  2  DA 


B  4 


D  6 


D1 


Dl  I 


3. 


7  )  21 


6. 


9  )  45 


A  b 
B  3 


C.  2 

D.  5 


A  5 

B  10 


ERIC 


C.I.FOPE.S.E. 


1  "yn 
11-109 


C  6 
D  A 


P6C  /SPED  1989 


Divide  Whole  Numbers  (2.1.4) 
Part  M 


D2 

D4  ! 

1 

9  )  72 

5 

3)618 

A 

9 

C 

2 

A 

216 

C 

26 

B 

8 

D 

3 

B 

20 

D 

206 

D2 

D5 

A. 

8  ) 

48 

6. 

8  )  992 

A 

8 

c 

6 

A 

24 

c 

240 

B, 

1 

D 

9 

B 

124 

D, 

214 

D2 

i 

2  ) 

86 

7 

Q  )  lAl 

A 

13 

C. 

34 

A, 

83 

r 

69 

R 
u 

14 

D. 

43 

R 

u 

8Q 

D 

70 

A. 

7  ) 

147 

8 

6  )  42e 

A 

71 

C. 

27 

A. 

82 

C  78 

B. 

21 

D 

12 

B 

71 

D  81 

11-110 
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DiAGNOiTiC  EVALUATION 


WHOLE  NUMBER  OPEf^ATiONi 


Divide  Whole  Numbers  (2.\.4) 
Part  II,  cont. 


hi,: 

9             54  )  324 

12 

8  )6,416 

A  5             C  101 

A 

L    Z  1  o 

B  6  Dill 

B 

820 

D  280 



D6 

Do 

10.  7)2,842 

13 

31  ) 

341 

A  264         C  40'=. 

A 

1  1 

C  101 

B  461          D  20b 

B 

110 

D  12 

11.            5  ;4.505 

14 

49  )  735 

A.  90             C.  901 

A 

51 

C  13 

B   109           D.  190 

B 

5 

D  15 

O   E  C  I  FORE  SE 


isi 
11-111 


P  6C  /SPCD  ise9 


DIAGMOSTIC  EVALUATION! 


Divide  Whole  Numbers  (2.1.4) 
Part  ii; 


D3 


6)  52 


A  ^ 
B  6 


C 
D 


5  r2 

6  r2 


3)  42 


A  1 1  n 
B  ion 


c  1  1 
D  14 


D5 


9)  735 


A 
B 


81  r6 
8  rS 


C 
D 


7  r8 
42  r6 


i 


6)  822 


A  137 
E    173 r4 


C  144r2 
D   104 r2 


A  1,219r4  C  e.107r4 
B   1,142  r2    D   1.216  rl 


D7 


4)2.196 


A  251  rl 
B  549 


C  552 rl 
D  564 


ERIC 


ECI.FOPESE 


IT-112 


112 


pec  /SPED  1989 


Divide  Whole  Numbers  (2.1.4) 
Port  IV 


D10 


18) 395 


A  22r2       C  20 
B  22  D  20 r2 


D10 


2. 


32) 659 


D9 


26)78 


A  A 
B  3  r4 


C.4r3 
D  3 


D9 


37)  85 


A 
B. 


19  r20 
19 


C.  20 

D.  2Cr19 


25)156 


A.  6 

B.  6r6 


C  16 
D  60  r6 


A. 
B 


r2 


1 1  r2 


2  n  1 


C 

D.  1 1  r3 


6 


42)  99 


A. 
B. 


2r15 
5r2 


C. 
D 


2  r51 
5r2 


O   E.C.I. FORE.se. 

ERIC 
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DIAGNOSTIC  Eva. 'JATION 


WHOlL  'JUIl-ER  Of'ERATlON£. 


Divide  Whole  Numbers  (2.1.4) 
Port  lY,  cont. 


D11  1 

D12| 

7 

23)  2.099 

10 

43)  80,716 

A. 

19  r6       C  91  r6 

A7,118r33  C 

1,836 

B 

91           D  19 

B   1,677  r7  D 

:.',377 

Dl  1 

D12 

8. 

15)5,625 

1  1 

84)49,660 

A 

375  no    C  570  r5 

A.  519  r61  C 

1 95  r  1 6 

B 

408          D.  375 

B.  591  r16  D. 

951 

r16 

D12. 

9 

7b)  1 8,ob4 

1  O 

J  / )  \  ,hUD 

A 

368         C  251  r29 

A  38  C. 

308 

B. 

412  r6      0.  490  r17 

B.  8r3  D 

83 

I 

Q  ^.C.I.FOT.ESE 


PeC/SPED  1989 


SKILL  SHEET 


2,M  DIVIDE  WHaE  NUMBERS 

Dl  RECALL  DIVISION  NUMBER  FACTS 


I 

11 


fi'llM 

V 


Divide 


1.  4  +  2  = 


2. 
3. 
4. 
5. 
6. 


8+  1  = 
7  +  0  = 
4+  1  = 
3  +  3  ^ 
9  +  3  = 


7.  10  +  2  =  . 

8.  16    8  =  . 

9.  12  +  4^, 
10.  20  +  5  = 


11.  4732 


12.    7  763 


13.  6r36 


14.    7  742 


15.  3yT7 


ILG 


ERIC 


IlllililililililiWiilWi 


11-116 


P.C.C./SPED  1989 


SKILL  SHEET 


—  2.1.4  DIVIDE  WHaE  NUMBERS  oiruT 
»i  D2  1-DIGIT  DIVISOR  INTO  2-DIGIT  DIVIDEND,  ALL  SIGHT 
'  DIVISION,  NO  REMAINDERS 


II 

if 


Divide 


65T2 


W- 


5)50 


3)9 


II  3. 


6T48 


2)62 


A)  84 


iC7 


SKILL  SHEET 


2  1  4  DIVIDE  WHOLE  NUMBERS   ,  •  ikiimtdc 

DS    1-DIGIT  DIVISOR  INTO  2-WGIT  DIVIDEND,  REMAINDERS 


ERICe.c.i.  m  E.s.E. 


P.G.C./SPED  1989 


SKILL  SHEET 


»■  2.1.4  DIVIDE  WHaEKUMBERS  •.il/^oTt  v 

R  D4    1-DIGIT  DIVISOR  INTO  3-DIGIT  DIVIDEND,  MOSTLY 
SIGHT  DIVISION,  NO  REMAINDERS 


i^E.C...  FOR  E.S.E. 


m 


SKILL  SHEET 


A  ^5  2.1.4 DIVIDE  WHaE  NUMBERS  ^„„r.,.,.TTs    t^r^KA  A^tJnVD<^ 

H^DS    1-DIGIT  DIVISOR  INTO  3-DIGIT  DIVIDEND,  REMAINDERS 

POSSIBLE  ■  ' 


Divide 


A 


55479 


7)821 


lis. 

11 


3TT20 


6)657 


6)592 


P 
II 

EWC  E.C.I.  FOR  E.S.E. 


1  v> 


F.C.C./SPED  1989 


SKILL  SHEET 


»J  2.1.4  DIVIDE  WHOLE  NUMBERS  .^^...^   a^i^oTi  v 

1)6    1-DIGIT  DIVISOR  INTO  4-DI6IT  DIVIDEND,  MOSTLY 
SIGHT  DIVISION,  NO  REMAINDERS  POSSIBLE 


11 


III! 


IDi 

lllllllllilili' 


ii 


f.C.C/SPED  1989 


SKILL  SHEET 


[ 


Divide  ! 


ill>7'T-DI^™^^^^  INTO  4-DIGIT  DIVIDEND,  REMAINDERS 
II  POSSIBLE 

11  

ii 


7H;187 


if 

L^juK  ci.  rot  i.s.r 


11-122 


if 

IllllililililiPil 

P.C.C./SPEC  1989 


SKILL  SHEET 


T,  m  2.1 .4  DIVIDE  WHOLE  NUMBERS 


D8    2-DIGIT  DIVISOR  INTO  3-DIGIT  DIVIDEND,  NO 
ll^^  REMAINDERS 


ERjC     E.C.I.  FOR  E.S.E. 


:> 
t 

■* 
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P.O. C. /SPED 


V 

1989 


SKILL  SHEET 


2.1.40iVIOE  WHOLE  NUMBERS  *  a  i ,.tiM7no 

l«y  D9    2-DIGIT  DIVISOR  INTO  2-DIGIT  DIVIDEND,  REMAINDERS 

POSSIBLE 


A 


Divide 


ii 

if 
11 


45)98 


isne 


26135 


II - 

ii  3. 


61^69 


if 


37193 


74)97 


it 


k!0 


Eli 


If 

If?; 


E.C.I.  FOR  E.S.E. 

ERIC 
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if 

illilililii 

?.C.C./SPEI)  1989 


if 


SKILL  SHEET 


A  B  2.1  A  DIVIDE  WMULt  NuntJCKs 

nm  DIO  2-DIGIT  DIVISOR  INTO  3-DIGIT  DIVIDEND. 
A  «  REMAINDERS  POSSIBLE 


Divide 


305"965 


4. 


18)983 


42r750 


33  5W 


255580 


51T759 


11 

E^E.C.l.  FOR  E.S.E. 


11 


m 


5  >' 


if 


ii 


11-125 


r.e.C./SPED  1989 


SKILL  SHEET 


2.1.4  DIVIDE  WHOLE  NUMBERS 

Dll    2-DI61T  DIVISOR  INTO  4-DlGlT  DIVIDEND. 
REMAINDERS  POSSIBLE 


ii 


I  11  1 


Divide 


ii 
II 


IDC 


1*?  M 


1 .     23  )  2,099 

4.  61)8,237 

2.     36  )  4,522 

5.  37)1,406 

'3.  55)5,320 

1 
J 

6.  16)6,802 

ii 


11-126 


ErJc**^*^*  ?or  e.s.e. 


P.C.C./SfEO  1989 


SKILL  SHEET 


2.1.4 DIVIDE  WHaENUrlBERS  ,M^rTnT^Mn 
D12    2-DIGIT  DIVISOR  INTO  5-DIGIT  DIVIDEND, 
REMAINDERS  POSSIBLE 


11 


Divide] 


1.     53  )  30,26b 


31  )  75,685 


'10  )  60,382 


64)53,272 


13.  23)Q1,612 


II 


72129,348 


197 
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MIXED  NinGERS/FRACTION  OPiSATIONS 
PRE-TEST  and  POST-TEST 


Name 


Date 


1,    ADD  and  SLTLIFy: 


4 


6.    SUBTRACT  and  SIMPLIFY! 


^  7 
B.    11  i 


C.  1l| 
D. 


2.     ADD  and  SIMPLIFY: 


4 

.3^ 


A.  8| 


c. 


B. 


4 


4 

D.  2^ 


7.    SUBTRACT  and  SIMPLIFY: 


A  fill 

A.  6^ 

B.  5 1 


D.  5^-1 


5.    ADD  and  SIMPLIFY: 


4 

.4 


B.  6| 


C.  6:^ 


D. 


U,    ADD  and  SIMPLIFY: 


4 

1 


A. 


9 
10 


,B.    9  I 


D.    9  I 


5.    ADD  and  SIMPLIFY: 


A.  ^ 


B. 


4 


c.  ^ 

D.  6| 


A. 


C.  ^ 
D. 


4 


B.  2^ 

8.    SUBTRACT  and  SIMPLIFY: 


A.  ^ 

,  1 

B.  \ 


C. 

D.  4 


9.    SUBTRACT  and  SIMPLIFY: 


II 


A. 

B.  4 


C.  2 


12 


D.    2  y 


10.    SUBTRACT  and  SIMPLIFY: 


1 


A. 


B. 


'I 


C. 
D. 


129 


MIXED  NDMBER/FRACTION  OPERATIONS 

PRE-TEST  and  POST-TEST 
(Continuation) 


11.    MULTIPLY  and  SIMPLinf: 


2x1 
7 


A.  3| 

B.  2^ 


C. 
D. 


12.    MULTIPLY  and  SIMPLirf: 


8 


4 

6 


16.  FIND  THE  MISSING  THRM: 

1  N 
7=1^ 

A.  ^ 

B.  6 

G,  12 
D.  8 

17.  FIND  THE  MISCTNG 


6 

iF 


5 
N 


A.  I 
B. 


C. 
D. 


13.    MULTIPLY  and  SIMPLIFY: 


7x| 


A.  7^ 

B.  lj 

^-  i 

D.  2| 

14.    MULTIPLY  and  SIMPLIFY: 


4 


A.  5^ 

B.  2| 


C. 
D. 


15.    MULTIPLY  and  SIMPLIFY: 


'4 


A.  9^ 

1 

B.  7^ 


it 

5 

'I 


C.  r 


D.  2I 


A.  6 

B.  5 

C.  18 

D.  9 

18.  FIND  THE  MISSIN3  TERM: 

N  1 
2^  =  7 

A.  12 

B.  ^ 

C.  6 

D.  2^ 

19.  FIND  THE  MISSING  TERM: 

2 

A. 

B.  8 

C.  2 

D.  16 


20.    FIND  THE  MISSING  TERM: 
8 

N  ^  "l^ 


A.  8 

B.  ^ 

C.  16 

D.  52 


ERJC 


11-130 


DIAGNOSTIC  EVALUATION 


MIXED  NUMBER/FRACTION  OPERATIONS 


Mixed  Number/Fraction  Operations 


Prerequisite  SIcilis 


6 

10 


1.  Circle  the  denominators  that  are  the  number  6. 
6  5  6 


VI 


_3_ 
4 


2.  Circle  the  numerators  that  are  the  number  3.| 

3 
8 


3i 


3 


3_ 
5 


33-  ^ 
3 


Circle  the  letter  to  tell  whether  the  fraction  is 
proper,  improper,  or  mixed. 


Ton 


3.  2 

a.  proper 

b.  improper 

c.  mixed 

4.  5 
4 

a.  proper 

b.  improper 

c.  mixed 

5-  1 

a.  proper 

b.  improper 

c.  mixed 

6-  3 
4 

a.  proper 

b.  improper 

c.  mixed 

7'  6 
7 

a.  proper 

b.  improper 

c.  mixed 

^3 

a.  proper 

b.  improper 

c.  mixed 

E.C.I.FORE.S.E.  *  II-13l200  P.G.C./SPED  1989 

ERIC 


DIAGNOSTIC  EVALUATION 


MIXED  NUMBER/FRACTION  OPERATIONS 


Mixed  Number/Fraction  Operations 
Prerequisite  Skiiis,  cont. 

9.  Change  the  following  improper  fractions  to  proper  fractionsTj 
J.  10  11  7 

5"   y=   W   T=  


_1_ 
2 


2_ 
14 


10.  Circle  the  reduced  fractions. 


3_ 
6 


_3_ 
10 


_1_ 
3 


_3_ 
9 


_1_ 
4 


lR2l 

11.    Reduce  the  following  fractions  to  the  lowest  terms. 

2_  _5  ^  _6_^  _6__  _6_^ 

4  'I   10~I   8  1   20  ^   18   


12.  What  are  the  lowest  common  denominators  for  the  following'^ 


A1 


a. 

b. 

c. 

2_ 

3 

1 

1 

3 

2 

3 

5 

3 

3 

4 

2 

^•1 

5 

f. 

2 

1 

4 

5 

2 

6 

3 

15 

13.  Rename  to  the  given  denominator, 


llil 


a. 

1 

b. 

3 

c.  2 

2 

6 

4 

8 

3 

15 

d. 

3 

e. 

5 

f.  6 

5 

10 

6 

12 

7 

21 
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ERIC 


A 


y 


SKILL  SHEET 


SmiFYiN6  FRACTIONS 

VI    RECOGNIZE  NUMERATOR  AND  DENOMINATOR 


Directions:  Circle  the  numerators. 


1-  A 
3 


4 


Directions:  Circle  the  denominators. 


1. 


_3_ 
6 


__6. 
10 


6_ 


203 


m 


(Iff 


11 


I 


llllllilililililii 

11"*  X 


ERIC 


rOR  E.S.E. 


II 

lllllililil  • 

P.G.C./SPED  1989 


SKILL  SHEET 


SinPLlFYIN'5  FRACTIONS 


Rl    RECOGNIZE  REDUCED  AND  NOT  REDUCED 


Directions:  Circle  the  reduced  fractions. 


8 


3_ 
10 


8 


3. 
7 


204 


ERIC 


yd  ^^ta  VB  vs=  >  » 


P.G.C./SPED  1989 


SKILL  SHEET 


SIMPLIFYING  FRACTIONS 

R2    REDUCE  FRACTIONS  TO  LOWEST  TERMS 


Reduce  these  fractions. 


1 


3. 


2. 

4 


3_ 
6 


16 


.5. 
15 


_6_ 
20 


205 


19 


lb 

it 

if 


m 
II 


B  VB  VOvfi3>C3ys=  ^^1.136  P.G.C./SPED  19B9 


ERIC 


-  y'- — 


SKILL  SHEET 


irSoGS  PROPER  AND  IMPROPER  FRACTIONS  AND 
MIXED  NUMBERS 


Circle  the  improper  fractions. 


2  A 
8 


3 


9_ 
4 


Circle  the  proper  fractions. 


>. 


2  A 
4 


2_ 
7 


_1 
18 


Circle  the  mixed  numbers. 


7 


E.C.I.  fOR  E.S.E. 


^^^^'='  P.G.C. /SPED  1989 

11-137 


SKILL  SHEET 

CrCONVERTlM  FRACTION  TO  MIXED  NUMBER 


Change  to  a  mixed  number. 


6__ 
4 


3 


3.     X  = 
5 


4.  II 


11_ 
10 


5.  Ji 


9__ 
2 


207 


7J 


AO 


11 


mmmmmmmmmmmmm 


ERIC  E.C.I.  fOR  «.s.B. 


DIAGNOSTIC  EVALUATION 


MIXED  NUMBEFVFRACl  ION  OPERATIONS 


Add  Mixed  Numbers  (2.1.5) 
Part  I 


1.  AdcJ  and  simplify: 


A.  J. 
16 

B.  1_ 
4 


C._3_ 
8 

8 


2.  Add  and  simplify. 


A.  J_ 

3 

B.  _1_ 

6 


C._2_ 
6 

9 


_1_ 
4 

+  4 


_1_ 

3 

J_ 
+  3 


A3 


A3 


4.    Add  and  simplify:  _1_ 


A.  J_ 
12 

B.  _5_ 

6 


C.  J_ 
6 

D.  A. 
12 


I  A3 


3.  Add  and  simplify: 


2_ 
10 
_7 
+10 


A.  6_ 
13 

B.  _5_ 
26 


C.  _5_ 
13 

D.  _6_ 
26 


1_ 
6 

_4_ 

+  6 


5.    Add  and  simplify:  _2_ 


2_ 
13 
_3_ 
+13 


XA3] 


A.  _9_ 
20 

B.  _5_ 
10 


C.  _5_ 
20 

D.  _9_ 
10 


6.    Add  and  simplify:  J_ 

8 

_2 

+  8 


A.  _2 

a" 

B.  _2_ 
16 


C.  _3 

16 

D.  _3_ 

8 


ERIC 
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DIAGNOSTIC  EVALUATION 


MIXED  NUMBER/FRACTION  OPERATIONS 


Add  Mixed  Numbers  (2.1.5) 
Part  ii 


1.  Add  and  si/nplify: 


5 

10 


15 
B.2_ 
5 


10 
D.  _3. 
10 


A4 


Add  and  simplify: 


A  _6_ 
14 

B.  J6_ 
21 


C.  21 
14 

D.  _4_ 
14 


7 

+  14 


I  A4 


2.  Add  and  simplify: 


J. 
8 

J_ 
+  4 


5.    Add  and  simplify: 


J_ 
6 

+  12 


A. 

6_  C. 

J_ 

A. 

r 

C. 

4_ 

12 

2 

12 

18 

B. 

_7_  D. 

_6_ 

B. 

4_ 

D. 

_2_ 

8 

8 

12 

9 

1  A4 

LmJ 

3. 

Add  and  simplify: 

_2_ 

6. 

Add  and  simplify; 

1 

3 

2 

J_ 

_1 

+  6 

+  4 

A. 

J_ 

A. 

2_ 

C. 

_3_ 

9 

6 

6 

4 

B. 

J_ 

B. 

J_ 

D. 

J_ 

6 

6 

4 

6 

E.C.I.FORE.S.E.  11-140     20'ij  P.G.C./SPED1989 

ERIC 
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MIXED  NUMBER/FRACTION  OPERATIONS 


Add  Mixed  Numbers  (2.1.5) 
Part  Ml 


I  A5 


1.  Add  and  simplify: 


6JL 
5 

3-L 
+  5 


B. 


10 


9  J_ 
5 


9  J- 
10 


I  A5 


2.  Add  and  simplify: 


si- 
is 

3  JL 

+  13 


4.    Add  and  simplify:     ^  1 

10 

3i- 
+  10 


A. 

C. 

7 

JL 
10 

7 

_7_ 

20 

B. 

D. 

7 

_6_ 

20 

7 

6_ 
10 

A. 

C. 

A. 

3 

12 

13 

B. 

D. 

B. 

8-1 

8-2- 

3 

13 

26 

5.    Add  and  simplify:    2  -i- 

9 


1  ± 
+  9 


c. 


_2. 
9 

9 


3^ 
18 


D. 


18 


HI 


I  A5 


3.  Add  and  simplify: 


6-L 


6.    Add  and  simplify:     ^  J_ 


2  J- 
h  3 


12i_ 
14 

B. 

14 


C. 
D. 

12  A 
7 


A. 

C. 

7 

2 
3 

7 

3 

B. 

D. 

7 

2 
6 

7 

3 
6 

FRir 
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DIAGNOSTIC  EVALUATION 


MIXED  NUMBER4=RACTI0N  OPERATIONS 


Add  Mixed  Numbers  (2.1.5) 
Part  IV 


1  A6 

Lag] 

1.  Add  and  simplify: 

6 

5 

4.    Add  and  simplify: 

7 

3 

12 

12 

5. 

+ 

1 
6 

4 

+ 

1 
2 

A. 

C. 

A. 

C. 

11JL. 

12 

11 

4 
12 

11-1 
14 

11  J- 
4 

B. 

D. 

B. 

D. 

12 

11 

5 
12 

11_i 
24 

12 

1  A6 

La6] 

2.  Add  and  simplify: 

8 

±_ 

5.    Add  and  simplify: 

2 

J_ 

4 

3 

5 

+ 

1 
5 

1  . 

+ 

2 
4 

A. 

C. 

A. 

C. 

20 

13 

J_ 

20 

7 

3i0 
12 

B. 

D. 

B. 

D. 

9 

13 

2_ 

20 

3-L 
6 

3  J- 
12 

i  A6 

A6 

3.  Add  and  simplify: 

3 

5 
8 

6.    Add  and  simplify: 

2 

_4_ 

12 

5 

+ 

1 
4 

1 

+ 

6 
12 

A. 

C. 

A. 

C. 

eJL 

12 

8 

7 
8 

3  10 
24 

3-1 
6 

B. 

D. 

B. 

D. 

8 

8 

5 

12 

3  Jl 
12 

3A 
6 
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V 


11-144 


P.G.C./SPED  1989 


A 


A 


7 


SKILL  SHEET 


2.1.5  ADD  MIXED  NUMBERS 

A2    RENAME  FRACTIONS  TO  A  GIVEN  DENOMINATOR 


Rename  these  fractions. 


3 


2-    _3  =.  _ 
4 


12 


3.     _2  ^   

5 


4. 


6 


10 


16 


7 


21 


ERIC 


l.C.l.  FOR  E.S.E. 
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SKILL  SHEET 


2.1.5  ADD  MIXED  NUMBERS 

A3    ADD  FRACTIONS  WITH  LIKE  DENOMINATORS  AND 
SIMPLIFY 


6i 


A. 


ii 


JL 

3 

+  3 


2_ 
+  4 


10 
+  10 


Add  and  simplify. 


5 

3 


12 


_6_ 
+  12 


M 

V 


V 


1^' 


if 

If; 


<3    E.C.l.  FOR  E.S.E. 
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SKILL  SHEET 


_  V  2.1 .5  ADD  MIXED  NUMBERS 
AH  A4    ADD  FRACTIONS  WITH  UNLIKE  DENOMINATORS 
^"'^  SIMPLIFY 


i 


m 


V  - 


•vJD 


Add  and  simplify. 


+  6 


J_ 
6 


+  12 


8 

+  A 


8 


+  16 


O   E.C.I.  rOR  E.S.E. 
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SKILL  SHEET 


2.1.5  ADu  MIXED  NUMBERS 
AC    ADD  MIXED  NUMBERS  WITH  LIKE  DENOMINATORS 
AND  SIMPLIFY 


^ 


II 


it 


Add  and  simplify. 


"^■^  I.- 


i  1 

^  3 

4 

4 

2-  ,  1 
'  9 

*  2- 

f 

4 

*  6 

0 

it 

fc>  fr?. 


If; 


11-148 
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SKILL  SHEET 


j  V  2 . 1 .5  ADD  MIXED  NUMBERS 

AlitA6    ADD  MIXED  NUMBERS  WITH  UNLIKE  DENOMINATORS 
AND  SIMPLIFY 


m 


ilk 


ii 


if 
if 

if 


Add  and  simplify. 


'  7- 
'  12 


^'  3 

^  3 
^  2 


0  6 

♦ 

5-!- 


2  ft 


♦ 

4  1 


2L 


o 


i 
i 

I 


ERIC 
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DIAGNOSTIC  EVALUATION 


MIXED  NUMBEFVFRACTION  OPERATIONS 


• 


-  € 


s 
I 


Subtract  Mixed  Numbers  (2.1.6) 
Part  I 


I  S3 


1.  Subtract  and 
simplify: 


_3_ 

8 

8 


4. 


Subtract  and 
simplify: 


8 

B.  J_ 
16 


C.  _1_ 

8 

D.  _5. 
16 


6_ 
7 
2_ 
7 


A.  _8. 
14 

B.  ± 
7 


C.  4_ 
14 

D.  _3_ 

7 


I  S3 


2.  Subtract  and 
simplify: 


4_ 
5 

5 


5.  Subtract  and 
simplify: 


10 
_1_ 
10 


A.  2_ 
5 

B.  _6_ 

5 


C.  J_ 

10 

D.  6_ 
10 


A.  _9_ 
10 

B.  _7_ 
20 


C.  _6_ 
10 

D.  7_ 
10 


-[S3] 


I  S3 


3.  Subtract  and 
simplify: 


_8_ 
12 
_6_ 
12 


6.  Subtract  and 
simplify: 


9_ 
15 
_6_ 
15 


A.  14_ 
12 

B.  2_ 
12 


C.  _1_ 

6 

D.  _2_ 

7 


A.  3 

C. 

1 

15 

10 

B.  3 

D. 

.  1 

30 

5 

EC.I.FORE.S.E. 
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DIAGNOSTIC  EVALUATION 


MIXED  NUMBER/FRACTION  OPERATIONS 


Subtract  Mixed  Numbers  (2.1.6) 
Part  II 


|S4 

1.  Subtract  and 

cimn    J  8 

oil  lip     /•  ^ 

JL 
4 

4.  Subtract  and 

simplify:  18 

1 
6 

A.  1  ^JL 
2  8 

B.  6                   D.  5 
12  12 

A    7              C  5 
"18  18 
B.  7             D.  5 
6  6 

1  S4 

2.  Subtract  and  ±_ 

Qimr^lifv*  5 
oil  1  iiM^iiiy .  ^ 

_i_ 

10 

5.  Subtract  and  _4_ 

simplify:    6 

1 
2 

A.  3  C.J_ 
10  10 

B.  JL                  D.  _3. 
10  5 

A.  3             C.  1 
6  6 

B.  3             D  2 
4  6 

3.  Subtract  and  ±_ 
simplify:                   »_  5 

J, 
15 

A.  9                   C.  J_ 
15  15 

B.  1                   D.  3 
15  5 

6.  Subtract  and 

simplify:    7 

o 
c. 

14 

A.  4             C.  10 
14  14 

B.  5             D.  4 
7  7 

11-152  P.G.C./SPED1989 
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DiAGNOSTiC  EVALUATION 


MIXED  NUMBER/FRACTION  OPERATIONS 


Subtract  Mixed  Numbers  (2.1.6) 
Part  ill 


1 .  Subtract  and 
simplify: 


HI 


9^ 


4 


4.  Subtract  and 
simplify: 


C. 


B. 


10 


7-^ 


A. 

C. 

3 

_1_ 
4 

3i 

B. 

D. 

3 

5 
8 

3i 

I  85 


2.  Subtract  and 
simplify: 


5.  Subtract  and 
simplify: 


1-2- 


C. 


B. 

5^ 


5-J- 
6 


D. 


5^ 


A. 

C. 

4 

X 

14 

B. 

D. 

4 

4 
7 

THl 


35 


3.  Subtract  and 
simplify: 


18 


6.  Subtract  and 
simplify: 


C. 


18 

B. 


D. 


A. 


'4 


B. 


D. 


1-9 
12 


ERIC 


E.C.i.FORE.S.E. 


11-153 


P.G.C./SPED1989 


DIAGNOSTIC  EVALUATION 


MIXED  NUMBER/FRACTION  OPERATIONS 


Subtract  Mixed  Numbers  (2.1.6) 
Part  IV 


HI] 


I  S6 


1.  Subtract  and 
simplify: 


10 


10 


B. 


D. 


10 


10 


4.  Subtract  and 
simplify: 


A. 


C. 


B. 


1-8 
12 


1  ^ 
12 


1-7 
12 


S6 


2.  Subtract  and 
simplify: 


5.  Subtract  and 
simplify: 


9 
2 


2 

J_ 
9 


A. 

C. 

3  ■ 

1 

12 

B. 

D. 

7 

3 

3 

12 

3.  Subtract  and 

simplify: 

A. 

C. 

12 

1 

1 
2 

B. 

D. 

1 

5 

12 

7^ 
18 


B. 


D. 


18 


7-L 
18 


Hi 


^1- 


Subtract  and 

3 

simplify: 

A. 

C. 

3 

6 

20 

B. 

D. 

3  1^ 

3 

1 

20 

2 

^^.^^n^oe-  11-154  P.G.C./SPED1989 
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2.1.6  SUBTRACT  MIXED  NUMBERS 


to  S3    SUBTRACT  FRACTIONS  WITH  LIKE  DENOMINATORS 


A 


A 


■9 


m 


AND  SIMPLIFY 


1. 


Subtract  and  simplify. 


8 
3 


-  8 


H 
H 


4. 


8 


10 

_6_ 
-  10 


15 
1 

-  15 


«  f' 
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2.1.6  SUBTRACT  tllXED  NUMBERS 


r,«4jjS5    SUBTRACT  MIXED  NUMBERS  WITH  LIKE 
^  DENOMINATORS  AND  SIMPLIFY 


V 


A 


i 


m 


V 


5-1 


Subtract  and  simplify 


10 1 


5i 


5. 


6  12 

■*  12 


ll 


if 


4 


V 


E.C.l.  FOR  E.S.E. 
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SKILL  SHEET 


AD  2,1.6  SUBTRACT  MIXED  NUMBERS 

S6    SUBTRACT  MIXED  NUMBERS  WITH  UNLILE 


DENOMINATORS  AND  SIMPLIFY 


Subtract  and  simplify. 


A 


5' 


9 


20 


2. 


am 


6 


10 


20 


11^ 

'a 


5. 


5 


2 


3 
1 


2^ 


•f 


lit*  Ui 


8 


lllllpllilililililil 
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DIAGNOSTIC  EVALUATION  MIXED  NUMBER/FRACTION  OPERATIONS 

1^  Multiply  a  Whole  Number  by  a  Fraction  (2.1.7) 


1.  Multiply  and 
simplify: 

4..  Multiply  and 
Qifnolif  v 

LMIj 

3 

2 

TX  3  = 

A.  5         C.  15 
15  5 

A.  6            C.  2 
3 

B.  3          D.  15 
25 

B.  3            D.  2 
6  9 

— "TTS'il 

[Ml 

LMU 

2.   Multiply  and 
sinnplify: 

5.  Multiply  and 
simplify: 

4x4"  = 

I-X8  . 

A.  4          C.  2 
8  4 

A.  16           C.  2 
3  24 

B.  1           D.  1 
8  2 

R      1             D  1 
^3  12 

[Mlj 

3.   Multiply  and 
simplify: 

6.  Multiply  and 
simplify: 

6x|-« 
4 

A.  6          C.  5 
35  42 

A.  4             C.  18 
18  4 

B.  t-  5       D.  35 

B.  2             D.  1 

ERIC 
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2.1.7  MULTIPLY  A  WHOLE  NUMBER  BY  A  FRACTION 
^  Ml    MULTIPLY  A  WHOLE  NUMBER  BY  A  FRACTION 


ii 


if 


A 


Ml- 
ii 
11 


ii 


1. 


3. 


Multiply  and  simplify. 


X  3  = 


6 


X  5  = 


6  X 


4X-L 
6 


X  3  = 


2u0 


it 


if 


ii 

.4. 


m 


^1 


O  ~,C.I,  FOR  E.S.E, 
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DiAGNOSTiC  EVALUATION 


MIXED  NUMBEfVFRACTION  OPERATIONS 


Find  a  Missing  Term  In  a  Proportion  (2.1.13) 


1.  Find  the  missing  term. 


_N 
3 


2_ 
6 


2.  Find  the  missing  term. 


2 


Ji 

14 


4.   Find  the  missing  term. 

3_  ^  ^ 
N  "  10 


5.  Find  the  missing  term. 


2_ 
3 


_6_ 
N 


3.  Find  the  missing  term. 


N 
10 


_14 

20 


6.  Find  the  missing  term. 


3_ 
N 


15 
45 


E.C.I.FORE.S.E 
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2.1.13  FIND  THE  MISSING  TERM  IN  A  PROPORTION 

Tl    FIND  THE  MISSING  TERM  IN  A  PROPORTION 


Find  the  missing  term. 


1. 


N  10 


2. 


J_=ziL 

2  M 


3.      N_  M 


If 


10  20 


V 

m 


2, 
3 


N 


5. 


3  6 


ii 

>.  o 


ii 


2.C.I.  ran  E.s.E. 
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DECIMAL  OPERATIOSS 
PRZ-TEST  and  POST-TEST 


Name 


Date 


1.  ADD: 

A. 
B. 
C. 
O. 


109.77 
527.38 
109.67 
526.38 


2.  ADD: 


A.  56.92 

B.  57.64 

C.  57.74 

D.  57.54 


3.  ADD: 

A. 

B. 
C. 
D. 


195.30 
195.20 
194.30 
194.20 


4.  ADD: 


A.  29.19 

B.  21.44 

C.  22.44 

D.  29.29 


5.  SUBTRf.CT: 

A.  1.551 

B.  155.1 

C.  .1551 

D.  15.51 


462.9 
4  63.48 


12.8 
1.35 
+  43.49 


163.82 
+  31.48 


99.59 
-84.08 


6.  SUBTRACT: 

A.  258 

B.  25.8 

C.  2.58 

D.  0.258 


7.  SUBTRACT: 


A.  1.002 

B.  10.02 

C.  100.2 

D.  .1002 


8.  SUBTRACT: 


A. 
B. 
C. 
D. 


41. U 
4.111 
411.1 
.4111 


9.  MULTIPLY: 

A.  6643.1 

B.  6633.1 

C.  6743.1 

D.  6733.1 

10.  MULTIPLY: 


A. 
B. 
C. 
D. 


133.12 
133.22 
132.12 
13  312 


50.09 
-  8.98 


234 


11-169 


DECIMAL  OPESAIIOHS 

PRE-TEST  and  POST-TEST 
(Continuation) 


U.  MULTIPLY: 


A. 
B. 

C. 

D. 


1.282 
6.80 
1.292 
12.92 


12.  MULTIPLY: 


A. 
B. 
C. 
D. 


76.67 
44.198 
7.667 
441.98 


13.  DIVIDE: 


A.  4.6 

B.  0.46 

C.  46 

D.  5.6 


14.  DIVIDE: 


A.  0.681 

B.  681 

C.  68.1 

D.  6.81 


15.  DIVIDE: 


A.  .145 

B.  14.5 

C.  1.45 
n.  145 


.68 
xl.9 


33)151.8 


5)34.05 


8)11.60 


16.  niVIDE: 


A.  0.021 

B.  0.21 

C.  2.1 

D.  21 


17.  SOLVE: 


A.  2.08 

B.  20.8 

C.  208 

D.  21.8 


18.  SOLVE: 


A.  186.3 

B.  185.3 

C.  18.53 

D.  18.63 


19.  SOLVE: 


A.  2540 

B.  254 

C.  25.4 

D.  2.54 


20.  SOLVE: 


A.  12 o4 

B.  124 

C.  1.24 

D.  1240 


4).  84 


65Z  of  32  -  ? 


3Z  of  621  -  ? 


20Z  of  127  -  ? 


20Z  of  62  -  ? 


II-3.70  235 


DIAGNOSTIC  EVALUATION 


DECIMAL  OPERATIONS 


;  Mwt  I 
■MI.OI  I 

•iUL  I 


Add  Decimals  (2.1.8) 


1.  Select  the  problem  that  is 
the  same. 


.3  +  3.4  = 


4.  Add 


.3 
+  .5 


A.  .3 


B.  3. 


C.  .3 


2.   Select  the  problem  that  is 
the  same. 


3.54  +  6.25  +  .30  = 


A.  3.54 

62.5 


B.  3.54 
6.25 


C.  3.54 
62.50 
-30 


A.  .8 

B.  8 


5.  Add 


C.  .9 

D.  .6 


1.7 
3.2 
+  3.0 


V  8.7 
B.  7.9 


C.  9.7 

D.  6.8 


Wi. 


3.   Select  the 
the  ,*  ame. 


'oblem  that  is 


6.  Add 


5.2  +  25  +  1.2 


6.25  +  .54  +  20  = 


A.  6.25 
.54 


B.  62.6 
5.4 


C.  62.50 
5.40 
^  .20 


A.  8.9 

B.  6.4 


C.  9.7 

D.  7.9 


TadT] 


2i' 
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DECIMAL  OPERATIONS 


Add  Decimals  (2.1.8),  cont. 


TaD3 


7.  Add 


.53  +  4.35 


A.  48.4 

B.  84.4 


C.  8.48 

D.  4.88 


8.  Add 


24.28 
+  52.61 


A. 
B. 


76.89 
7.689 


C.  7.689 

D.  87.98 


AD2 


9.  Add 


1^ 


10.  Add 


1.5 
+  53.9 


A.  44.5 

B.  5.54 


C.  55.4 

D.  54.5 


11.  Add 


.7  +  .6  +  8.3  = 


A. 
B. 


8.5 
8.6 


C. 
D. 


6.9 
9.6 


6.23  +  2.74 


A. 
S. 


89.7 
78.9 


C. 
D. 


8.97 
9.87 


12.  Add 


4.8 
2.5 
+  .4 


A. 
B. 


6.7 
77 


C.  7.7 

D.  6.5 


O 


ERIC 
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DIAGNOSTIC  EVALUATION 


DECIMAL  OPERATIONS 


Add  Decimals  (2.1.8),  cont. 


13.  Add 


1.23  +  .87 


A.  21.0      C.  2.10 

B.  12.1       D.  2.01 


LAD4 


17.  Circle  the  number  that  is 
the  same. 


750.0 


A.  750      C.  705 

B.  75        D.  700 


14  Add 


67.83 
+  49.68 


A.  11.751  C.  151.7 

B.  ^^7.6^  D.  711.15 


15.  Add 


.43  +  82.69  = 


A.  83.12    C.  82.31 

B.  81.32    D.  60.00 


|AD^ 


18.   Circle  the  number  that  is 
the  same. 


405.00 


A.  45        C.  450 

B.  405       D.  400.00 


19.  Circle  the  number  tnat  is 
the  same. 


54.70 


A.  54.8      C.  54.7 

B.  54.00     D.  54 


16.  Circle  the  number  that  is 
the  same. 


in 


165.00 


A.  065 

B.  065. 


C.  65 

D.  60.00 


20.   Circle  the  number  that  is 
the  same. 


92.30 


A.  92        C.  92.30 

B.  92.00    D.  92.3 


EC.I.FORE.S.E. 
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M8.0I 

+  q.3B 


2.1.8  ADD  DECIHALS 


V 


SKILL  SHEET 


2ZD 


ERIC 
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M.F.H.T. 

H8.0I 
+  q.3B 


SKILL  SHEET 


ii-ii  M  2.1  -8  ADD  DECIMALS 
o  V  oDl    WRITE  NUMBERS  IN  A  COLUMN  ACCORDING  TO 
DECIMAL  PLACES 


Directions:  Rewrite  the  following  addition 
problems  in  a  vertical  format.  


1.  38.57  *  6.54+  120.1 


ii 

A  ^ 


«?  2.  54.84  »  .57  •  67.3  = 


A 


4.  .56  *  6.42  *  1 25.50  = 


5.  .8*2.1  *6.3*e  = 


3.  .3  *  6.25  ♦  .8  ♦  .9 


if 

m 


6.   1.01  ♦  10.1  *  10  = 


11 

if 


{1 


fit  i  p: 


if 

il 


ERIC 


—  ii 


B.C.I.  FOR  z.s.t:. 
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l'W.I1T. 


m  i  H8.0I 
i  +  q.3E 


SKILL  SHEET 


Ji  2.1.8  ADD  DECIMALS  _         .  ^„ 

V  ADl    ADD  UP  TO  3  NUMBERS  WITH  1  DECIMAL  PLACE 
WITHOUT  REGROUPING 
ADS    ADD  2  NUMBERS  WITH  2  DECIMAL  PLACES  WITHOUT 
REGROUPING 


i5 


A 


1. 


't 


A 


.6 
3.0 
♦  .2 


2. 


2.50 
♦  .18 


V 


if'. 


.3 
3.5 
♦  6.1 


™~     E.C.I.  fOR  E.8.B 


Add 


4      7.3  ♦  2.5  = 


5.      6.86*3.13  = 


6. 


5.62 
♦  4.37 


2-Ll 


fit 


if 


limililililiiililiiilifii 
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4}M  f«cie«fi»;^s^, 

»V  !  M.F.M.T. 

H8.0I 
+  q.3B 


SKILL  SHEET 


Ei  2.1.8  ADD  DECIMALS 

AD2  ADD  UP  TO  3  NUMBERS  WITH  1  DECIMAL  PLACE 
113  WITH  REGROUPING 

AD4    ADD  2  NUMBERS  WITH  2  DECIMAL  PLACES  WITH 
REGROUPING 


Add 


1. 


6.85 
♦  5.37 


ERIC 


il 

I.C.I.  VOR  E.S.E. 


5.      7.47  ♦  7.67  = 


6. 


3.64 
8.59 


2 


lllllililiiilililiiifif 
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H8.0I 


A 


1^ 


if 


SKILL  SHEET 


2.1.8  ADD  DECIMALS 

Zl    RECOGNIZE  THAT  WITH  ANY  DECIMAL  ENDING  IN 
ZERO(S),  THE  ZERO(S)  MAY  BE  DROPPED 


Directions:  Are  these  numbers  equivalent? 

V/ri te  yes  or  no.  


1.  5.50  and  5.5 

2.  17.100  and  17.1 

3.  131.0  and  131 

4.  63.03  and  63.0300 

5.  25.3  and  253 

6.  47.92  and  479.2 

7.  64.4  and  64.40 


MM 


V 


1 1 


C  t' 

4 11 


II 


«.r  T.  TOR  E.S.E. 
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DIAGNOSTIC  EVALUATION 


DECIMAL  OPERATIONS 


:  fvnt 

m 


Subtract  Decimals  (2.1.9) 


LSD1 

ISD3I 

1 .  Subtract 

6.9 

4.  Subtract 

15.62 

-  3.4 

-  13.31 

A.  3.5 

C.  35 

A.  2.13 

C.  12.3 

B.  3.6 

D.  5.3 

B.  23.1 

D.  2.31 

2.  Subtract 


A.  60 

B.  5 


3.  Subtract 


A.  2.3 

B.  32 


5.6 
.6 


C.  50 

D.  6 


13.7 
-  10.5 


C.  3.2 

D.  3.3 


1di 


5.  Subtract 


64.88 
■  51.35 


A. 
B. 


13.53 
15.33 


C.  13.35 

D.  15.53 


6.  Subtract 


8.54 
.22 


A.  8.23 

B.  8.32 


C.  83.2 

D.  82.3 


2 
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DIAGNOSTIC  EVALUATION 


DECIMAL  OPERATIONS 


Subtract  Decimals  (2.1.9),  cont. 


isoa 

ISD4J 

7  Subtract 

84.2 
-  2.9 

10. 

Subtract 

14.65 
-  10.70 

A.  83.1 

B.  80.3 

C.  38.1 

D.  81.3 

A.  3.95 

B.  2.95 

C.  39.5 

D.  29.5 

tSD2 

|SD4| 

8.  Subtract 

67.3 

-  ir  s 

11. 

Subtract 

4r.54 
-  25.96 

A.  45.5 

B.  50.4 

C.  54.5 

D.  54.4 

A.  22.85 

B.  23.58 

C.  22.58 

D.  21.85 

|SD2 

|SD4 

9.  Subtract 

54.2 
'  9.8 

12. 

Subtract 

58.24 
-  6.48 

A.  4.44 

B.  44.4 

C.  40.4 

D.  41.4 

A.  57.66 

B.  55.67 

C.  51.76 

D.  52.76 

E.C.I.FORE.S.E. 
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A  B    ^i) 


CSV  ;  M.F.M.T. 


H£.OI 
-1.38 


SKILL  SHEET 


2.1.9  SUBTRACT  DEC'IALS 

SDl  SUBTRACT  2  NUMBERS  WITH  ONE  DECIMAL  PLACE 
AR  WITHOUT  REGROUPING 

SD3    SUBTRACT  2  NUMBERS  WITH  TWO  DECIMAL 
PLACES  WITHOUT  REGROUPING 


V 


Subtr&ct 


Y 


i 


il 


ERIC 


m 


1. 

6.9 

4 

57.38 

-  2.9 

-  2414 

2. 

6.89 

5. 

2.8 

-  .35 

-  .6 

3. 

28.67 

6. 

7.6 

1 

1 

1 

-  4.5 

-  3.3 

i 


if 
il 

if 


E.C.I.  f<1H  E.S.E. 
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>.  E9  ..... 


M.F.M.T. 


A. 


HS.OI 
- 1.38 


SKILL  SHEET 


„  „  „  2.1 .9  SUBTRACT  DECIMALS 

SD2    SUBTRACT  2  NUMBERS  WITH  ONE  DECIMAL  PLACE 

WITH  REGROUPING 
SD4    SUBTRACT  2  NUMBERS  WITH  UP  TO  TWO  DECIMAL 
ijjifnl  PLACES  WITH  REGROUPING 


Subtract 


1. 


7.3 
5.9 


11 


2. 


8.50 
6.47 


ii 


64.34 
-21.56 


ERIC 


t.C.l.  FOR  E.S.E. 


4. 


7.53 
.82 


6.3 
.8 


43.2 
-  1.8 


9  ' ' 


lililiiililiiiilililiiiii' 
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^i'  2.1.9  SUBTRACT  DECIMALS 
A  la  Zl    RECOGNIZE  THAT  WITH  ANY  DECIMAL  ENDING  IN 
'•J?        ZERO(S),  THE  ZERO(S)  MAY  3E  DROPPED 


i 


V 


V 


if 


if 


Directions:  Choose  the  number  equivalent 
to  the  one  given. 


1. 


7.50 


A.  75 

B.  7.05 

C.  750 

D.  7.5 


.100 


A.  10 

B.  .1 

C.  .001 

D.  100 


41.60 


if 

llilllililililililiiilililiiili 


A.  416 

B.  4160 

C.  4.16 

D.  41.6 


4 


3.640 


A.  364 

B.  3.604 

C.  3.64 

D.  36.4 


A.  .09 
.9 

C.  9.0 

D.  90 


L5:22J 


A.  800 

B.  8 

C.  .800 

D.  .60 


.*.  D 


m 


ill 


il 
II 

il 


O      B.C.I.  FOR  E.S.E. 
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DIAGNOSTIC  EVALUATION 


DECIMAL  OFERATiONS 


• 


Multiply  Decimals  (2.1.10) 

(MDl 

1,  Tell  how  many  decima!  places 

should  be  in  the  answer. 

the  answer. 

7,25 

4.7 

X 

4.3 

X  1.3 

A.  1 

C.  3 

A.  6.11      C.  .611 

B.  2 


D.4 


B.  61.1      D.  611 


2.  Tell  how  many  decimal  places 
should  be  in  the  answer. 

23 
X  1.3 


A.  1 

B.  2 


C.  3 
0.  4 


3.  Tel!  how  many  decimal  places 
should  be  in  the  answer. 

4.72 
X  .13 


A.  1 

B.  2 


C.  3 

D.  4 


4.   Tel!  how  many  decimal  places 
should  bs  in  the  answer. 

4.1 
X  4 


A.  1 

B,  2 


C.  3 

D.  4 


  [MD3 

Place  ♦     decimal  correctly  in 
the  a.iowu.1. 

3.6 

A.  10S       C.  .108 

B.  1.08      D.  10.8 


;MD1 


Place  the  decimal  correctly  in 
the  answer. 

.35 
X  1.'l 

A.  3.85      C.  385 

B,  38.5      D.  .385 


8.  Place  the  decimal  correctly 
in  the  answer. 

1.22 
X  .12 


m: 


A.  146.4    C.  14.54 

B.  1464     D.  .1464 


ERIC 
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□{AGNOSTIC  EVAJ-UATIOf^ 


DECI^ML  OPERATIONS 


Multiply  Decimals  (2.1.10),  cont. 


MD3 

Imd4 

9.  Place  the  decif^al  correctly  in 
the  answer. 
1.4 
X  .31 

12. 

Muitipiy 

78.9 
X  .42 

A,  4.34       C.  .434 

B.  43.4      0.  434 

iMD4| 

10.   Place  the  decima!  cor'-ectly  in 
the  answer. 
7.1 
X  2.1 

13. 

Multiply 

16.8 
X  30 

A.  149.1     C.  1  491 

B.  14.91     D.  1491 

{MD^ 

|MD4| 

11.    Multiply  34.2 

X  1.2 

14. 

Muitipiy 

5.09 
X  8.4 

EC.!,FORE.S.e.  11-18^  J, 
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2.1.10  MULTIPLY  DECIMALS 

MDl    IDENTIFY  NUMBER  OF  DECIMAL  PLACES  IN  THE 
PitODUCT 


11 

ii 


How  many  decimal  places  will  be  in  each  product? 
 Put  your  answer  in  the  box. 


1. 


2.  .57 
X  1.3 


2.33 
X  1.22 


ERJC    l.C.I.  FOR  E.S.E. 
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HF.HT. 

IOS.<)l 
V  183 


SKILL  SHEET 


if 


2.1.10  MULTIPLY  DECIMALS 

MD2    PLACE  DECIMAL  POINT  CORRECTLY  IN  EACH 
PRODUCT 


A 


if 


1. 


Directions:  Place  the  decimal  point 
correctly  in  each  product. 


3.3 
X  19 
297 
330 
627 


7.9 
X2 
156 


1.2 
X  1.5 
60 
120 
180 


6.7 
X5.2 

134 
3350 
3484 


.5 
X7 
35 


6. 


6.5 
X.3 
195 


or 


if 


■■J 


^3 
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II  ix  183 

11  i  
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2.1.10  MULTIPLY  DECIMALS 

MD3    PLACE  DECIMAL  POINT  CORRECTLY  IN  THE 
PRODUCT  WITH  5  OR  4  DECIMAL  PLACES 


^1 


II 


II 


II 

m 


er|c 


2. 


Directions:  Place  the  decimal  point 
coTectly  in  each  product. 


6.3 
X.94 
332 
7470 
'7802 


3.24 
X  1.21 
324 
6480 
32400 
39204 


.25 
X.12 
50 
250 


300 

llimilili 

t.C.I.  TOR  E.S.E. 


6.24 
X.2 
1248 


5. 


3.21 
X.32 
642 
9630 
10272 


^05 

mm 


4.2 
X.11 
42 
420 
462 


3  >' 


f 


illlllilililir 


11-192 


P.G.C./SPED  1989 


1  Hr.HT. 

1x183 


SKILL  SHEET 


if 


2.1.10  MULTIPLY  DECIMALS      ^  _  _.,^,t.  mmmBER  BY  A  2-DIGIT 

NUMBER 


[Multiply 


m 


Ml?; 


•  11 


•^^''^  11-193 
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ERIC 


l.C.I. 


ID&.<)I 

x183 


if 

ii 


SKILL  SHEET 


2.1.10  MULTIPLY  DECIMALS 

Zl    RECOGNIZE  THAT  WITH  ANY  DECIMAL  ENDING  IN 
ZERO(S),  THE  ZERO(S)  MAY  BE  DROPPED 


Directions:  Are  these  numbers  equivalent? 
Write  yes  or  no. 


1.  7.50  and  75.0 

2.  1.100  and  1.1 

3.  31.0  and  31 

4.  46.09  and  46.0900 

5.  65.5  and  655 

6.  417.90  and  417.09 

7.  4.4  and  4.40 


O       g.C.X.  rOR  E.S.E. 

ERIC 
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DIAGNOSTIC  EVALUATION 


DCCIMAL  OPERATIONS 


;  M/MT. 

I 


Divide  Decimals  (2.1.11) 


1.  Place  the  decimal  correctly 
In  the  answer. 


5  )  75.5 


A.  15.1 

B.  1.51 


C.  .151 

D.  151 


2.   Place  the  decimal  correctly 
in  the  answer. 


8  )  64.8 


A.  .81 

B.  8.1 


C.  81 

D.  .081 


3,    Place  the  decimal  correctly 
in  the  answer. 


13  )  2.73 


A.  2.1 

B.  .21 


C.  .021 

D.  21 


4.   Place  the  decimal  correctly 
in  the  answer. 


DDI 


25  )  400.5 

A.  160.2    C.  .1602 

B.  16  02     D.  1.602 


5.  Divide 


6.  Divide 


7  )  93.1 


7.  Divide 


4  )  2.68 


8.  Divide 


5  )  65.25 


IDD2I 


lDD2l 


TDD21 


ECl.  FOR  E.S.E. 
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DIAGNOSTIC  EVALUATION  DECIMAL  OPERATIONS 


Divide  Decimals  (2.1.11),  cont. 


9.  Divide 

IDD2. 

12. 

Divide 

31  )  53.9 

IDD3] 

10.  Divide 

13. 

Divide 

10  )  5.0 

14  )  333.2 

m 

IDD3I 

11.  Divide 

14. 

Divide 

78  )  72.54 

12T4.b2~ 

EC.I.FORES.E 
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2.1.11  DIVIDE  DECIMALS 


A 


i 


A 


A 


il 

ErJc  «.e.i. 


ni 


6* 


& 


i 


I! 


fill 


IT-197 
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ii 


mm.  « 


SKILL  SHEET 


A 


h9 


2.1.11  DIVIDE  DECIMALS 

DDI    PLACE  THE  DECIMAL  POINT  IN  THE  QUOTIENT 

CORRECTLY  WHEN  DIVIDING  BY  A  WHOLE  NUMBER 


Directions:  Place  the  decimal  point 
correctly  in  each  quotient. 


ERIC 


E.C.l.  FOR  E.S.E. 


11-198 


P.G.C./SPED  1989 


2€1 


if 


HFWT. 


ii 


EfTBl 


m 
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2.1.11  DIVIDE  DECIMALS 

DD2    DIVIDE  A  1-DIGIT  WHOLE  NUMBER  INTO  A  2-  TO  4 
DIGIT  NUMBER  HAVING  1  OR  2  DECIMAL  PLACES 


A 


V 


i 


Divide 


4)  8.40 


7)  84  .55 


4. 


3)  68.7 


5      6)  52.8 


ERIC 


y        3.       3)  22,77 

ii 
if 

E.C*1.  FOR  E.S.I. 


8)  30.72 


t 


if 


'1 

Mi 


lllllllllililiiiiiiii 
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26: 


M.F.M.T. 
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2.1.11  DIVIDE  DECIMALS 

DD3    DIVIDE  A  2-DIGIT  WHOLE  NUMBER  INTO  A  2-  TO  4 
DIGIT  NUMBER  HAVING  1  OR  2  DECIMAL  PLACES 


m 


i 


11 
ii 


ii 


Divide 


1.     42)  8.40 


55T82.5 


4  13)24.57 


5.     26)  27.56 


47)  164.5 


6. 


18)  57.78 


^1 


i 


^1 


C3  f 

ii 


'f 


ERIC 


I.C.l.  FOR  E.S.E. 
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J  2.1.11  DIVIDE  DECIMALS 
^59  Zl    RECOGNIZE  THAT  WITH  ANY  DECIMAL  ENDING  IN 
U^         ZERO(S),  THE  ZERO(S)  MAY  BE  DROPPED 


m 

if 


it 

II 


il 

A  ca 


iDirectic  2  Choose  the  number  equivalent 
to  the  one  given.  


1. 


8.20 


A.  82 

B.  8.02 

C.  820 

D.  8.2 


2. 


.010 


A.  10 

B.  .1 

C.  .01 

D.  100 


35.60 


A.  356 

B.  3560 

C.  3.56 

D.  35.6 


4    I  '  940 


A.  194 

B.  1.904 

C.  1.94 

D.  19.4 


.70 


A.  .07 

B.  .7 

C.  7.0 

D.  70 


8.01 


A.  8.001 

B.  8.010 

C.  .8001 

D.  .80  < 


ERIC 


ii 

l.C.I.  FOR  E.S.E. 


if 

il 
ill 

il 
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i 
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DIAGNOSTIC  EVALUATION 


DECIMAL  OPERATIONS 


ISi     Find  a  Percent  of  a  Number  (2.1.12) 


1.  Rename  7%  as  a  decimal. 


A.  .07       C.  7.0 

B.  .70        D.  None  of  the  above 


2.  Rename  15%  as  a  decimal. 


A.  1.5       C.  15 

B.  .15       D.  None  of  the  above 


4.  Rename  65%  as  a  decimal. 


A.  6.5       C.  .065 

B.  .85        D.  None  of  the  above 


jPNll 


5.  Choose  the  correct  way  to  get 
the  answei. 


25%  of  75  = 


A.  25  X  75  = 

B.  .25-5-75 

C.  2.5X75 

D.  .25X75 


|PN1 

6.  Choose  the  correct  way  to  get 
the  answer. 


3.  Rename  40%  as  a  decimal. 


A.  .4         C.  4.0 

B.  .04       D.  None  of  the  above 


9%  of  82  = 


.09  +  82  = 

B.  .9  X  82  = 

C.  .09  X  82  . 

D.  0  X  82  - 
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DECIMA^  OPERATIONS 


Find  a  Percent  of  a  Number  (2.1.12),  cont. 


IPN1 

7.  Choose  the  correct  way  to  get 
the  answer. 

IPN2I 

10.  Solve 

75%  of  54  = 

6%  of  65  = 

A.  .06  X  65  = 

B.  .60  X  65  = 

C.  .06  +  65  = 

D.  .06  X  .65  = 

8.  Choose  the  correct  way  to  get 
the  answer. 

|PN2l 

11  .Solve 

3%  of  39  = 

80%  of  580  = 

A.  .eo  X  5.80  = 

B.  .80  X  580  = 
v".  .08  X  580  = 

D.   .30  +  580   

IPN2 

9.  Solve 

55%  of  95  = 

)PN2 

12.  Solve 

8%  of  238  = 

E.C.I.FORES.E. 
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2.1 .12  FIND  A  PERCENT  OF  A  NUMBER 

PD3  RENAME  PERCENTS  AS  DECIMALS 


The  first  step  in  finding  a  percent  of  o  number  is  to 
change  the  percent  to  a  decimal. 

Write  the  following  percents  as  decimals. 


1.  25%  of  85 

25%  =  


6.  30%  Of  350 
30%  =  


2.  7%  Of  29 
7%  =  


7.   10%  Of  298 
10%  =  


3.  3b%  Of  120 
35%  =  


8.  50%  of  400 

!:o%  =  


4.  9%  of  40 
9%  =  


9.  3%  of  28 
3%  =  


5.  85%  of  90 
85%  =  


10.  2%  Of  59 
2%-  
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2.1  .ir  FIND  A  PERCENT  OF  A  NUMBER 

PNl    TRANSLATE  "OF-  AS  "MULTIPLIED  BY' 


Directions:  Rewrite  es  a  multiplication  problem. 


Example:  13%  of  81 


>  l3Xxei 


ii 


ii 


1.  4%  of  25 


2.    10%  of  67 


3.  5%  Of  92 


4.  23%  Of  54 


5.  9%  Of  90 


rnir-  'OR  E.S.E. 

hKJC 
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r.  15  2  1 .12  FIND  A  PERCENT  OF  A  NUMBER 

PN2    FIND  A  PERCENT  OF  A  NUMBER 


Solve  these  problems 


ii 


m 


11-208 


illllCiliim 

P.G.C./SPED  1989 


ERIC 


l.C.l.  FOR  E.S.E. 


HEASUREMCNT 
PRE-TEST  AMD  POST-TEST 


Naae 


Date 


1.    Find  the  temperature  of  this  thenaomecer  to  the  nearest  10  degree: 


A.  20* 

B.  25* 

C.  27» 

D.  30* 


2     Find  Che  volume  of  liquid  In  this  test  tube  to  the  nearest  10  mlllUltnr: 


3.    Find  i-.he  voluBke  of  the  llq  \ld 
In  rhls  cup  to  the  nearest 
Bllllllter: 

A.  21b1 

B.  20q1 

C.  22di1 

D.  10ml 


A. 

32ml 

-  SO  bJB  « 

B. 

30ml 

-40  »fi  - 

C. 

35nl 

-30  Ml." 

D. 

40ml 

'20  mi  - 

^10m£^ 

10 
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MEASUREMENT 
PRE-TEST  AND  POST-TEST 


A,    Find  the  tine  on  this  clock  to  the  nearest  ainute: 


5.    Find  the  temperature  of  this  themometer  to  the  nearest  1*  C: 


2 


^  4 


11-210 


MEASUREMENT 
PRE-TEST  AND  POST-TEST 


7«    Find  the  perimeter  of  thli  figure: 

A.  12  CQi 

B.  14  cm 

C.  60  cm 

D.  23  cm 


8.    Find  the  area  of  this  square: 

A.  6Am2 

B.  128d2 

C.  138ffi^ 

D.  1024a^ 


9.    Find  the  area  of  this  rectangle: 

A.  12cm2 

2 

B.  6cm 

C.  2Aan^ 

D.  9cm^ 


10.    Find  the  area  of  the  rectangle: 


A.  12cD 


B.  2AcB 


C.  lAca 


D.  36cB 


3  cm 


3c« 


4  cm 


6  cm 


11.    The  length  of  a  room  would  beat  be  expressed  in: 


A.  km 

2 

B.  ■ 

C.  s 

D.  ca 


9 : 


ERIC 
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MEASDREHENT 
PRE-TEST  AND  POST-TES* 


12.    The  dlsC«ne«  from  Naw  York  to  Boston  tiould  best  be  measured  In: 


A.  ka^ 

B.  m 


C.  km 


13.    The  temperature  Is  a  freezer  would  best  be  expressed  In: 

A.  cm 

B.  •€ 

C.  g 

D.  m 


ERIC 


14.    The  hel^t  of  a  woman  vould  best  be  laeaaured  In: 
A*  ca 
B.  ml 


15.    The  capacity  of  a  coffee  cup  would  best  be  aeaaured  in: 

A«  CM 

h.  nl 

1 


16;    A  but  leavea  Milwaukee  at  7:15         «nd  arrives  in  Chicago  at  8:45  a.m. 
How  long  doea  the  trip  take? 

» 

A.  4  hours 

B.  2  hours 

C.  1  hour  and  ?/0  minutes 


D«    2  hours  and  30  minutes  '  ^ 


11-21? 


ME.'^UREHENT 
PRE-TEST  AND  POST-TEST 

^17.    Rhonda  started  Jogging  at  12:00  noon.    She  ran  until  2:15  p.m.  How 
long  did  she  nm? 

A.  2  hours  and  45  minutes 

B«  2  hours  and  15  minutes 

C*  14  hours  and  15  minutes 

l>.  9  hours  and  45  minutes 

18.    On  a  Sunday  Amanda  laft  her  apartment  at  7:15  a.m.  and  reached  her  sister  *s 
house  at  2:30  p.m.    Hov  many  hours  dia  it  take  Amanda  to  crive  to  her 
sister ^s? 

A.    5  hours  and  15  minutes 
B«    5  hours  and  45  minutes 
C.    7  hours  and  4.  minutes 
7  hours  and  15  minutes 

• 19.    Hary  put  a  loaf  of  bread  in  the  oven  at  1:32  p.m.    Tne  bi  ad  baked  for 
1  hour  and  lu  minutes.    What  time  did  Mar^  take  the  bread  out  of  the  oven? 

A.  3:48  p.m. 

B.  2:48  p.m. 

C.  12.16  p.m. 

D.  2:58  p.m. 

20.    A  baseball  game  lasted  for  3  hours  and  37  minutes.    When  the  game  was 
over  the  time  was  11:15  p.m.    What  tine  did  the  game  start? 

A.  8:52  p.m. 

B.  7:38  p.m. 
C*  7:48  p. v.. 
D.  2:52  a.B. 


O  ^1  '■- 
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DIAGNOSTIC  EVALUATION 


MEASUREMENT 


Read  Scales  on  Measuring  instruments  (2.2.1) 


Match  each  scale  with  what  it  would  measure 


1.    meter  stick 


2.    therr,.v  .leter 


A.  capacity 

B.  length 


MM1 


3.  beaker 


temperature 


4.   Write  ihe  unit  that  is  labeled  on  each  scale, 


M  '  j 
I  1 


A 


B 


C 


D 


|MM2 


I  '  I  '  I  '  i  '  }  '  I  '  I  M  '  I  M  M  '  I  ' 

3      M      5       C     7       «      q      10      ii      iZ    \l  IH 


A  = 


crn     B  = 


cm      C  = 


cm 


cm 


{Find  each  to  the   nearesi:  unit  indicated. 


MM3 


5.  Find  the  capacity  to  the 
nearest  100  mL. 


ERIC 


E.C.I  FOR  E.S.E. 


6.   Find  the  temperature  to 
the  nearest  10°  C. 

40- 


P.G.C./SPED  1989 


E.C.I.  TC  J.S.E. 


SKILL  SHEET 


i 


2.2.1  READ  SCALES  ON  MEASURING  INSTRU'^ENTS 
MMl    RECOGNIZE  LENGTH,  TEMPERATURE,  AND 

CAPACITY  FROM  A  SCALE  ON  A  MEASURING 
INSTRUMENT 


11 


II 


if 


il 


II 

II 


Directions:  Indicate  whether  each  scale  would 
measure  length,  temperature,  or  capacity. 


(•0  — 


50- 


O 


1.. 


2. 


3. 


M  '  I  '  I  '  I  '  I 
I     1    i     i  S 


I  I  I 


T 

4 


i  M  '  I  M  '  I  '  I  ■  I 


O  '-I  ,■ . 


II 


m 


saiililiiililililillliiilili^i^ 


^ERJC 
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SKILL  SHEET 


3  2  2.1  MAO  SCALES  ON  MEASURINS  INSTRUMENTS 

MM2    IDENTIFY  THE  APPROPRIATE  UNITS  OF  MEASURE 


AH  fDirections.  Write  the  unit  that  is  labeled  on  esoh  scale, 
if  


m 


1 1 


PiliiiPiraifilililiWififiiiiil 
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SKILL  SHEET 


2.2.1  READ  SCALES  ON  MEASURING  INSTRUMENTS 

MM3    ESTIMATE  TO  THE  NEAREST  WHOLE  UNIT  OF 
MEASURE 


Directions:  Find  each  to  the  nearest  jnit. 


I.  Find  the  length  to  tr^e  nearest  cm 


2  Find  the  capacity  to  the 
nearest  100  mL. 


.•9CC 


3  Find  the  temperature 
to  the  nearest  10°  C 


J 


m 

if 
II 

m 


\  > 


ifilifiiilililiiiliiiliiiliilifif 


I.  FOR  E.S.E. 
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DIAGNOSTIC  EVALUATION 


MEASUREMENT 


ffl  Find  Perim*^ter  and  Area  of  Simple  Polygons  (3.2.1) 

Part  I 


There  are  three  squares  in  the  shapes  below.   Write  tho  letters  of  the 

  (3.)  


squares:  (1.) 


(2.) 


IMPAI 


There  are  three  rectangles  in  the  shapes  below.  Write  the  letters  of  the 
rectangles;    (4.)   (5.)    (6.) 


7. 


5  cm 


I  Find  the  perimeter  of  each.   Use  the  correct  unit 


9  cm 


8. 


18  m 


S. 


22  m 


cm 


27  m 


12  mm 


9  cm 


8  mm 


P  = 


E.C.I.  FORE.S.E. 
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DIAGriOSTTC  EVALUATION 


MEASUFEMENT 


Find  Perimeter  and  Area  of  Simple  Polygons  (3.2.1) 

Part  il 


 |MPA4 

Find  the  area  of  each.  Use  the  correct  unit. 


7.  area  of  a  book  cover  m  cm2  cm3  cm^ 

8.  area  of  a  cafeteria  floor  m3  m  m2  km 

9.  a.'ea  of  the  state  of  Maryland  cm  m  km^  km2 
10.  area  of  a  bottle  cap  mm2  mm  km  mmS 
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3.2.1  FIND  PERIMETER  AND  AREA  OF  SIHPLE  POLYGONS 
MPAl  IDENTIFY  A  SQUARE 


6. 


m 


I.C.X.  FOR  E.S.E. 


Directions:  Circle  the  letter  (s)  of 
shapes  that  are  squares. 


E. 


F. 


J. 


L. 


2  C  ^'i 


11-224 
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SKILL  SHEET 

3.2.1  FIND  PERIMETER  AND  AREA  OF  SIMPLE  PaVGONS 
,p  MPA2    IDENTIFY  A  RECTANGLE 


Directions:  Circle  the  letter  (s)  of 
shapes  thist  are  rectangles. 


„  o     l.C.I.  roR  E.S.E. 
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SKILL  SHEET 

3.2.1  FIND  f'ERIMErER  AND  AREA  OF  SiMPLE  POLYGONS  ^^^^t^. 
MPA3    COMPUTE  THE  PERIMETER  OF  VARIOUS  POLYGONS 


Directions:  Compute  the  perimeter  of  each. 


12  cm 


/ 


7  cm 


7  cm 


12  cm 


9  cm 


Perimeter  = 


9  mm 


10  mm 


10  mn 


15  mm 


4  cm 


Perimeter  = 


300  mm  / 


ii 


6  mm 


250  mm 


240  mm 


Perimeter 


Perimeter 


I 


m 


FR?r  '^'^  E.s.E. 
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A  a  3.2  1  FIND  PERIMETER  AND  AREA  OF  SIMPLE  POLYGONS 
iPMPA4    COMPUTE  THE  AREAS  OF  SQUARES  AND 
°  -  RECTANGLES 


Directions:  Compute  the  area  of  each. 


4i 


11 


2. 


12  cm 


Area  = 


if, 

ii 


20  m 


Area 


4  mm 


9  mm 


Area 


30  cm 


il 


ERJC 


il 


if 
p 


II 
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3  2  1  FIND  PERIMETER  AND  AREA  Of  SIMPLE  paVOONS 

MPA5    RECOGNIZE  THAT  AREA  IS  ALWAYP  EXPRESSED 
UN  SQUARE  UNITS  WITH  AN  EXPv  KENT  OF  TWO 


m 

if 
II 


if 

ii 


Directions:  Circle  the  choice  that  indicates 
the  correct  unit  to  measure  the  area  of  each. 


if 

nil 


A 


11 


1. 

Area  of  a  parkin  <  lot: 

m 

m2  ( 
 1 

2. 

Area  of  a  piece  of  paper. 

cm 

cm2 

cni^ 

cm4  1 

3. 

Area  of  New  ""ork: 

km2 

km 

km3  ' 

4. 

Are?  of  a  rectangle: 

cm 

cm^ 

cm2 

cm"^ 

5. 

Area  of  a  circle: 

mm2 

mm^ 

mm^ 

mm 

1  ^- 

Area  of  a  gym  floor: 

m 

m2 

m^ 

m4 

''v  O  C 
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DIAGNOSTIC  EVALUATION 


MEASUFEMEt^T 


Choose  an  Appropriate  Unit  oi  Measure  (3.2.2) 


Underline  the  word  or  words  that  indicate  what  attribute 
of  each  thing  is  being  measured.  


1 


MAUI 


1.  The  length  of  a  football  field  is  120  m. 

2.  The  capacity  of  a  bathtub  is  50  L. 

3.  The  volume  of  a  football  is  less  than  that  of  a  basketball. 


Circle  the  unit  that  is  appropriate  to  measure  each. 


4. 

volume: 

kg 

C 

m2 

cm3 

5. 

mass: 

cm2 

mL 

q 

cm3 

• 

6. 

area: 

mm2 

mm 

kg 

L 

Circle  the  unit  that  would  best  measure  each. 


7.  volume  of  a  basketball: 

mm3 

cm3 

m3 

km3 

8.  capacity  of  a  car's  gas  tank: 

kg 

mL 

L 

kL 

9.  heighth  of  a  flag  pole: 

km 

dm 

m 

mm 

|mau4 

1  Circle  the  unit  that  would  best 

measure 

each. 

10.  length  of  your  hand: 

cm 

mm 

m 

km 

11.  area  of  a  football  field: 

mm2 

cm2 

m2 

km2 

12.  volume  of  a  hat  box: 

mm3 

m3 

cm3 

km3 

EC.I.F0RE.S.E. 
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3.2.2  CHOOSE  AN  APPROPRIATE  UNIT  OF  MEASURE  iroTiftM- 
MAUI    IDENTIFY  KEY  WORDS  IN  A  SENTENCE  QUESTION. 
LINEAR  (DISTANCE,  HEIGHT),  AREA. 
WEIGHT/MASS,  CAPACITY  (LIQUID),  VOLUME 
(SOLID),  TEMPERATURE  (C) 


tmm  't 


if 


if 


11 


Directions:  Underline  the  word  or  words  that  indicate 
what  is  being  measured  in  each  sentence. 


1 


1.  The  sauna  felt  great  because  the  temperature  was  85o 

2.  This  map  states  that  the  distance  from  New  York  to  Maryland  Is 
more  than  200  km. 

3.  My  new  car  has  a  gasoline  tank  with  a  capacity  of  about  1 4  L, 

4.  The  mass  of  a  truck  Is  more  than  that  of  a  car. 

5.  The  air  pump  Increased  the  volume  of  the  balloon. 

6.  We  were  amazed  at  the  length  of  the  train  as  we  waited  for  it 
to  pass  at  the  railroad  crossing. 

7.  The  decorator  measured  the  area  of  the  room  so  that  he  would 


m  M 


ii 


V 


know  how  much  carpet  to  order. 


2[}! 


O       E.C.I.  FOR  E.S.E. 
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nl  3  2.2  CHOOSE  AN  APPROPRIATE  UNIT  OF  MEASURE 
S  MAU2    CHOOSE  THE  APPROPRIATE  TYPE  OF  UNIT  OF 
MEASURE  FOR  THE  ATTRIBUTE 


A 


V 


Directions:  Circle  the  unit  that  is 
appropriate  to  nneasure  each. 


5.  temperature:  C 


(a 


.  > 


.7 


it 


6.  capacity. 

Kg 

mL 

m^ 

m^  1 

1 

7.  height: 

m 

L 

kg  1 

8.  length: 

mm 

9 

mm^ 

mL 

9.  weight: 

m^ 

cm 

kg 

mL 

if 


if 


ERJC  E.C.I.  FOR  E.S.E. 
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SKILL  SHEET 


3.2.2  CHOOSE  AN  APPROPRIATE  UNIT  OF  MEASURE 

MAU3    DETERMINE  THE  RELATIVE  SIZE  OF  WHAT  IS 
BEING  MEASURED 


Circle  the  unit  that  would  be  best  to  measure  each. 


m 


'V  O 


V  > 
f 


it 
if 


it 


1. 

Length  of  a  pencil: 

mm 

cm 

m 

km 

2. 

Lenqth  of  a  football  field: 

cm 

m 

km 

mm 

3. 

Area  of  a  piece  of  paper- 

mm2 

cm2 

m2 

km2 

4. 

Distance  to  New  York: 

cm 

mm 

km 

m 

5. 

Volume  of  a  tea  cup: 

mm^ 

cm3 

m3 

km3 

6. 

Capacity  of  a  swimming  pool:  mL 

L 

d1 

k1 

7. 

Mass  of  a  whale: 

mg 

9 

hg 

kg 

it 


11 
if 


ii 
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H  3.2.2  CHOOSE  AN  APPROPRIATE  UNIT  OF  MEASURE 

7  MAU4    CHOOSE  THE  APPROPRIATE  MAGNITUDE  OF  THE 
UNIT  OF  MEASURE 


if 


ii 

ii 

1 


Directions:  Circle  the  unit  that  would 
be  best  used  to  measure  each. 


il  —  


ILL  v> 


m 


it 


1.  Length  of  a  pencil: 

m 

mL 

cm 

2.  Mass  of  a  feather. 

c 

9 

L 

km2 

3.  Height  of  a  building. 

9 

cm2 

mL 

m 

4.  Volume  of  a  coffee  cup: 

ml 

cm2 

cm3 

km 

5.  Area  of  a  classroom: 

m2 

cm3 

L 

m 

6.  Height  of  a  flag  pole: 

m2 

m 

cm2 

kg 

7.  Volume  of  football: 

9 

cm2 

mL 

cm3 

8.  Temperature  of  an  oven: 

cm 

C 

L 

kg 

9.  Capacity  of  a  bathtub: 

L 

kg 

km 

cm2 

10.  Distance  tc  the  moon: 

m2 

»cg 

C 

km 

II 


erJc  ^*^^* 
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MEASUREMENT 


Find  Elapsed  Time  (5.1.6) 
Part  I 


I  Write  each  time  using  a  colon  and  A.M.  or  P.M. 
twenty  minutes  after  five  in  the  afternoon  


2.  ten  minutes  past  twelve  o'clock  noon 


3.   fifteen  minutes  before  six  in  the  morning 


|MET1 


How  many  hours  do  the  following  minutes  represent? 


4.  60  minutes  = 


6.  30  minutes  = 


5.   180  minutes  = 


|MET2j 


I  MET3| 


Use  the  sentences  to  find  each  time. 
If  a  time  is  not  listed  in  the  problem,  write  not  listed. 


A  movie  that  was  2  hours  and  35  minutes  long  ended  at  9:20  P.M. 
7.    What  was  the  starting  time?  


8.   What  was  the  ending  time? 


9.  What  was  the  elapsed  time? 


Shelly  put  a  cake  in  the  oven  at  3:20  P.M.  If  the  cake  takes  40  minutes  to 
bake,  what  time  should  she  take  it  out? 

10.    What  was  the  starting  time?  


11.  What  was  the  ending  time?  . 

12.  What  was  the  elapsed  time? 


E.C.I.FORE.S.E. 
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DIAGNOSTIC  EVALUATION 


MEASUREMENT 


Find  Elapsed  Time  (5.1.6) 
Part  11 


|MET4 

1.  Subtract  minutes  and  hours.' — 

10:25 
-  9:10 

|MET5| 

4.  Subtract  minutes  and  hours. 

8:1 0 
-  7.30 

A.  9.35      C.  1:35 

B.  35        D.  1:15 

A.  40        C.  1:80 

B.  80         D.  1.40 

2.  Subtract  minutes  and  hours. 

6:40 
-  2:20 

A.  4:20      C.  8:20 

B.  3:20      D.  2:40 

«  .             •     .          J  u  |MET5| 

5.  Subtract  minutes  and  hours. '  ' 

1  C..\J\J 

-  3:58 

A.  4:52      C.  3:02 

B.  4.12      D.  3:52 

3.  Subtract  minutes  and  hours,  l^^^ 

11 :49 
-  6:34 

A.  6:15      C.  4.15 

B.  5:21      D.  5:15 

6.  Subtract  minutes  and  hours,  l^^^ 

0  .OO 

-  1:45 

A.  1:88      C.  1:12 

B.  1:48      D.  2:12 

O'.  , 


^  .,.FORE.S.E. 
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DIAGNOSTIC  EVALUATION 


K«£ASUREMENT 


Find  Elapsed  Time  (5.1.6) 
Part  ill 


|MET6 

1,  Subtract  minutes  and  hours.  ■— 

1:25 
-  9:10 

A.  8:15      C.  4:15 

B.  :35        D.  1:15 

|mET7| 

4.  Add  minutes  and  hours. 

8:10 
+  7:30 

A.  15:40    C.  1:20 

B.  3:40      D.  1:40 

2.   Subtract  minutes  and  hours, 

1 :40 
-  2:20 

5.  Add  minutes  and  hours.  ^'^^^ 

12:00 
+  8:58 

A.  3:20      C.  13.20 

B.  3:60      D.  11:20 

A.  4:58      C.  20:58 

B.  4:02      D.  8:58 

3.   Subtract  minutes  and  hours, 

2:49 
-  6:34 

A.  4:15      C.  8:15 

B.  9:23      D.  3:15 

6.  Add  minutes  and  hours.  l^^^ 

10:33 
+  11.45 

A.  21:78    C.  1:12 

B.  10:18    D.  2:12 

E.C.I.FORE.S.E. 


P.G.C./SPED  1939 


DIAGNOSTIC  EVALUATION 


MEASUREMENT 


Find  Elapsed  Time  (5.1.6) 
Part  IV 


IMETS 

|MET9 

1.  Ben  took  a  30  minute  break 
from  work  at  1 :35  P.M.  When 
should  he  return? 

4.  Fifth  period  starts  at  1:15  P.M. 
and  ends  at  2:07  P  M   How  lona 
is  fifth  poriod? 

|MET8 

|MET9 

2.  Kelly  put  muffins  in  the  oven 
at  10:15  A.M.  When  should  she 
take  them  out  if  they  must  bake 
for  20  minutes? 

5.  Joe  worked  on  my  car  from  9:00 
in  the  morning  until  11:45  A.M. 
How  much  time  did  he  spend  on 
my  car? 

|MET8 

3.  The  boxing  match  started  at 
8:05  P.M.  and  lasted  for  three 
hours  and  20  minutes.  When 
did  it  end? 

|MET9 

6.  Marilyn  babysat  from  7:30  A.M. 
until  6:00  P.M.  How  much  time 
did  she  babvsit*^ 

E.C.I.FORE.S.E. 
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DIAGNOSTIC  EVALUATION 


MEASUREMENT 


Find  Elapsed  Time  (5.1.6) 
Part  IV,  cont. 


IMET10 

7.  Aunt  Karen  took  a  roast  out  of  the 
oven  at  12:00  noon.  When  did  she 
put  it  in  the  oven  if  it  took  2 
hours  and  15  minutes  to  cook? 

|METll| 

10.  A  tennis  match  started  at  10:55 
A.M.  and  ended  at  1:05  P.M.  How 
long  did  it  last? 

IMETIO 

8.  The  basketball  game  ended  at 
10:30  P.M.  and  lasted  2  hours 
and  25  minutes.  When  did  it 
start? 

|METll| 

1 1 .  Bill  put  a  turkey  in  the  oven  at 
1:43  P.M.  It  took  2  noura  ana  do 
minutes  to  cook.  When  was  it 
ready? 

|MET10 

9.  Pat  worked  on  his  car  for  1  hour 
and  20  minutes.  When  did 
he  start  if  he  finished  at 
3.05  P.M? 

ImetiiI 

12.  Francis  studied  at  the  library  for 
three  and  a  half  hours.  When  did 
she  start  if  she  left  at  4:20  P.M.? 

E.C.I.FORE.S.E. 
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V 


SKILL  SHEET 


5.1.6  FIND  ELAPSED  TIME  _  ^  „^ 

METl    IDENTIFY  CORRECT  TIME  BY  WRITING  HOURS  AND 

MINUTES  WITH  A  COLON 
MET2    RECALL  THAT  60  MINUTES  EQUALS  1  HOUR 


[ 


Write  each  time  using  a  colon. 


3. 


20  minutes  after  10 


30  minutes  after  midnight 
12  noon  «  


3  hours  and  40  minutes 
1  hour  and  25  minutes  « 

60  minutes  «  

10.    120  minutes  «  


8 
9 


ii 


if 


if 


E.C.I.  FOR  E.S.E. 

ERIC 
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SKILL  SHEET 


if 


I  UlrriDENT^Y  START  TIME.  EKD  TIME.  AND/OB  ELAPSED 
TIME  IN  WORD  PROBLEMS 


 Use  the  sentence  to  find  cacn  time. 

If  a  specific  time  is  not  listed  m  the  problenn.  write  NOT  LISTED- 


1. 


A  movie  t>egan  at  6:15  P.M.  and  ended  at  9:05  P.M. 

a.  What  was  the  starting  time?  

b.  What  was  the  ending  time?  ■  

c.  What  was  the  elapsed  time?  


A  bus  trip  toox  2  hours  and  25  minutes.  The  bus  arrived  at 
4:25  P.M. 


a.  What  was  the  starting  time? 

b.  What  was  the  ending  time?  _ 

c.  What  was  the  elapsed  time?  . 


A  caKe  went  Into  the  oven  »t  4:55  P  M  It  take.  1  hour  and  5 
minutes  to  cooK. 

a.  What  was  the  starting  time?  .  

b.  What  was  the  ending  time?  

c.  What  was  the  elapsed  time? 


30 


o 


E.C.I.  FOR  E.S.E. 

ERIC 


11-246 


P,G.C./SPED  1989 


0\j  (J 
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SKILL  SHEET 


V   5.1  A  FIND  ELAPSED  TIME  .^^^  ^  „^ 

^jlfl  MET5  SUBTRACT  MINUTES  AND  HOURS  FROM  MINUTES  AND 
%W  HOURS  WITH  REGROUPING 


Subtract 


Remember  you  are  borrowing  an  hour  which  equals  minutes. 


1.  4:05 
-  3:30 


10:00 

-  :50 


7:30 
-  4:55 


4.  8:10 
-  :35 


E.C.I.  FOR  E.S.E. 
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SKILL  SHEET 


MET6  "when  the  MINUEND  IS  SMALLER  THAN  THE 

SUBTRAHEND,  ADD  12  HOURS  TO  THE  MINUEND 


Mr?  5.1.6  FIND  ELAPSED  TIME 


Subtract 


Problem 


Ex.  3.06 
-  11:12 


'9 1. 


A 


1:45 
-  4:00 


Step  1 


3:06 
♦  12:00 
15:06 


Step  2 


T6~ 
1^:0^6 
11:12 
3:54 


A 


7:50 
-  10.45 


A 


i«3. 


6:30 
-  11:08 


2.00 
-  3:15 


::?5.  1:28 
-  12:32 


30u 


O    C.I.  FOR  E.S.E. 
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SKILL  SHEET 


i?D«*»  5.1.6  FIND  ELAPSED  TIME  _       ,^  ,  ^,.,.r-r,  tuam 

r  Q  MET?    WHEN  THE  ANSWER  FOR  END  TIME  IS  LARGER  THAN 
12:59,  SUBTRACT  12  HOURS 

Change  the  answers  to  a  regular  time  by  subtracting  12  hours  (12:00).  I 


I 

A 


6:05 
*  11:40 
17:45 


17:45 
12.00 


.  3:20 
*  10:00 
13:20 


5:05 
9:05 
14:10 


7:50 
8:01 
15:51 


Add  and  change  to  a  regular  time. 
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SKILL  SHEET 


*  B  5.1.6  FIND  ELAPSED  TIME 

MET8    FIND  END  TIME  BY  ADDING  START  TIME  AND 
ELAPSED  TIME 


Solve  these  problems.  Show  your  work. 


1.  Al  took  his  car  to  the  repair  shop  at  1:30  P.M.  The 
repairman  said  it  would  take  two  and  a  half  hours 
to  fix  the  car.   When  should  Al  come  back? 


2.   Jackie  put  a  cake  in  the  oven  at  2:40  P.M.   U  the 
cake  takes  40  minutes  to  bake,  when  should  she 
take  it  out  of  the  oven? 


Frank  parked  his  car  next  to  a  parking  meter  at 
10:30  A.M.   If  he  put  in  enough  money  for  2  hours 
and  15  minutes,  when  should  he  return  to  his  car? 


Sonja  went  to  the  mall  with  her  mother  at  9:45  A.M. 
They  agreed  to  meet  at  Roy  Rogers  in  three  and  one 
half  hours.   At  what  time  will  they  meet? 


IllllilililililllllililililiiiPifii 


I.  FOR  E.S.E. 

ERIC 
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SKILL  SHEET 


IfeiETr^FrnD 'Lapsed  time  by  subtracting  start  time 

FROM  END  TIME 


4:00  P.M.   How  long  did  they  bowl? 


i»ii2.  The  Johnsons  drove  to  Phl\*^«!P^/*,V,Trrij''"How 
AH      home  at  8:00  A.M.  and  arrived  at  11:30  A.M.  How 


P.G.C./SPED  1989 


ERIC 


SKILL  SHEET 

MmO   raD  S^ART  TIME  BY  SUBTRACTING  ELAPSED  TIME 
FROM  END  TIME  ^ 

"S^e  these  problems.  Show  your  wo^ 


minutes? 


2. 


When  docs  class  start  If  It  lasts  52  minutes  and 
ends  at  U:05  A.M.? 


■   0.45  P.M.   When  did  It 

3    The  baseball  game  ended  •^/'T' Minutes'' 
start  If  It  lasted  2  hours  and  25  minutes. 


^  '        working  If  she  worked  for  8  hours? 


llllililililifili 
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if  ■ 


SKILL  SHEET 


Ih  METir  SELEcTtHE  CORRECT  PROCEDURE  FOR  FINDING 
^  START.  END.  OR  ELAPSED  TIME 


A  movie  lasted  2  hours  and 
25  minutes.  It  ended  at 
8:20  P.M.  What  time  did  it 
start? 


Bill  left  for  work  at  8.22 
A.M.  and  arrived  home  at 
11:12  A.M.  for  lunch.  How 
long  was  he  gone? 


Iset  up  each  problem  as  a  vertical  addition  or  subtraction  problem 
1      Place  the  problem  in  the  box.  DO  NOT  SOLVE  IT. 

1.  School  started  at  9:00  A.M. 
and  ended  at  3:00  P.M. 
How  long  did  it  last? 

2.  A  roast  takes  1  hour  and  45 
minutes  to  cook.  If  it  went 
into  the  oven  at  2:30  P.M., 
at  what  time  will  it  be 
ready? 

ERIC 
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USING  DATA 
PRE-TEST  AND  POST-TiST 

Name   


ELAPSED  TIME  AIJD  USING  TABLES 


LIFE  INSURANCE  PAYMBvlTS  BY  AGE 


1      AOt-  S 

1   Monthly  Payment  1 

1  ifi-iia 

1  24-26 
1  27-29 
I  30-32 
1  33-35 

1  »4.06  1 
1  $4.42  1 
1  «-4.79  1 
1  »5.15  1 
1                 «5.52  1 

1.     What  is  the  monthly  li-fe  insurance  payirient  -for  a  person  32  years  olc 

A.  »4.79 

B.  1»5.15 

C.  «.4.06 

D.  ♦S.SZ 


DISTANCE  IN  KILOMETERS 


2. 


Frederick 


Frederick 
Ocean  City 
Washington 
Boston 


0 
316 
300 
li»8 


Ocean  City 


Washington 


lie 

0 
258 
129 


300 
258 
0 

321, 


"Boston 


129 
321 
0 


Vfhat  is  the  distance  from  Boston  to  Frederick? 


A.  300  km 

B.  258  km 

C.  129  km 

D.  l'*8  km 


Yearly  Fuel  Costs 
Cost  p«r  gallon 


ERIC 


$1.15 

$i>io 

$1.05 

$1.00 

$.95 

454 

434 

414 

395 

375 

479 

458 

437 

417 

396 

507 

485 

,  463 

441 

419 

Miles  38 

per  36 
gallon  34 

You  pay  $.95  per  gallon  for  fuel.  Your  car  averages  34  miles  per  gallon. 
What  is  your  yearly  fuel  cost? 

A.  $396 

B.  $417 

C.  $441 

D.  $419  11.255 


Q1  1 


USING  DATA 
PRE-TEST  AND  POST-TEST 


T«b)e  XIV:  Social  Security  Tsx  Withholding  Uble—S.SVu 


Weekly  Wages 

Social 
Se..'iirity 
T.ix  to  lie 
WtlhheKi 

Weekly  Wagos 

Social 
Secui  ity 
Tux  to  be 
Witlihc'ld 

At 

Least 

But 
Less 
Than 

At 
Lea^t 

But 
Le:is 
Than 

113.95 

114.14 

5  93 

117  41 

117  60 

f.  11 

U4  M 

114  33 

5  94 

117.G0 

117  79 

li  12 

114.33 

114.5n 

5  9rj 

117  79 

IIBOO 

»;  13 

114.52 

114  72 

5  Oli 

llbOO 

IIB  IB 

»j  14 

114  72 

114.91 

5'J7 

llB  18 

118.37 

1.  15 

114.91 

lis  10 

5  98 

110.37 

lIBbG 

L  16, 

How  much  Social  Security  Tax  is  withheld  on  weekly  wages  of  $ll't.85? 

A.  S5.95 

B.  55.96 

c.  S5.97 

D.  $5.98 


COST  OP  CANS  AND  BASKETS 


Per  Ceee 

Lole 
Per  Ceee 

) 

tt7J5 

$16.25 

) 

Larpe  waste  baskets 

1S.7& 

14.25 

) 

to  gi».'  c*n9 

22  15 

It  86 

) 

3D  10  30  gel  cent 

1t./S 

ie.i5 

) 

32  gel  treah  cene 

21.2s 

1«  16 

How  much  would  1  case  of  10  gallon  cans  cost? 

A.  522.15 

B.  S19.85 

c.  515.75 

D.  518.75 


WIDG2T  MAr.mCTURING  COMFAN'7  -  RECORD  OF  HOURS  WORrlZD 


Empl oyee 

Monday 

Tuesday 

V/ednesday 

Thursda*'  Friday 

Sue 
Gary 
Tom 
Karen 

8 
6 
10 

11 

8 
11 
8 

5 

8 

11 

6 

10 

12    '  6 
12  5 
6  6 

9  3 

How  nany  hours 

did  Ton 

vor'K.  on  Friday? 

A.  5 

B.  10 

C.  8 

D.  c 

-330- 

USINS  DATA 
PRE-raST  AND  POST-TEST 


STUDKNT  TRANf.PORTATICN  TO  SCHOOL 


What  percent  of   etudents  walJc  or  ride  bikes  to  school? 


A.  3SZ 

B.  A5Z 

C.  72% 

D.  18Z 


How  many  votes  did  Pat  have? 

A.  350 

B.  ^50 

C.  300 

D.  250 


ERIC 
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USINS  DATA 
PRE-TEST  AND  POST^TEST 


INCOME  FOB  1  WEEK 


Vhat  VM  tb€  approxlBAte  Incozne  for  Monday  and  Tuesday? 

A*  $800 

$850 

$900 
D-  $950 


10. 


m 

u 


IM 

o 

u 
« 

-i 


Number  of  Woruer*  at  Ace  Retail 


100 
80 
6o" 
40 
20 
0 


p 

• 

N 

1 

•78  '79  '80  'SI  '82  '83 
Yeur« 

What  la  the  difference  between  the  Rreateat  and  least  number  of  workers 
eoploycd  at  Ace  Retail? 


A.  30 

K.  40 

C.  60 

D.  70 


ERIC 
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USIN3  DATA 
PRE-TEST  AND  POST-TEST 


U. 


•  *4 


Mon    tue    Wed    Tim    Fri  Sat 


How  much  greater  was  the  income  of  Saturday  than  on  Thursday? 

A.  tlOO 

B.  I  50 

C.  1200 

D.  $300 


12. 


YEARLY  WAGE  EXPENSES 


Medical 
Clothing 


Transportation 


Whft',  is  the  largest  expenditure^ 

A.  Housing 

B.  Food 

C.  Clothing 

D.  Medical 


315 


ERIC 
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USING  DATA 
PRE-TEST  AND  POST-TEST 


13.    Money  Collected  for  Charity 
I  57c   I  81c    I  27c1 

What  was  the  average  amount  collected  for  charity? 

A.  55c 
41c 

C.  $1.65 

D.  57c 


14.    Library  Books  Lost 


1979 

54 

1980 

47 

1981 

63 

1982 

52 

Find  the  average  number  of  books  lost  each  year: 

A.  162 

B.  152 

C.  54 

D.  52 


15.    Tettt  Scores 


1st 

82 

2nd 

91 

3rd 

94 

Find  the  average  test  score: 

A.  91 

B.  267 

C.  89 

D.  67 


16.    Weekly  Car  Sales 

8 
14 


What  is  the  average  number  of  cars  sold  in  a  week? 

A.  40 

B.  11 

C.  10 


11-260 


USING  DATA 
PRE-TEST  AMD  POST-TEST 


17.    NUMBER  OF  VIDEO  TAPES  RENTED 


^k>aday 

36 

Tuesday 

63 

Wednesday 

47 

Thursday 

42 

Find  the  average  number  of  video  tapes  rented  per  day. 

A.  49  tapes 

B.  ISO  tapes 

C.  192  tapes 

D.  47  tapes 


18.    Golf  Scores 


81 


76 


86 


Find  the  average  golf  score: 

A.  243 

B.  61 

C.  81 

D.  233 


ERIC 


19.    Algebra  Scores 

168  I    79   I  44    I  89  1 
Find  Rose*£  Algebra  average: 

A.  72 

B.  70 

C.  68 

D.  66 


20.  Scores 


21 


10 


16 


18 


10 


What  la  Gerry's  average  score  in  basketbsil? 

317 


A.  75 

B.  15 

C.  60 

D.  62 
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DIAGNOSTIC  EVALUATION 


USING  DATA 


I 


Use  Information  from  Tables  (2.3.1) 


rf^^PACKAGE  SHIPPING  SERVICE 


Any  fraction  of  a  pound  over  the  weight 
shown  takes  the  next  higher  rate. 


Weight  not 

ZONE 

to  exceed 

1 

2 

3 

4 

1  lb 

124 

1.30 

1.35 

21b- 

1.34 

1.41 

1.49 

1.60 

3  lb 

1.46 

1.56 

1.68 

1.85 

4  lb 

1.58 

1.72 

1.87 

^09 

*  51b 

1.69 

1.87 

^06 

^35 

'  61b 

1.82 

2.02 

2.27 

2.60 

1.  How  many  zones  does  the  package  shipping  service  cover? 
Packages  can  be  shipped  if  their  weight  does  not  exceed  _ 


UT1 


lbs. 


3.  What  happens  if  the  weight  of  a  package  is  just  a  fraction  above  the 
pound(s)  shown  on  the  chart?  


Circle  the  key  words  or  phrases  in  these  questions.] 


4.  How  much  more  does  it  cost  to  ship  a  2  lb.  package  to  zone  2  than  to 
ship  it  to  zone  1? 

5.  What  is  the  total  cost  of  shipping  a  3  lb.  package  to  zone  4  and  a  4  lb 
package  to  zone  2? 

6.  If  Marty  sent  a  5  lb.  package  to  Joe.  and  it  cost  $1.87  to  send  it,  in 
which  zone  does  Joe  live? 


L^QlJ 


ERIC 


CI.  for  E.S.E. 
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DIAGNOSTIC  EVALUATION 


USING  DATA 


Use  Information  from  Tables  (2.3.1),  cont. 


Complete  the  sentences  below  using  the  table. 

I  UT2  I 

7.  Eacli  column  lists  the  costs  of  shipping  different  packages  to  four 
different    • 

8.  The  and  of  the  package  determine  how  much  it 

will  cost  to  ship  it. 

9.  Even  if  a  package  is  a  of  a  pound  over  the  weight 

shown,  it  will  cost  the  next  higher    . 


UT3 


10.  It  costs  $  to  ship  a  2  !b.  package  to  zone  3. 

11.  It  costs  $2.09  to  ship  a  4  lb.  package  to  zone  . 

12.  $2.02  is  the  cost  of  shipping  a  lb.  package  to  zone 


E.C.I,  for  E.S.E. 
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-T  a    2.3.1  USE  INFORMATION  FROM  TABLES 

UTl    IDENTIFY  INFORMATION  ON  A  TABLE 


il 


Directions:  Use  the  information  in  the 
table  below  to  answer  the  questions. 


SILVER  PRICES  (Dollars  per  Ounce) 


if 


Year 

High 

Low 

Average 

1970 

$37.73 

$12.80 

$31.89 

1969 

$30.37 

$21.37 

$26  52 

1968 

$7.24 

$6.24 

$7.00 

1967 

$6.32 

$4.60 

$5.70 

1966 

$5.39 

$2.85 

$4  04 

1.  What  is  the  title  of  the  table? 


2.  How  are  silver  prices  reported? 


3.  Silver  prices  are  listed  for  what  years? 

4.  The  highest  "high"  price  Is  _  

5.  The  lowest  "high"  price  Is  


il 


6.  The  lowest  "average"  price  Is 


O    E.C.I.  FOR  E.S.E. 
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2.3.1  USE  INFORMATION  FROM  TABLES  .  ,m  a  AtiCQTmN 

KQ  1     SELECT  KEY  WORDS  AND  PHRASES  IN  A  QUESTION 


'  Circle  the  words  and  phrases  in  the  following 
questions  that  will  help  you  find  the  answer. 


FUND  RAISER 


Men. 

Tues. 

Wed. 

$590 

Thurs. 

$150 

Fri. 

$175 

Freshmen 
Sophmore 

$128 
$400 

$450 
$225 

$300 
$200 

$200 
$225 

$125 
$90 

Junior 
Senior 

$330 
$600 

$868 
$150 

$250 

$330 

$60 

1.  How  much  money  was  collected  on  Wednesday  by  the 
freshman  class? 

2.  Which  class  collected  $150  on  Tuesday? 

IME  D^OLV  TOMES 
TOTAL  PAPERS  DELIVERED 


1 1 


m 

ii 


m 


ErJc».c 


3.  What  was  the  total  numt!2r  of  papers  dellvcr'd  on 
Thursday? 

4.  Who  delivered  more  papers  on  Friday-Luke  or  Jchn? 

Illlililiiilil 

P.C.C./sno  1989 
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SELECT  KEY  WORDS  AND  PHRASES  IN  A  QUESTION, 
cont. 


Circle  the  words  and  phrases  in  the  following 
questions  that  will  help  you  find  the  answer. 


BASKETBALL  RECORD 


Baskets  hade 

Games 

Frank 

Bruce 

Larry 

James 

Jan.  3 

25 

18 

5 

6 

Jan.  5 

20 

10 

8 

10 

Jan.  10 

22 

15 

6 

7 

Jan.  12 

19 

14 

7 

9 

5.  How  many  baskets  did  James  make  fn  the  second  game 
of  the  season? 

6.  Who  made  six  baskets  at  the  game  on  January  10th? 


Purchase 

Amount 

MD. 

Va. 

Del  * 

Penn. 

$1.00 

0.05 

0.05 

0.06 

$1.25 

0.06 

0.06 

0.08 

$1.50 

0.08 

0.08 

0.09 

m 


ii 


^Delaware  does  not  have  a  sales  tax. 

7.  How  much  sales  tax  Is  added  to  a  $1.25  purchase  In 
Maryland? 

8.  For  what  purchase  amount  must  you  pay  9C  of  sales  tax 
In  Pennsylvania? 
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2.3.1  USE  INFORMATION  FROM  TABLES 

UT2    LOCATE  KEY  WORDS  AND  PHRASES  ON  A  TABLE 


JS^,  AtR  SHIP  CORPORATION 

Any  fraction  of  a  pound  over  tha  weight 
st\own  takes  the  next  higher  rate. 

Weight  not 
to  exceed 

ZONE 

1 

2 

3 

4 

1  lb 

1.97 

^19 

3.44 

21b 

2.75 

2.81 

3^3 

4.42 

31b 

3.54 

3.&4 

4.27 

5.39 

4  1b 

4.33 

4.48 

5.31 

6.37 

51b 

5.13 

5.30 

6.35 

7.38 

61b 

5.93 

6.14 

7.40  8.33 

1 .  What  are  the  costs  for  shipping  packages  to  Zone  4? 
Circle  them  on  the  table. 

2.  What  does  It  cost  to  ship  3  pound  packages  to  any  Zone? 
Underline  them  on  the  graph. 


3.  The  lowest  price  for  shipping  a  2  pound  package  Is . 

4.  The  highest  price  for  shipping  a  6  pound  package  Is 

5.  The  highest  price  In  Zone  2  Is  


ii 
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2.3.1  USE  INFORMATION  FROM  TABLES 

UTS    FIND  THE  POINT  AT  WHICH  THE  KEY  ROW  AND 

COLUMN  INTERSECT  TO  LOCATE  DATA  ON  A  TABLE 

BASEBALL  RUNS 


i 


I 
i 


Teams 

Monday 

Tuesday 

Wednesday 

Thursday 

Friday 

Phillies 

4 

7 

10 

8 

2 

Red  Sox 

5 

5 

2 

7 

5 

Yankees 

6 

1 

10 

1 1 

12 

White  Sox 

12 

12 

6 

9 

6 

if 

II 

m 


1.  How  many  runs  did  the  White  Sox  score  on  Wednesday? 


A.  12 

B.  2 

C.  10 

D.  6 


ii 

m 


2.  How  many  runs  did  the  Red  Sox  score  on  Thursday? 


A.  6 

B.  12 

C.  10 

D.  7 


3.  How  many  runs  did  the  Phillies  score  on  Monday? 


A.  5 

B.  4 

C.  6 

D.  12 


O  o 


if 
I 

IP 


il 


il 
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WIDGET  MANUFACTURING  COMPANY 

RECORD  OF  HOURS  WORKED 


Employee 

Monday 

Tuesday 

Wednesday 

10 

Thursday 

8 

Friday 

Nancy 
John 

1  6 
5 

12 
1  1 

8 

1  1 

Q 

Sue 

1 1 

1  1 

1  1 

7 

7 

Cindy 

12 

10 

7 

5 

8 

4.  How  many  hours  did  John  work  on  Tuesday? 


5. 


A.  12 

B.  7 

C.  11 

D.  6 


How  many  hours  did  Cindy  work  on  Friday? 


A.  11 

B.  8 

C.  7 

D.  9 
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Use  Information  from  Graphs  (2.3.2) 

THE  BOLT  COMPANY'S  EXPENSES 


USING  DATA 


salaries 


travel 


/          32%  > 

18%  \ 

I    taxes  /\ 

rent  J 

\    15%  /  \ 

23%  y 

\       / heal  y 

I  Use  the  circle  graph  to  answer  the  questions.  [ 


!  UG1 


1.  On  which  of  the  following  expenses  did  the  connpany  spend  the  most 

A.  rent  C.  salaries 

B.  heat  D.  travel 


2.  Which  of  the  following  expenses  is  the  second  largest  expense? 

A.  rent  C.  salaries 

B.  heat  D.  travel  

3,  Was  more  spent  on  taxes  or  heat?   


IugT) 


Circle  the  key  words  in  the  following  problenns. 

4.  How  much  more  was  spent  on  travel  than  taxes? 

5.  How  much  was  spent  all  together  on  salaries,  travel,  and  rent? 

:  KQ2| 

6.  Circle  the  correct  operation  for  problem  #4. 
A.  add  B.   subtract        C.    multiply        D.  divide 


7.  Circle  the  correct  operation  for  problem  #5. 

A.  add  B.   subtract        C.    multiply        D-  divide 

8.  How  much  was  spent  on  heat  and  rent?  


ERIC 
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DIAGNOSTIC  EVALUATION 


USING  DATA 


Use  Information  from  Graphs  (2.3.2),  cont. 


[D0K[E°G)°?Cfl(I)!r53 


s 

T 
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Bruce 
Laura 
Fred 

Adele 

Mitzi 

Juan 

Helen 


P^^^^^^T^^^^^!^^^^T^^^^^^T^^^w^Y  ^^^^^w^w  w^w^w^w  Y^^^^^^^  w^^^Y^f 


LJ_J  I  \  \  L 


30  40  5C  60 

MONEY  EARNED  IN  CXDLLARS 


70 


Use  the  graph  to  answer  the  questions. 


UG2 


9.  What  dc5S  the  information  on  the  x-axis  (horizontal  line)  represent? 


10.  Which  student  earned  the  least  in  the  BIKE-A-THON? 


11.  What  is  the  greatest  amount  of  money  that  was  earned? 


UG4 


12.    What  is  the  interval  between  the  vertical  lines? 


13.   How  much  more  did  Juan  earn  than  Mitzi? 


UG5 
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Use  Information  from  Graphs  (2.3.2),  cont. 

CELTICS  SHOOTING  PERCENTAGE 


GAME 


Use  the  graph  to  answer  the  questions. 


14.  How  nnany  gannes  does  this  graph  cover? 

15.  Which  game  had  the  worst  percentage?  _ 


16.    What  is  the  interval  between  the  horizontal  lines? 


UG3 


UG3 


UG4 


Circle  the  words  that  tell  how   problem  #17  should  be  solved.  | 


17.   What  is  the  difference  between  ths  shooting  percentage  in  gannes  3 
and  4? 


KOI 


18.  What  must  you  do  to  solve  the  problem  stated  in  question  17? 

A.  add  C.  multiply 

B.  subtract  D.  divide 

19.  What  is  the  difference  between  the  highest  and  lowest  shooting 
percentage?  


KQ2 
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DIAGNOSTIC  EVALUATION 


USING  DATA 


Use  Information  from  Graphs  (2.3.2),  cont. 


M 
0 
N 
T 

H 
S 


July 
June 
May 

April 

March 

Febr, 

Jan. 


OOOIDI!®  S(D[L[ES 


L 


1     i     I     i  I  I  I  L 


25  35  45  55 

NUMBER  OF  SALES 


[Use  the  graph  to  answer  the  questions 
20.  How  many  more  videos  were  sold  in  Febr.  than  March? 


65 


21.  What  is  the  total  number  of  videos  sold  in  May,  June  and  July' 


UG5 


UG5 


22.  What  is  the  difference  between  Apr='  and  March  sales? 


UG5 


23.  What  is  the  interval  between  each  vertical  line  on  the  graph  above? 


A.  5  C.  20 

B.  15  D.  25 

24.  How  many  recorders  were  sold  in:  Febr.? 

March? 

April? 

June? 


UG4 


UG2 
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UGl    IDENTIFY  INFORMATION  ON  A  CIRCLE  GRAPH 
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I  Use  the  circle  graph  to  answer  the  questions  below. 


FAVORITE  PETS 


1.  What  is  the  title  of  the  graph?  

2.  V'hat  percert  (%)  of  peop-e  ha\  e  fish  for  pets?  — 

3.  Accorr'  -^g  to  the  graph,  what  could  you  say  about  the  people  who 
icve  dugs  and  cats  for  pets? 

A.  35%  of  the  people  have  dogs  and  cats  for  pets 

B.  An  equa'  number  of  :^eople  have  dogs  and  cats  for  pets 

C.  Dogs  are  better  pets  than  cats. 

D.  Cats  are  better  pets  than  dogs 

A  What  percent  (%)  of  people  have  other  animals  for  pets?  


5.  Acco.-ciing  to  the  graph,  what  are  some  other  pets  people  mignt 
h3ve? 

A.  Snakes  C  Horses 

B  Birds  The  graph  doesn't  say 


il 


A  P' 


it 


MM 


m 


II 


^  f 
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tSV     U62  IDENTIFY  INFORMS 


U62  IDENTIFY  INFORMATION  ON  A  BAR  GRAPH 

Video  Recorder  Sa/es 


if 


July 

June 

M  Mar/ 
0 

N  April 
T 

H  March 
S 

February 
January 


25  35  45  55 

Number  oT  Recordings  Sold 


P       1 .  What  is  the  title  of  this  bar  graph? 


II       2.  What  information  Is  given  on  the  y-axls  (vertical  line)? 


m 

4 


if 


hi 


^       3.  What  information  is  given  on  the  x-axis  (horizontal  line)? 

m  '  

^^       4-  HOW  many  months  are  shown  on  the  chart?  — 

5.  What  is  the  highest  number  of  recorders  sold?  
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U63    IDENTIFY  INFORMATION  ON  A  LINE  GRAPH 

wws  symEK  e^kkidkkes 


II 

11 


11 


E 
A 
R 
N 
I 

N 

6 
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1.  What  is  the  title  of  the  graph? 


2.  The  graph  shows  Wendy's 


for  each 


\i      3.  How  many  weeks  did  Wendy  work? 


4.  How  many  times  d'd  Wendy's  earnings  decrease  from  one  week 
to  the  next?  _  

5.  How  many  times  did  Wendy's  earnings  Increase  from  one  week 

to  the  next? 


1 


f 


m 

il 
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2.3.2  USE  INFORriATlON  FROM  GRAPHS 

IQl   SELECT  KEY  WORDS  ANL  PHRASES  IN  A  QUESTION 


[Circle  the  key  words  in  the  following  problems. 


1 .  Who  has  the  greatest  number  of  points  ^n  the 
graph?  The  least  number? 

2.  What  is  the  total  number  of  points  earned  by  all  the 
students? 

3.  What  is  the  difference  between  Alan's  and  Michael's 
scores? 

4.  Who  has  one  half  as  many  points  as  Moses? 

5.  What  is  the  difference  between  Carol's  and  Moses' 
scores? 


1 1 
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2.3.2  USE  INFORMATION  FROM  GRAPHS 

KQ  2     DETERMINE  THE  CORRECT  MATHEMATICAL 

OPERATION  BASED  ON  KEY  WORDS  AND  PHRASES 

y/deo  /Recorder  S»/es 


I 

i 
i 


n 

0 
N 
T 
H 
S 


July 

June 

Mev 

April 

March 

February 

January 


1 

m 

1  1 

25  35  45  55 

Number  of  Recordings  Sold 


65 


Write  odd,  subtract,  multiply,  or  divide 

to  tel)  how  you  would  find  the  following. 


1 .  total  sales  for  May  and  June?  

2.  the  difference  between  February  and  March  sales? 

3.  how  many  more  were  snld  In  April  than  In  June''  _ 

4.  Januan;,  f  ebruc^ry  and  March  sales  combined?  

5.  one-half  of  February  sales?  


6.  three  times  as  many  sales  as  March? 


lit?-  Ui 
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2.3.2  USE  INFORMATION  FROU  GRAPHS 
?    U64    IDENTIFY  INTERVALS  ON  HORIZONTAL  OR  VERTICAL 
SCALES 


GAS  MILEAGE  COMPARISONS 


Volvo 

C 

A  Konda 
R 

S  Datsun 

T  Dodge 
E 

S  Toyota 
T 

E  Chevy 
D 

Buick 


I      I  I 


ill 


•.mi 


iinii«jiiun|i 


cn 


iii 


ilif 


Hi 


20  24  28  32 

MILES  PER  GALLON 


36 


1 .  Each  bar  shows  the  gas  mileage  for  a  particular  

2.  The  miles  listed  on  the  graph  are  ,  ,  , 

 ,  ,  and  

3.  The  number  of  miles  shown  by  the  line  that  is  halfway  between 
'^0  and  24  Is  ■ — - 

4.  Halfway  between  28  and  32  Is .  

5.  What  number  should  replace  the  question  mark  (?)  above?  

6.  The  Interval  between  vertical  lines  Is  


ERIC 
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2.3.2  USE  INFORMATION  FROM  GRAPHS 

UG4    IDENTIFY  INTERVALS  ON  HORIZONTAL  OR 
VERTICAL  SCALES 


ii 
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1.  The  graph  shows  the  shooting  percentage  for  the  Celtics  in 
each  of  six  

2.  The  percentages  (%)  listed  on  the  graph  are  24,  26.  

30  36  


3.  The  distance  from  24%  to  26%  is 


4.  If  you  wanted  to  write  the  number  halfway  between  34%  and 
36%,  you  would  V.  Ite  %. 


Mi 


if 


it 
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UG5    PERFORM  ONE  CALCULATION  USING  INFORMATION 
FROM  A  GRAPH 


Use  the  circle  graph  to  answer  the  questions  below. 


FAVORITE  LEISURE  ACTIVITIES 


OTHER 


\.    wnat  percentage  of  students  like  to  watch  television 
or  listen  to  music? 


What  ;)ercentage  of  students  prefer  to  do  something 
else  besides  play  sports? 


How  much  more  do  students  prefer  watching 
television  than  i^^ing  shopping? 


What  percentage  of  students  like  to  listen  to  music 
or  do  other  things? 
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2.3.2  USE  INFORMATION  FROM  GRAPHS 

UG5    PERFORM  ONE  CALCUL.^TION  USING  INFORMATION 
FROM  A  GRAPH 


Computer  Sales 


July 

June 

M  May 
0 

N  April 
J 

H  March 
S 

February 
January 


25  35  45  55 

Number  of  Computers  Sold 


1.  How  many  computers  were  sold  In  the  first  two  months  of  the  year? 

2.  What  Is  the  difference  between  the  best  and  worst  month  for  computer 
sales'^ 


3.  What  is  the  total  number  of  computers  sold  in  the  three  months  with  the  . 
best  sales?  P'^' 


4.  What  is  the  difference  between  sales  In  April  and  March? 
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2.3.2  USE  1NF0P.MATI0N  FROM  GRAPHS 

UG5    PERFORM  ONE  CALCULATION  USING  INFORMATION 
FROM  A  GRAPH 

IPTOFDTS  mm  J®E"S  ^E©ETA!5ia-E  STAIJiD- 
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1.  What  is  the  difference  between  the  first  week  and  the 
second  week  tn  profits  for  Joe? 


V 


'x 


1 


ERIC 


5       2.  How  much  did  Joe  earn  in  the  last  two  weeks? 


3.  What  is  the  difference  between  the  highest  week  and 
the  lowest  week? 


A.  How  much  did  Joe  earn  in  all  five  weeks? 


E.c.l.  tan  t.s.t. 
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DIAGNOSTIC  EVALUATON 


UciiNG  DATA 


^•v**   Find  the  Average  of  a  Set  of  Numbers  (5.1  1) 


Lin©  up  the  following  numbers  in  a  column, 


M  )  18.    84.    10.  20 

(2.)  26,   25,   82,   4,  13 

(3.)    6,    18,    43,  21 

Choose  the  correct  operation  to  complete  the  sentence, 
(add.  subtract,  multiply,  divide) 


4.   To  find  the  average  of  a  set  of  numbers,  you  must  first  _. 
them  to  get  a  sum. 


5.  The  next  step  is  to 
added  in  step  one. 


this  sum  by  the  number  of  items 


6,  Find  the  aver?^ge. 


Bev's  Scores  on 
Five  Math  Tests 


T'isI  Score 


1 
2 
3 
4 

5 


40% 
75% 
70% 
80% 
95% 


AV3 


7.  What  is  the  ^.^erage  number  of 
tickets  sold?  [avsI 


Play  Tickets  Sold 


Student  Num.»er 


Sam 

Jo 

Ted 

Ann 

Sue 


25 

10 

20 

5 

15 


Average 


Average 


E.C.I.  forE.S.E. 
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SKILL  SHEET 


5.1 .1  FIND  THE  AVERAGE  OF  A  SET  OF  NUMBERS 

AVI    RECOGNIZE  THE  PHRASE  "FIND  THE  AVERAGE' 


m 


m 


II 
II 


II 
II 

ir 


II 

II 
II 


1.  Finding  the  average  requires  addition  and 


2.  Before  you  divide  In  averaging,  you  need  to 
all  the  numbers. 


MATHEMATICS  CLASS  SIZE 


Period  1 

32 

Period  2 

29 

Period  3 

23 

Period  4 

33 

Period  5 

33 

Use  chart  to  ansv.'er  the  questions. 


Find  the  average  class  size. 

3.  What  do  you  do  first?   


4.  List  the  numbers  you  would  use. 


5.  After  addition,  what  Is  the  next  ster  m  finding  .he 
average?  _  ^  


i  K'i 
V  c=  > 


i 


i 


f 

A  a 

"1' 


m 


i 

A. 


Illilllilififilil|||^|^i^^^^^|f^||!l 


FOR  E.S.E. 


P.G.C./SPED  1989 


41 


10   lIPv^"/ SKILL  SHEET 

6  ^  5.1 .1  FINb  THE  AVERaoE  OF  A  SET  OF  NUMBERS 
^^  AV2    LINE  UP  NUMBERS  IN  A  COLUMN 

il 


Line  up  the  following  groups  of  nunnbers 
in  column  form  for  audition. 


87.  37.47.5.  W 


i 


11 


il 


2.  1I2.6.25.437<6 


il 

ii  3.  l2. 42. 54.65.7 
il   

il   

il   

il  

il 


ERIC 


E.C.I.  FOR  E.S.E. 


95.  50.  22.  9.  3 


5.     148.  33.  M.  75.  dOj 


9.  12.33.56.8 


||f||||ilil^lilil|f|iililili^| 
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SKILL  SHEET 


5.1 .1  FIND  THE  AVERAGE  OF  A  SET  OF  NUMBERS 

AV3    FIND  THE  AVERAGE  OF  A  SET  OF  NUMBERS 


Find  the  average. 


if 
if 


STUDENT  ABSENCES 


Monday 

20 

Tuesday 

26 

Wednesday 

10 

Thursday 

45 

Friday 

19 

II 

ii 

ii 


I.  Find  the  average  number  of 
students  absent. 

...  .)4 students 

B.  22  students 

C.  1 20  students 

D.  125  students 


DISTANCE  DRIVEN 


Monday 

43 

Tuesday 

53 

Wednesday 

59 

Thursday 

71 

Friday 

94 

2. 


ii 
ii 
ii 
ii 

iiiiiiiiiiiliiiiiiiJIiiiii 


Find  the  average  distance  driven. 

A.  66  kilometers 

B.  54l<11ometer5 

C.  320  kilometers 

D.  64  kilometers 


NUMBER  OF  BUS  PASSENGERS 


Tuesdc" 

98 

Wednesday 

84 

Thursday 

61 

Friday 

93 

3.  Find  the  average  number  of 
passengers  riding  the  bus 

A.  81  passengers 

B.  84  passengers 

C.  336  passengers 

D.  86  passengers 


A 

m 


ii 


3  f' 


ii 


i  m 
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PROBLEM  SOLVUG 
FR£-T£ST  AND  lOST-TBST 


Kame 


Date 


1.  Solve  for  N 

N  =  fi  ($3.00)  ♦  s  ($2.00) 


b  =  51 


A.  $210.00 

B.  $87.00 

C.  $5.00 

D.  $225.00 


2.  Solve  for  p 
p  =  s  -c 


s  =  $73 
Cs$48 


A.  $121 

B.  $111 

C.  $35 

D.  $25 


3.  sol'  a  for  B 
B  n(f  +  s) 


n  =  6 
f  =  24 
5  =  27 


A.  306 
•B..57 

C.  171 

D.  3,888 


ERIC 
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PROBLEM  SOLVBC 
KiE.T£ST  AND  POST-TEST 


4.  Solve  for  R 
t 


d  =  215 
ts5 


A.  220 

B.  210 

C.  1075 

D.  43 


Tou  went  shopping      White  Marsh  Mall  last  weekend  to  spend  some  noney 
you  got  for  your  birthday.   Tou  bought  3  hard  rock  albums  for  S7.76  each 
and   a  cassette  ease  that  cost  fll.'»9«    About  bow  much  did  you  spend  on 


your  total  purchase? 

i  132 

B.  533 

C.  $20 

D.  535 


6.    It  Sally  earns  82*90  each  evening  by  delivering  newspapers*  about  how  much 
would  she   oam  in  10  days? 


A.  113 

B.  S3 

C.  S30 

D.  5300 


-431 
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PROBLEM  S0LVIN3 


PRE-TEST  AND  POST-TEST 

• 

16.    A  furniture  salesman  is  paid  a  commission  of  12^.    How  much  will  he  make 

for  selling  a  chair  that  cost  1276? 

A.  »33.12 
B-  'S25.00 

C.  $12. CX) 

D.  $  3.31 

 ■ 

17.    A  shoe  salesman  earns  15Z  commission.    What  is  his  comission  if  he  sells 

$245  worth  of  shoes? 

A.  $230.00 
B  S15.00 

C.  $36.75 

D.  $24.50 

• 

18.    557.  of  the  senior  class  attended  the  class  trip.    If  there  are  2.0  seniors 

altogether,  how  many  went  on  the  trip? 

A.  no 

R  inn 

C.  4 

D.  «5 

19.     A  record  album  costs  S7.90.    What  would  the  change  be  from  a  ten-dollar  bill? 

A.  3  dollars,  1  nickel 

B.  3  dollars,  1  dime 

D.    2  dollars,  1  dime   

20.     A  sub  costs  S2.85.    W^xat  would  the  change  be  from  a  »5.00  ill? 

F 

• 

A.    2  dollars,  1  dime,  1  nickel 
li      o  f^ftil -aT**?    1  nickel 
C.    3  dollars,  1  dime,  1  nickel 
3  dollars,  1  nickel 

• 

• 

ERIC 

•434- 
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DIAGNOSTIC  EVALUATION 


PROBLEM  SOLVING 


m 


Use  a  Simple  Formula  (2.1.14) 
Part  I 


Circle 

the  formulas. 

[UFlJ 



1. 

A  +  B 

B  -  Y 

AX 

D  =  RT 

A 

R 

2. 

C 

'•^  V 

M  +  1 

1 

C 

1M 

A 

3. 

XV 

2 
3 

X 

A 

=  (LW)(3M) 

4. 

100X 

2 
W 

V  =  LWH 

X 

-  Y 

5. 

s  «  w 

-  10E 
5 

VCD 

1  +  1 

8 

C 

LUF2J 

Rewrite 

the 

formulas 

substituting  numbers  for 
Do  not  solve. 

the  va.iables. 

B«L  +  W-Z 

L  =  10 
W  -2 
Z  =  8 


8.      J  =  K  +  L  +  M 

K  =  4 
L«  6 
M  =  8 


7.      H  «  +15 
M 


K  -5 

M  -2 


H 


9.      A  =  J-  BH 
2 


B«7 
H  =  12 


E.C.I.FORE.S.E. 


ERIC 


O  r  fi 

11-301 


P.G.C./SPED  1989 


DIAGNOSTIC  D/ALUATION 


PROBUEMSOLVIUo 


Use  a  Simple  Formula  (2.1.14) 
Part  il 


1.    Solve  for  D 
D-RT 
R-6 

D« 

2.     Solve  for  x 
X  yz 
y-4 

X  = 

IJF3 

3.     Solve  for  A 

A=  BC 

B  9 
C  «=  3 

A 

4.  Solve  for  D 
D= 

V 

M  =  14 
V«2 

5.  Solve  for  F 
3 

G  =  12 
F  = 

6.   Solve  for  A 

c 

B  =  10 
C  =  5 

A  = 

7.  Solve  for  L 

L.16  +  (A  +  B) 

A-7 
8*4 

L 

8.  Solve  for  H 
H  =  6  +  (J  -  K) 
J  =  5 

H  = 

9.  Solve  for  S  ^ 
S  «  (6  -  R)  +  U 

R  =  2 
U-3 

S  = 

III-302  P.G.C./SPED  1989 
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PROBLEM  SOLVING 


Use  a  Simple  Formula  (2.1.14) 
Part  ill 


Lure. 


1 .  Solve  for  B 


B=N+F-S 


N  =  6 
F  =  27 
S  =  24 


B  = 


lL)F7 


Solve  for  A 
C-f  D 

A  = 


B 


B  =  2 
C  =  1 
D  =  3 


A  = 


lUFTi 


2.  Solve  for  D 

D  =  AB  +  C 

A  =  4 
B  =  5 
C  =  2 

D  = 


3.  Solve  for  W 


W  =  X  -  YZ 


X«  50 
Z  =  5 


W 


5.  Solve  for  G 

H  =20 
L  =  5 
J  =  5 

G  =  


6.  Solve  for  K 

L«8 
M  =  2 
P  =  6 

K  = 


IUF7I 
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SKILL  SHEET 


2.1.14  USE  A  SIMPLE  FORMULA 


V 


V 


^  AiiiiiiiiiiiilililiWilili' 
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SKILL  SHEET 


ii 


1 


III 

m 


ii 

ERJCe.ci.  for  e.s.e. 


O  o 


2.1.14  USE  A  SIMPLE  FORMULA 

UFl    IDENTIFY  A  FORMULA 

FIND  THE  FORMULA 

1.    D  =  F?T 

R  =  6 
T  =  2 

Thf?  formula  1?, 

FIND  THE  FORMULA 
4.    M  =  3{V-^W) 

V  =  6 
W=  1 

FIND  THE  FORMULA 

2.  C  =  A  ^  B 

A=  6 
B=  2 

FIND  THE  FORMULA 
B 

6  =  2 
C  =  20 
D=  10 

Thf  fnrmiil?! 

FIND  THE  FORMULA 

' '  V 

S=  10 
V  =  5 

ThP  fr>rmii1a  Iq 
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.       2.1 .14  USE  A  SIMPLE  FORMULA 

AH  UF2    SUBSTITUTE  NUMBERS  FOR  THE  VARIABLES  IN  THE 
FORMULA 


1.  Solve  forC: 

C  =  A  ♦  B 

A  =  2 
B  =  1 

C  = 


2.  Solve  for  E: 


E  =  C  -  D 


C  =  7 
D  =  5 


3.  Solve  for  1: 

T-I+H-J 

I  «=  13 
H  «=  10 
J  =  5 


p. 


m 


f 


1 1 


ii 


O     E.C.I.  FOR  E.S.E. 
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Q  f;  fT 


&R|UF2    SUBSTITUTE  NUMBERS  FOR  THE  VARIABLES  IN  THE 
h  FORMULA,  cont. 


if      4.  Solve  for  B: 

if  B'(C-D)«M 
if 


II 


fill 


C  =  8 
D  =  2 
M  =  10 


B  = 


5.  Solve  for  M: 
R 

Y  -  9 
Z  =  13 

R  -  n 

M  = 


6.  SOLVE  FOR  L: 

F  =  50 
J  -  33 
K-  8 


o  0 


f 


i.i 


5*? 
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2.1.14  USE  A  SIMPLE  FORMULA 
UF3    INTERPRET  -BH"  TO  MEAN  "B  TIMES  H" 


A 


1.  Solve  for  D 
D  =  RT 

f;  =  6 

1  =  2 

D  = 


5^1 


2.  Solve  for  D 

D  =  MS 

M  =  5 
5=10 


D  = 


il 


3  Solve  for  P 

P  =  MV 

M=  9 
V  =  2 

P  = 


(it*  C  A 


11 


il 


BViavia  vea  M  =      vs=  ^  6  p.g.c./sped  i989 


O    E.C.I.  FOR  E.S.E 
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SKILL  SHEET 


|l^,Vr™S%/2-  TO  MEAN  D  DIVIDED  BY  2 


1 1 


1.  Solve  for  D: 


V  -  5 


•I 


D  = 


2.  Solve  Tor  M: 
M  -  S 


S  =  50 
V  «  10 

M  - 


4.  Solve  for  P: 
P  =- 


M  =  6 
V  -  3 


5.  Solve  for  B: 


D  =  7 
C-  2 


B 


3.  Solve  for  S: 


N«36 
T  -  9 


6.  Solve  for  R. 

^=1 


15 


R 


ERIC  E.C.l.  TOR  E.S.E. 
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if^  ^  2.1.14  USE  A  SIMPLE  FORMULA 

B  V  UF5    COMPUTE  ACCORDING  TO  THE  ORDER  OF 
OPERATIONS  (PA"  iNTHESES) 


Solve  each  equation  one  step  at  a  time. 


rnV/-  E.C.I.  FOR  E.S.E. 
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A 


if 

i 


•4 


UF5    COMPUTE  ACCORDING  TO  THE  ORDER  OF 
OPERATIONS  (PARENTHE^;ES),  cont. 


4.  Solve  for  W: 

W  -  (M  -  N)G  W  = 

M  =  3  v;  = 

G-4  W  = 


5.  Solve  for  R: 

R=15-(M*N*5)  R-=- 

M=2  R=- 

N  =  4  R  =  - 


6.  Solve  for  P: 


B 

A-  16 


20 
C 


il 


B  -  4 

C«5 


P  = 
P  - 
P  - 
P  - 


if 


m 
il 


id 


1 


ilSP 


''1 


ERIC 
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2.1.14  USE  A  SIMPLE  FORMULA  rM^mro  nP 

UF6    COMPUTE  ACCORDING  TO  THE  ORDER  OF 

OPERATIONS  (MULTIPLY.  DIVIDE.  ADD.  AND 
SUBTRACT) 

Solve  each  equation  one  step  at  a  timeT] 


1 .  Solve  for  B: 
B  =  NF  ♦  5 
N  -  16 
F  =  10 


B  = 
B  - 
B  = 
B  " 


2.  Solve  for  A: 


p. 


B"2 
C  =  24 
0-3 


A  =  . 

A  = 
A- 


V 


II 


.4 


0  .pililifillifililll  ii'^^i^i 
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i 


i{»yUF6    COMPUTE  ACCORDI'fJG  TO  THE  ORDER  OF 

OPERATIONS  (MULTIPLY,  DIVIDE,  ADD,  AND 
SUBTRACT),  cont. 


3.  Solve  for  M: 


M  = 

100 

p  = 

8 

M  = 

N  = 

14 

M  = 

M  = 

m 


A.  Solve  «r  K: 
K 


M  ♦  2N  ♦  R 

K  = 

N  =  3 

K  = 

R  -  10 

K  - 

M  -  30 

K  - 

II 


O    E.C.I.  FOR  E.S.E. 

ERIC 


11-315 


P.G.C./SPED  1989 


SKILL  SHE"^,T 


A  P5  2.1 .14  USL  A  SIMPLE  FORMULA 

UF7  COMPUTE  ACCORDING  TO  THE  ORDER  OF 
^  -  OPERATIONS  (FRACTIONS) 


it*? 


Solve  each  equation  one  step  at  a  time. 


?=  1.  Solve  for  S: 
'^^  P  =  34 


2.  Solve  for  A: 
i«  c*S 
A  = 


11 


B 

B  =  5 
C-  15 
S«  10 


3.  Solve  fori: 
4V 


if  " 


V  -  4 


s  =  - 
s  =  . 
s  = 
s- 


A- 
A  = 
A- 


T 
T 


ERIC    -x  on^ 
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H  UF7    COMPUTE  ACCORDING  TO  THE  ORDER  OF 
OPERATIONS  (FRACTIONS) 


A.  Solve  fori: 


BP 


n  =  8 


N=  18 
0=  19 


L  =  . 
L  = 
L  = 
L  = 


• 


i 


5.  Solve  for  W: 


W 


V 


111 
X 

X«2 


Y«  '« 
Z«3 


W  =  . 
W  =  , 
W  = 


6.  Solve  for  N: 

if  N. 


S  *  1    R» 1    N  = 

P   *  10 
S-29 


P-5 


N 
N 


or"' 


111111111 
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DIAGNOSTIC  EVALUATION 


PROBLEM  SOLVING 


0     ^»??S>      Choose  a  Reasonable  Answer  (4.1.1) 
^  Part  I 


Circle  the  key  words  in  the  problems  and 

then  tell  which  operation  to  perform.   


|KW1 
iKW2 


1.   Bea  bought  a  dress  for  $22.98.  A  blouse  for  $16.89  and  a  handkerchief 
for  $0.89.  About  how  much  did  these  items  cost? 


2.  Which  must  you  do  in  #1? 


A.  add 

B.  subtract 


C.  multiply 

D.  divide 


3.    Kristen  wants  roller  skates  that  cost  $26. SS.   She  has  $18.40.  About 
how  much  more  money  does  bhe  need? 


4.  Which  must  you  '  o  in  #3? 


A.  aad 

B.  subtract 


C.  multiply 

D.  divide 


5.    Ms.  Carlson's  class  is  earning  money  for  a  class  trip.  The  trip  will  cc't 
$518  per  person.   About  how  much  will  they  need  if  there  are  21 
students  in  the  class? 


6.  Which  must  you  do  in  #5? 


A.  add 

B.  subtract 


C.  multiply 

D.  divide 


Round  these  numbers  to  the  nearest 
tens,  hundreds,  and  thousands. 


Number 

Tens 

Hundreds 

Thousands 

7.  2,648 

8.  514 

9.  27 

10.  i02 

E.C.I.FORE.S.E. 
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DIAGNOSTIC  EVALUATION 


PROBLEM  SOLVING 


Choose  a  Reasonable  Answer  (4.1.1) 

Part  II 


HaI] 


Solve  the  following  problems. 


•|.   Steve  bought  a  fishing  pole  for  $39.78  and  three  fishing  lures  at  $1.89 
each.  About  how  nnuch  did  he  spend? 


A.  $40.00 

B.  $,2.00 

C.  $44.00 

D.  $46.00 


2.  Richard  spent  $42.53  for  a  software  progrann.  He  also  bought  other 
small  parts  for  his  computer  that  came  t(^  $14.38.  About  how  much  did 
he  spend? 


A.  $48.00 

B.  $50.00 

C.  $57.00 

D.  $60.00 


3.  Nancy  bought  three  frozen  dinners  at  $2.98  each.  About  how  much  did 
she  spend  on  the  food? 


A.  $7.00 

B.  $8.00 

C.  $10.00 

D.  $9.00 


4.   Nicole  babysat  for  her  neighbor  for  7  hours.  About  how  much  will  she 
earn  if  she  gets  paid  $3.75  an  hour? 


A.  $28.00 

B.  $21.00 

C.  $14.00 

D.  $20.00 
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4.1.1  CHOOSE  A  REASONABLE  ANSWEk  FOR  A  MATHEMATiCAL  PROBLEh 


y 


A  C3 


II 


II 
II 


II 

li 


V 


il 


;<5 


II 


II 
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Circle  the  key  words  in  the  following  problems. 


if 

1 .  John  bought  5  bogs  of  grain  at  $6.95  per  bag.  About 
=■  ^  how  much  did  he  spend? 


4.1 .1  CHOOSE  A  REASONABLE  ANSWER  FOP  A  MATHEMATICAL  PROBLEM  M  V> 

rWl    SELECT  KEY  WORDS  IN  A  WORD  PROBLEM  ad 


m 


fiB        2.  The  Browns  are  collecting  stamps.  Amy  has  1 05, 
P  S  John  has  248,  and  Karen  has  3Q2.  About  how  many 

P ^  stannps  do  they  have  in  all? 

§1        3.  The  Ace  Apple  Orchard  sold  4Q  bushels  of  apples  at 

$4.75  a  bushel  and  22  jars  of  apple  butter  at  $1 .1 0  per 
^ P  jar.  About  how  much  money  did  they  collect? 

lii        4.  The  price  of  silver  dropped  from  $37.97  an  ounce  to 

$24.68  in  one  day.  About  how  much  less  was  it  worth?    ^  ^ 


_  5.  The  bill  for  dinner  was  $8.30.  About  how  much  chamgr^  i| 

should  Uncle  Jake  get  from  e  twenty  dollar  bill?  1 1 

if 
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•  '  4.1.1  CHOOSE  A  REASONABLE  ANSWER  FOR  A  MATHEHATICAL  PROBLEM 
f,0i:W2    SELECT  AN  OPERATION  ACCORDING  TO  tEY  WORDS 
^  "  AND  PHRASES 


ii 

II 


Choose  the  correct  operation. 


1.  How  much  less 

A.  Add 

B.  Subtract 

C.  Multiply 

D.  Divide 

E.  Round  off 


2.  Total 

A.  Add 

B.  Subtract 

C.  Multiply 

D.  Divide 

E.  Round  off 


ii 


il 


3.  About 

A.  Add 

B.  Subtract 

C.  Multiply 

D.  Divide 

E.  Round  off 


4.  20  at  $5.98  per  Item 

A.  Add 

B.  Subtract 

C.  Multiply 

D.  Divide 

E.  Round  ofi 


5.  Change 


A.  Add 

B.  Subtract 

C.  Multiply 

D.  Divide 

E.  Round  off 


6.  Equal  parts 

A.  Add 

B.  Subtract 

C.  Multiply 
Divide 

E.  Round  off 


:  'if 


if 


n 


I 

il 
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4.1 .1  CHOOSE  A  REASONAB!  E  ANSWER  FOR  A  MATHEMATICAL  PROeiEM 
RAl    ROUND  OFF  NUMBERS 


Round  off  the  numbers  to  specified  place  values. 


NUMBER 

1.  2,648 

2.  5,141 

3.  8,979 
A  24,771 
5.  76,809 


TENS 


HUNDREDS 


THOUSANDS 


Round  off  the  following  money  amounts  to  the  nearest  dollar. 


AMOUNT 

6.  $12.37 

7.  $9.53 

8.  $7.81 

9.  $20.47 
10.  $6.50 


DOLLARS 


4' 


11 


if 
II 


1^ 
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ni  4  n  CHOOSE  /  -REASONABLE  ANSWER  FOR  A  MATHEMATICAL  PROBLEM 
7  RA2    CHC;   E  A  REASOi>iABLE  ANSWER  FOR 
MATHEMATICAL  PROBLEM 


Estimate  the  answers  to  the  following  problems. 


I .  ^oan  buys  $36. 1 7  worth  of  clothing.  If  she  had  a  hundred 
dollar  bill  with  her  when  she  went  shopping,  atel  f^ow  much 
change  did  she  return  home  with? 


2.  Advertising  costs  for  a  restaurant  were  $376  In  May  and  $857 
tn  June.  About  what  was  the  difference  in  cost? 


if 


11 
ii 


3  Restaurant  Income  was  as  follows;  January,  $4,436; 
February,  $4,737;  March,  $7,526.  About  how  much  was  the 
tot?l  Income? 


9 


>.P 


m 


m 
ii 


1 


ii 


RA?-    CHOOSE  A  REASONABLE  ANSWER  FOR 
MATHEMATICAL  PROBLEM,  cont. 


A.  Nathan  spent  $8.95  for  an  album,  $1.75  for  miniature  oir, 
$3.50  for  a  movie  ticket,  and  $435  for  food.  About  how  much 
did  he  spend  in  all? 


t 


V'i 
V 

ill 


m 
ii 


5.  Jessica  plans  to  buy  a  canoe.  The  catalog  sh-'ws  a  list  price 
or  $379.95.  The  sale  price  is  $209.50,  Abilllt '  .'hat  was  the 
difference  In  the  two  prices? 


if 

ii 

if 


if 


m 


il 
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PROBl£M  SOLVING 


Solve  Money  Problems  Using 
A&diiion  and  Subtraction  (5.1.2) 
Part  S 


Circle    e  key  words  in  these  problems. 


TkwtI 


1.  Mary  Ann  nnade  three  purchases  at  the  store.  The  announts  were 
$13.7i».  $1.42,  and  $83.00.  What  was  the  total  amount  of  all  three 
purchases? 

2.  Jane  ga\'o  the  clerk  $20.00.  The  amount  of  her  purchase  was 
$17.14.  How  much  change  should  she  receive? 

3.  Dave  had  $5.00  lo  spend  on  lunch.  He  purchased  two  slices  of  pizza  for 
$2.50  and  a  mill*  for  60c.  How  much  money  did  he  have  left? 

—  "  \M 

Read  these  key  words  and  tell  whether  to  add  or  subtract"} 

^    4.  total  

5.  difference  

6.  all  together   

7.  change   

how  much  more  

9.  how  much  less   

10.  in  all   

!n  problem  #3  from  above,  two  mathematical  operations  (+,-,x,+) 
must  be  performed. 

11 .  What  must  be  done  first?  12.  second?  


E.C.I.FORE.S.E. 
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PROBLEM  SOLVING 


Solve  Money  Problems  Using 
Addition  and  Subtraction  (5.1.2) 
Part  II 


Solve  the  problem  and  circle  the  correct  answer.  { 


MASI 


1.  Decorations  for  the  school  dance  cost  $150.00.  The  band  for  the  dance 
costs  $680.00.   What  is  the  total  cost  for  the  decorations  and  the  band? 


A.  $830.00 

B.  $829.00 

C.  $831.00 

D.  $840.00 


The  profit  fronn  ticket  sales  at  football  gannes  was  $826.00.    Fronn  this 
profit,  the  class  bought  gym  equipment  for  $322.00  and  had  programs 
ppnted  for  $207.0^    How  much  money  was  left? 


A.  $297.00 

B.  $1,355.00 

C.  $287.00 

D.  $529.00 


3.  Andrea  has  $738.30  in  her  savings  account.  She  plans  to  spend  $12.98 
on  her  boyfriend's  birthday  present  and  $28.50  on  a  new  dress.  How 
much  money  will  she  have  left  in  her  savings  account? 

A.  $41.48 

B.  $414.48 

C.  $6n6.82 

D.  $779.78 

4.  Mr.  Slater  bought  art  supplies  consiFtinr,  of  paper  which  cost  $12.98, 
paints  which  erst  $22.50,  and  brushes  which  cost  $15.68.  How  much 
did  he  spend 

A.  $35.48 

B.  $38.18 

C.  $42.76 

D.  $51.16 
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SKILL  SHEET 

5  .  2  SaVE  MONEY  PROBLEMS  USING  ADDITION  t  ND  SUBTRACTION 
IWl    SELECT  KEY  WORDS  AND  PHRASES  IN  THE 
FOLLOWING  PROBLEMS 


Circle  the  key  words  in  the  following  problems. 


1  The  kindergarten  class  ate  lunch  at  McDonalds.  They  spent 
$  10.50  on  hamburgers,  $7.75  on  french  fries,  and  $8.00  on 
drinks.  How  much  did  they  spend  all  together? 

2.  Andy  is  saving  for  a  new  leather  jacket  which  costs  $  1 25.00. 
He  h..r  $59.75.  How  much  more  does  he  need? 

3  The  eatery  sells  a  dozen  doughnuts  for  $2.95  and  the  Dough  Boy 
sells  them  for  $3.98.  What  is  the  difference  in  prices? 

4  On  Tuesday,  Mr.  Henderson  spent  $3.00  on  parking,  $7.98  on 

'  lunch,  and  $5.00  for  a  haircut.  How  much  did  he  have  left  from 
a  twenty  dollar  bill? 

5  Jamie  wanted  to  buy  a  69$  bag  of  chips  and  a  coke  for  50(r,  but 
she  only  had  a  dollar.  How  much  more  did  she  need? 


.1.  fOR  E.S.E. 
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5.1.2  SOLVE  MONEY  PROBLEMS  USING  ADDITION  AND  SUBTRACTION 
i:W2    SLELECT  AN  OPERATION  ACCORDING  TO  KEY 
WORDS  AND  PHRASES 


Match  the  following. 


J.  Equal  parts 

_2.  Change 

-3.  mail 

_4  5  at  $.49  each 

_5.  Average 


A  Multiply 

B.  Add 

C.  Divide 

D.  Add  and  then  divide 

E.  Subtract 


jhstch  the  following. 


J.  Total 

_2,  5%of!;39 

_3.  Split  the  cost 

_4  About 

_5.  Dlffereiw2 


A  S'^btract 

B.  Divide 

C.  Multiply 

D.  Add 

E.  Roundoff 


it 


m 


if 


viaVtSv^B\CaVB=VD>»  P.G.C. /SPED  1989 


2. C.I.  FOR  2.S.2. 


378 


5.1.1  SaVE  MONEY  PROBLEMS  USING  ADDITION  AND  SUBTRACTION 
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SKILL  SHEET 


Solve  these  pr^^blems. 


1.  Jason  bought  three  items  for 
school.  The  eraser  cost  $.03, 
the  notebook  cost  $.85,  and  the 
pencil  cost  $.08.  What  Is  the 
total  cost? 


The  profit  from  the  ticket  sales 
at  football  games  was  $826,00. 
From  this  profit,  the  class 
bought  gym  equipment  for  $322.00 
and  had  programs  printed  for 
$207.00.  How  much  money 
was  left? 


3.  Decorations  for  the 
school  dance  cost  $150.00. 
The  band  for  the  dance  costs 
$580.00.  What  Is  the  total 
cost  for  the  decorations  and 
the  band? 


4  Shannon  earned  $  1 90.00 
Her  class  ring  cost  $78.40. 
How  much  money  did  she 
have  left? 


3  « 


m 
m 

A 
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DIAGNOSTIC  EVALUATION 


PROBLEM  SOLVING 


Solve  Money  Problems  Using 
Multiplication  and  Division  (5.1.3) 

Part  I 


TMI 


jCirJe  the  key  words  in  these  word  problems.  | 


1.  A  bank  clerk  earns  $32.72  for  S  hours  of  work.  How  much  does  he  earn 
per  hour? 

2.  A  restaurant  sells  whole  submarine  sandwiches.   What  is  the  total  bill 
of  9  sandwiches  at  $1.85  per  sandwich? 

3.  The  play  cast  ordered  pizza  and  soda.  How  ;nuch  ^'\\\  each  pay  if  there 
are  12  members  of  the  cast  and  the  total  bill  comes  to  $26.40? 


PRead  these  key  words  and  lell  whether  to  multiply  or  d'vide. 


4.  split  the  cost  

5.  average   

6.  equa!  parts  

7.  total  Cost  .  

8.  per  minute  .  

9.  How  much  does  each  one  cost?   

10.  How  much  do  five  notebooks  cost? 


11.  Would  you  multiply  or  divide  in  problem  #1  above" 

12.  Would  yoj  multiply  or  divide  in  probl  n  #2  above? 

13.  Would  you  multiply  or  divide  in  problem  #3  above? 
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PROBLEM  SOLVING 


Solve  Money  Problems  Usinc 
Multiplication  and  Division  (5.1.3) 
Part  II 


|"Solve  the  problems  and  circle  the  correct  answers. 


IMMDI 


1.  Wayne  won  $780  in  a  contest.  The  nnoney  will  bp  paid  in  12  equal 
payments.  Low  much  is  each  paynnent? 

A.  $65.00 

B.  $0.65 

C.  $6.50 

D.  $650.00 

2.  Spark  plugs  are  on  sale  at  $1.19  each.  What  is  the  cost  of  8  spark 
plugs? 

A.  $S50 

B.  $5.90 

C.  $95.90 

D.  $9.52 

3.  Tires  cost  $59.89  each.   What  is  the  cost  of  8  tires? 

A.  $47.91 

B.  $479.12 

C.  $49.71 

D.  $4971 


4.   Five  members  of  the  Young  family  went  out  to  eat  at  a  butfet.  The 
total  bill  w?s  $37.50.   How  much  did  the  buffet  cofit  each  person? 

A.  $5  .0 

B.  $7.50 

C.  $2.95 

D.  $8.50 


E.C.I.FORE.S.E. 
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5  1  3  SaVE  MONEY  PROBLEMS  USING  MULTIPLICATION  AND  DIVISION 
tWl    SELECT  LEY  WORD  AND  PHRASES  IN  A  WORD 
PROBLEM 


Circle  the  key  words  in  the  following  problems. 


1.  Michael  bought  7  shares  of  BVV  stock  for  $62  44  What  is  the 
cost  per  snare? 


2.  There  are  5  children  In  the  Williams  family  If  the  dentdl  bill 
for  each  child  .s  $24.00,  what  Is  the  total  bill  for  the 
children? 

3  The  sophmore  class  bought  boxes  of  pens  to  sell  for  a  fund 
raiser.  If  one  bo:-',  cost  $  1 2.00  and  contains  24  pens,  how  much 
did  they  pay  for  one  pen? 

4,  Mrs.  Frost  pays  $  1 .05  a  week  'or  her  newspaper.  How  much 
does  It  cost  her  each  day? 

5.  The  Sunshine  Club  purchased  15  pounds  of  pecans  at  $  1 .98  per 
pound  What  was  their  total  bill? 


i^E.C.I.  fOR  E.S.E. 
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5  1 .3  SOLVE  MONEY  PROBLEMS  u5IN6  MULTIPLICATION  AND  DIVISION 
i:W2    SELECT  AN  OPERATION  ACCORDING  TO  lEY  WORDS 
AND  PHRASES 


m 


11 


Read  these  '-.ey  words  and  tell  whether  to  add, 
S'jbtract,  multiply,  or  divide.  


1.  Difference 

2.  All  together 

3.  How  much  m  Te 

4.  Equal  parts 

5.  l2at5Ceach 

6.  Average 

7.  Chanoe 
6  In  all 

9.  Split  the  cost 
10.  20%  of  $500 


i'.f 


if 
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5  1 .3  SOLVE  MONEY  PROBLEMS  USINS  MULTIPLICATION  AND  DIVISION 
MMDl    SOLVE  MONEY  PROBLEMS  USING 
MULTIPLICATION  AND  DIVISION 


Solve  these  problems. 


11 

il 
11 
il 


1.  The  school  sells  pens  for 
$2.38.  At  the  end  of  the  month, 
27  pens  were  sold.  What  was  the 
total  Income  made  for  the  sale 
of  pens? 


3. 


il 


I'll  2.  Four  friends  went  to  ar. 
^    amusement  park  where  they 
spent  $59.44.  If  they  split 
P    the  cost  equally,  how  much  will 
V    each  person  pay? 


The  Seidels  paid  $31.32 
a  night  for  a  motel  room 
while  on  vacation.  What  will 
their  bill  amount  to  if  they 
stay  13  days? 


Over  a  4  week  period, 
the  Thomas  family  spent 
$356.12  on  groceries.  What 
did  they  spend  per  week? 


If 
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DIAGNOSTIC  EVALUATION 


PROBLEM  SOLVING 


Solve  Problems  Using  Percents  (5.1.4) 


5.   Place  the  decimai  point  in  the 
correct  place  in  the  answer. 

$786 
X.32 
1572 

2358 
$25152 


[PD3_ 


1.  Change  the  percents  to 
decimals. 

A.  7%  «   


B.  90''/o  = 


C.  27%  = 


2.  In  this  word  problem, 
write  the  %  as  a  decimal. 

The  property  tax  is  4%. 

A.  4.000    C.  .04 

B.  4.0        D.  .4 


PD3 


iMD2  I 

6.  Place  the  decimal  point  in  the 
correct  place  in  the  answer. 

490 
X.8 


3920 


|PN2  I 


PD3 


3.  In  this  word  problem, 
write  the  %  as  a  decimal. 

The  Clark's  dinner  was  $55.00 
They  left  a  15%  tip. 

A.  .15 

B.  15.00 

C.  $55 

D.  1.5  

4.  Place  the  decimal  in  the 
correct  place  in  the  answer. 

$50 

$200 


7.  Multiply 

$398  X  15% 


MD2 


8.  Multiply 

$12.00  6% 


|PN2  I 
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DIAGNOSTIC  EVALUATION 


r^OBLEM  SOLVING 


Solve  Problems  Using  Percents  (5.1.4),  cont. 


|PN2 

IMUPI 

9.  Multiply 

11.  The  Booster  Club  received 

829  X  70%  -= 

50%  of  all  sales  at  their  last 

fundraiser.   If  they  sold  $453.00 

worth  of  merchandize,  how 

much  did  they  raise? 

A.  $226.50         C.  $226.60 

B.  $225.50         D.  $226.40 

|MUPl) 

10.  Sandra  purchased  a  dress  on  sale 

12.  There  were  220  people  in 

for  30%  off  its  list  price  of  $40.00. 

church  last  Sunday.  If  25%  of 

How  much  did  she  save? 

them  were  children,  how  many 

children  were  in  church? 

A.  $30.00          C.  $12.00 

A.  55               C.  110 

B.  $32.00           D.  $42.00 

B.  68                D.  200 
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5.1 .4  SOLVE  PROBLEMS  USING  PERCENTS 

PD3    RENAME  PERCENTS  AS  DECIMALS 


I  Write  decimals  for  the  following  percents. 


1.  50%  = 

2.  75%  = 

3.  5%  = 
A.  10^  = 

5.  259S  = 

6.  90%  = 

7.  2%  = 

8.  65%  = 

9.  95%  = 
10  35%  = 
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^  P  5.1 .4  SOLVE  PROBLEMS  USINS  PERCENTS 


MD2    PLACE  THE  DECIMAL  POINT  IN  THE  PRODUCT 

CORRECTLY,  WITH  UP  TO  TWO  DECIMAL  PLACES 


Place  the  decimal  point  in  the  answer. 


ii 


$500 
X  .25 

2500 
1000 
12500 


$1000 
X  .05 

5000 
0000 

5000 


m 


$695 
X  .65 

4475 
5570 
58175 


999 
X  .6 
7992 


468 
X  .03 
1404 
000 
1404 


6. 


139 
X  .85 

695 
1112 
11815 


3ji 
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5.1 .4  SaVE  PROBLEMS  USING  PERCENTS 
MUPl    SOLVE  PROBLEMS  USING  PERCENTS 


Solve  these  problems. 


II 


Mr.  King  sells  encyclopedias 
for  $850  a  set.  He  gets  a  )0% 
commission  on  each  set  he  sells. 
How  much  does  he  earn  from 
selling  one  set? 


11 
II 

if 


2.  In  the  tenth  grade,  at  Walt 
Whitman  High,  15%  of  the  students 
can  speak  two  languages.  There 
are  300  students  In  the  tenth 
grade.  How  many  can  speak  two 
languages? 


II 


Tracy  bought  a  skirt  on 
sale  for  35%  off  the 
regular  price.  If  the 
regular  price  was  $18, 
how  much  did  she  pay? 


A  poll  was  taken  to  see 
how  many  students  like 
country  music.  30%  of  the 
120  students  Interviewed 
selected  it  first.  How 
many  students  selected 
country  music  first? 


1 1 


m 


ii 


llllllllililili 
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DIAGNOSTIC  EVALUATION 


PROBLEM  SOLVING 


Make  Change  (5.1.5) 
Part  I 


I  MCI  I 
'juarter  I 


1.  Write  penny,  nickel,  dime,  or  quarter  3 


A.  25c 


2. 


B.  $0.01 

C.  5C 

D.  U 

E.  $0.10 

F.  $0.25 

G.  10C 

H.  $0.05 


Match  the  number  word 
with  the  correct  amount. 


one  dollar 


A.  $2.00 

B.  $1.00 

C.  $10.00 

D.  $0.10 


|MC2 


Match  the  number  word 
with  the  correct  amount. 


twenty  dollars 


A.  $2.00 

B.  $20.00 

C.  $0.20 

D.  $200.00 


4.  Match  the  number  word 
with  the  correct  amount. 


five  dollars 


A.  $50.00 

B.  $0.50 

C.  $5.00 

D.  $15.00 


5.  Match  the  number  word 
with  the  correct  amount. 


ten  dollars 


A.  $1.00 

B.  $100.00 

C.  $0.10 

D.  $10.00 


I  MC2| 


E.C.I.FORE.S.E. 
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DIAGNOSTIC  EVALUATION 


PROBLEM  SOLVING 


Make  Change  (5.1.5) 
Part  il 


1.    Circlp  thp  kAV  wnrri<^  in  thiQ 

problem. 

If  Kendra  buys  a  pair  of  jeans  for 
$18.85  and  gives  the  cashier  a  twenty 
dollar  bill,  how  much  change  should 
should  she  receive? 

Ikw2| 

$12.98.  He  gave  the  clerk  a 
twenty  dollar  bill.  How  much 
change  should  he  receive? 

In  this  problem,  do  you  add  or 
subtract? 

1  KWl 

2.  Circle  the  key  words  in  this  '  

problem. 

If  Jerome  buys  gum  for  60c,  a 
magazine  for  $1.50,  and  a  coke 
for  45c,  what  change  should  he 
receive  from  a  five  dollar  bill? 

|KW2i 

6.  Jenny  purchased  3  pairs  of 
socks  at  $2.50  per  pair.  What 
was  her  total  cost? 

In  this  problem,  do  you  add, 
subtract,  multiply,  or  divide? 

IKW1 

3.  Circle  the  key  words  in  this 
problem. 

If  fitan  hiix/Q  a  napU  of  nanpr  fnr  $1  ^fl 

what  is  his  change  from  a  twenty 
dollar  bill? 

|KW2i 

7.  Franco  gave  the  pizza  man  a 
ten  dollar  bill  for  a  small  pie 
that  cost  $7.65.  What  change  did 

i  It?  1  t?uc7ivt?  r 

in  this  problem,  do  you  add, 
subtract,  multiply,  or  divide? 

|MC3 

4.  Fill  in  the  chart  with  the  correct 
number  of  bills  and  coins. 

|10  dollar  bill 

5  dollar  bill 

1  dollar  bill 

quarter 

dime 

nickel 

penny 

$5.68 

$14.30 

$2.98 

$18.19 

E.C.I.FORES.E. 
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DIAGNOSTJC  EVALUATDN 


PROBl£M  SOLVING 


Make  Change  (5.1.5) 
Pa**!  ill 


I  MC4 


1.     If  Mr.  Hart  purchased  a  new  fishing  rod  for  $18.39  and  paid  the 
salesperson  with  a  twenty  dollar  bill,  what  was  his  change? 


A.  a  one  dollar  bill,  two  quarters,  a  nickel,  a  penny 

B.  a  one  dollar  bill,  two  quarters,  a  dime,  a  penny 

C.  a  one  dollar  bill,  two  quarters,  four  nickels,  a  penny 

D.  a  one  dollar  bill,  three  quarters,  a  dime,  a  penny 


2.   If  Dave  paid  for  a  box  of  Tv;inkies  that  cost  $1.27  with  a  five  dollar 
bill,  what  change  did  he  need? 


A.  three  one  dollar  bills,  one  quarter,  two  dimes,  three  pennies 

B.  three  one  dollar  bills,  two  quarters,  two  dimes,  three  pennies 

C.  four  one  dollar  bills,  two  quarters,  a  dime,  two  pennies 

D.  four  one  dollar  bills,  two  quarters,  a  dime,  two  pennies 


3.     Jane  bought  gloves  for  $7.72.  What  change  did  she  receive  from  her 
twenty  dollar  bill? 


A.  a  five  dollar  bill,  one  quarter,  thre?  oennies 

B.  a  ten  dollar  bill,  one  quarter,  one  nickel,  three  pennies 

C.  a  ten  dollar  bill,  two  dollar  bills,  one  quarter,  three  pennies 

D.  a  ten  dollar  bill,  three  dollar  bills,  cne  quarter,  three  pennies 


ERIC 


EC.I.FORES.E  11-349  P.G.C/SPED  1989 

305 


SKILL  SHEET 


ill; 


t).l .5  MAKE  CHANGE  ^   .ti/*.'I7i  a 

MCI    IDENTIFY  THE  VALUE  OF  A  PENNY,  A  NICKEL.  A 
DIME,  AND  A  QUARTER 

["Circle  the  letter  of  the  correct  answerT] 


A 


1.  A  dime  (too  Is  equal  to 
A.   ^^F^  B. 


ERIC 


O  C) 


E.C.I.  FOR  2.S.E. 
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5.t.5 MAKE  CHANGE  , 
MC2    WRITE  ONE-.  FIVE-,  TEN-.  AND  TWENTY-DOLLAR 

BILLS... 


Write  out  the  value  of  the  following  bills 
in  nunr^bers  using  two  decimal  places. 


1.  five  dollar  bill  = 


SKILL  SHEET 


2.  twenty  dollar  bill  = 


3.  one  dollar  bill  = 

4.  ten  dollar  bill  = 


ERiC  g.C.I.  FOR  E.S.E. 
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5.1 .5  MAKE  CHANGE 

tWl    SELECT  KEY  WORDS  AND  PHRASES  IN  A  WORD 
PROBLEM 


1.  What  change  would  you  receive  IT  you  bought  a  dozen  eggs  for 
$.77  and  paid  for  them  with  a  five  dollar  bilP 


SKILL  SHEET 


Circle  the  most  important  word  (s)  in 
 the  following  problems.  


2.  The  bill  for  your  dinner  Is  $8.83.  You  gave  the  cashier  a  ten 
dollar  bill.  What  is  your  change? 

3.  John  paid  for  his  school  lunch  with  a  five  dollar  bill.  If  lunch 
cost  $1.05.  how  much  change  did  he  get  back? 

4.  Kelly  bought  three  gumballs  at  five  cents  each?  What  is  her 
change  from  a  one  dollar  bill? 

5.  Mrs.  Williams  took  Karl  and  Joe  shopping.  She  bought  a  blouse 
for  Karl  which  cost  $7.98  and  a  pair  of  socks  for  Joe  which 
cost  $2.50.  How  much  change  did  she  receive  from  a  twenty 
dollar  bill? 


f  ^ 


mi  f 


if 


.  1 


II 


II 
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SKILL  SHEET 


tW2''sELECT  AN  OPERATION  FROM  KEY  WORDS  OR 
PHRASES   


Use  the  symbols  for  addition  (+),  subtraction  (-), 
multiplication  (x),  or  division  (*),  to  indicate  what 
operation  (s)  is  needed  in  the  following  problems. 


1.  fir.  Johnson  gave  the  cletK 
a  twenty  dollar  billto  pay  for 
his  wife's  new  hat  which  cost 
$17.98.  What  change  did  he 
receive? 


I 


Amy  bought  a  pen  for  $.93 
and  a  notebook  for  $  1 .50. 
What  change  will  she  get 
from  aftve  dollar  bill? 


The  staff  at  the  library 
ate  lunch  at  the  Pizza  Hut. 
The  entire  bill  was  $32.00 
so  they  divided  it  evenly 
among  the  8  members.  What 
change  will  Ellen  receive 
from  her  rive-dollar  bill? 


3.  Mona  bought  three  concert 
tickets  at  $6.00  each.  What 
change  did  she  get  from  a 
twenty  dollar  bill? 


5.  Frank  bought  3  golf  balls 
at  $1.25  each.  What  change 
did  he  receive  from  a  ten 
dollar  bill? 


Maria  got  the  Big  Whopper 
Special  for  $3.75.  What 
change  did  she  receive 
from  a  five  dollar  bill'? 


m 


i 
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SKILL  SHEET 


McT  cdnvLt  a  sum  of  money  imo  the  fewest 

BILLS  AND  COINS  POSSIBLE 


Fill  in  the  chart  with  the  coirect  change. 


$12.18 

$4.55 

$7.C8 

$11.41 

$15.98 

ten  dollar  bill 

five  dollar  bill 

one  dollar  bill 

quarter 

dime 

nickel 

penny 

if 


Ti 


If 
|i 


II 


V 


llllllilililillllliiii 
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SKILL  SHEET 


B^^McTsOLVE  MONEY  PROBLEMS  INVOLVING  MAKING 
^@  CHANGE 


Solve  these  problems. 


II  1.  The  cleantng  bill  was  $5.98.  How  much  change  will  Karen 
receive  from  her  ten  dollar  bill? 


if  2.  Bill  bought  a  magazine  for  $1.98  and  a  candy  bar  for  Ms. 
-  -     HOW  much  change  did  he  get  back  from  a  five  dollar  bill? 


P 
11 
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INTEGRATING  COMPUTER  SOFTWARE 

INTO  THE 

FUNCTIONAL  MATHEMATICS  CURRICULUM: 
A  DIAGNOSTIC  APPROACH 


SECTION  THREE 


SOFTWARE  MATERIALS 


Effective  Computer  instruction, 
for 

.  Effective  Special  Education 

Prince  George's  County  Public  Schools 
Department  of  Special  Education 
1989 


ji  1  •  1  •  •  •  •  •  •  1  I  •  1 

i\  1,^1,  i,i,Vj;Li,»,Li,  1,1, 


2 

•  4 


SOFTWARE  MATERIALS 
TABLE  OF  CO!^TE!MTS 


SOFTWARE  MATRICES 

The  software  matrices  are  organized  by  domain,  objective,  and  ski 
as  they  appear  in  the  Domain  Directory.   They  correlate  specific 
skills  to  activities  within  software  programs. 

Number  Concepts  

Whole  Number  Operations  

Mixed  Number/Fraction  Operations 

Decimal  Operations  

Measurement  

Using  Data  

Problem  Solving  


SOFTWARE  SUMMARIES 

The  software  summaries  are  arranged  alphabetically  first  by  the 
name  of  the  publishing  company,  second  by  the  title  of  the  program, 
and  finally  by  the  name  of  a  particular  activity  within  the  program. 

Davidson  and  Associates,  Inc. 

Math  Blaster  111-35 

Educational  Activities,  Inc. 

Math  for  Everyday  Living  111-43 

MEGG  (Minnesota  Educational  Computing  Corporation) 

Addition  Logician  ... 
Arithmetic  Critters 
Clock  Works  


III-1 

III-5 

.111-12 

.111-17 

.111-22 

.111-26 

111-29 


111-59 
III  -79 
.111-87 


SOFTWARE  MATERIALS 


TABLE  OF  CONTENTS 


Conquering  Numbers  (Series)  ill -93 

Decimals  Concepts  1 1 1 '  1  2 1 

Estimation  

Fraction  Concepts  iii-i  i 

Fraction  Munchers  1 1 1 "  1  c  1 

Fraction  Practice  Unlimited  111-161 

MECC  Graph  

MECC  Graphing  Primer  \\\-i\Ji 

Market  Place,  The  1 1 1 ' « 1  ? 

Mathematics-Vol.  3  111-2  31 

Money  Works  III'^Iq 

Muliiplication   Puzzles  II  I-? 4 9 

Number  Munchers  111-2  61 

Quickflash!  111-273 

Quotient  Quest  111-279 

Space  Subtraction  111-2  91 

Speedway  Math  111-303 

Study  Guide  111-31  1 

Subtraction  Puzzles  111-317 

Teacher  Option  Organizer  111-3  2  7 

Microcomputer  Workshop  (presently  under  Mindscape) 

Success  with  Math 

Addition  with  Carry  111-337 

Subtraction  111-363 

1-2-3    Digit    Multiplication  111-3  5  5 

Long  Division  111-3  45 

Success  with  Math:    Fraction  Series 

Adding  Fractions  111-33  3 

Subtracting  Mixed  Fractions  111-367 

Multiplying  Fractions   111-331 

Success  with  Math:    Decimal  Series 

Adding  Decimals  111-3  53 

Subtracting  Decimals  111-359 

Multiplying    Decimals  111-3  49 

Dividing  Decimals  111-34  1 


Milliken 


Math  Sequences 

Addition  111-369 

Subtraction  11 

Multiplication  111-403 

Division  111-395 


E.C.I.F0RE.S.E. 
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SOFTWARE  MATERIALS 


TABLE  OF  CX3NTENTS 


Add  Fractions  111-375 

Subtract  Fractions  111-4  23 

Multiply   Fractions  111-4  09 

Simplify  Fractions  111-4  17 

Add  Decimals  111-3  81 

Subtract  Decimals  111-391 

Multiply   Decimals  111-387 

Divide  Decimals  111-385 

Percents  Sequence  111-415 

WordMath  Series  111-435 

Public  Domain 

Make  Change  111-439 

Thermometer  1 11-441 

MFMT  Practice  Session  111-44  3 

World  Book  Discovery,  Inc. 

Data  Hurdles  111-4  4  7 
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3.1 .1  WRITE  NUMBERS  IN  WORDS  AND  DIGITS 


SQUARE  MATRIX 


NUMBER  COMgEPTS 


dentity  place  v^lue 


MECC:  DEC.  CONCEPTS 


Maze  Runner 


'MECC:  QUICKFLASHI 


Number  Name 


Word  Nanoe 


Tenths  Place  Value 


Hundredths  Place  Value 


Decimal  Point 


dentify  word  names  for  one  through  nineteen 


N1 


Write  digits  for  words  one  through  nineteen 


N2 


N3 


Identify  word  names  for  20,  30>  40,..90 


Writ3  digits  for  words  twenty,  thirty,  forty,„ninety 


N4 


N5 


Identify  hyphenated  number  words  from  21-99 


Write  digits  for  hyphenated  word  names  from  21-99 


N6 


Identify  word  names  for  100  and  1,000 


Write  the  digits  for  hundred  and  thousand 


N7 


N8 


N9 


Identify  word  names  tenths  and  hundredths  from  the  digit 


NIG 


Write  the  digits  for  tenths  and  hundredths 


Nil 


Recognize  that  "and"  represents  the  dec,  pt. 


[write  numbers  in  words  and  digits 


N12  N13 


Numbers  to  Words 


*MECC:  STUDY  GUIDE 


Place  Value 


EDUCATIONAL  ACT.: 


SAUNA  MATH  GAMES 


Round  Table 


PUBUC  DOMAIN 


MFMT  Practice  Session 


X  This  program  will  not  run  on  the  Apple  lU. 


A  special  data  disk  is  needed.  See  Appendix  C  for  more  information 


ERIC 
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3.1.2  RENAME  FRACTIONS  AS  PERCENTS 


SOFTWARE  MATRIX 


NUMBER  CONCEPTS 


V 

Recall  from  memory  1/3-33  1/3%  and  2/3  -  66  2/3% 

Rename  fractions  as  percents 

PI 

P2 

MECC:  DEC.  CONCEPTS 

Decimal  Pounce 

X 

MATH  BLASTER 

0 

0 

MILLIKEN:  MATH  SERIES 

Percents 

2 

PUBUC  DOMAIN 

MFMT  Practice  Session 

0 

X  This  program  does  not  run  on  the  Apple  W*-. 

6 

ERIC 
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^1 .3  RENAME  PERCENTS  AS  DECIMALS 


IE  MATRIX 


fAJMBERCON^grS 


Identify  ths  correct  location  of  a  decimal  point  

riftfitifv  the  lef)  direction 

1:::: 

Rename  oercents  as  decimals 

I  WW* 
1  W  tow  * 

Dm 
rU  1 

«MECC:  STUDY  GUIDE 

Move  Decimai  Point 

U 

Rename  Percents 

A 
V 

MATH  BLASTER 

A 

MILUKEN;  MATH  SERIES 

Percents 

PUBLIC  DOMAIN  

MFMT  Practice  Session 

A 

u 



*  A  special  data  disk  is  need< 

5d.  See  Appendix  C  for  more  information.  ^   1 

E.C.I.FORE.S.E. 
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A 1  f ' 


3.3.1  ORDER  DECIMALS  SOFTWARE  MATRIX  NUMBER  CONCEPTS 


WW  11 

Write  numbers  in  a  column  according  to  the  decimal  place 

Identify  the  smallest  in  a  qroup  of  numbers 

Arranqe  a  qroup  of  numbers  from  least  to  greatest 

0D1 

OD2 

0D3 

MECC:  DEC.  CONCEPTS 

Maze  Runner 

X 

«MECC:  STUDY  GUIDE 

Smallest  Nunter 

0 

Order  Decimals 

0 

PUBUC  DOMAIN 

MFMT  Practice  Session 

0 

*  A  special  data  disk  is  needed.  See  Appendix  C  for  more  information. 


X  This  program  does  not  run  on  the  Apple  ll*.  | 
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2.1 .1  ADD  WHOLE  NUMBERS 


SOFMARE  MATRIX 


WHULt  NUMbt  H  UKbKA  I  lUTto 


Recall  addition  number  facts 

Add  2  numbers  with  up  to  2  digits  each,  no  regrouping 

Add  2  numbers  with  up  to  3  or  4  digits  each,  no  regrouping 

Add  three  1*diqit  numbers 

Add  2  numbers  with  up  to  3  or  4  digits  each,  no  regrouping 

Add  2  numbers  with  up  to  2  digits  each,  regrouping  ones  to  tens 

Add  2  #'s  with  up  to  3  or  4  digits  each,  regrouping  Vs  to  10's 

Add  2  #'s  with  up  to  3  digits,  regrouping  10'S  to  100's 

Add  2  #*s  with  up  to  4  digits  each,  1-2  regroupings 

Add  2  #*s,  up  to  4  digits,  1-3  regroupings 

Add  3  #*s,  up  to  2  dipits,  regrouping 

Add  3  #'s,  up  to  4  dig.. 

A1 

A2 

A3 

A4 

AS 

A6 

A7 

A8 

A9 

A10 

All 

A12 

regrouping 

MECC:  ADDITION  1.0GICIAN 

Race  Time 

0 

0 

0 

0 

Repeat  After  Me  

0 

0 

0 

Three  in  a  Row 

0 

0 

Zebug  Nim 

0 

0 

MECC:  ARITHMETIC  CRITTERS 

Animal  Addition 

0 

Egg  Plant 

0 

Unit  Worm 

0 

MECC:  CONQ.  WHOLE  NUMBERS 

Addition 

0 

0 

MECC:  NUMBER  MUNCHERS 

Equality 

0 

Inequality 

0 

MECC:  SPEEDWAY  MATH 

The  Big  Race 

0 

0 

Tune  Up  Time 

0 

MATH  BLASTER 

0 

E.C.1.F0RE.S.E. 


III-5 


P.G.C./SPED  1989 


2. 1 .1  ADD  WHOLE  NUMBERS 


SOFTWARE  MATRIX  WHOl£  NUMBER  OPERATIONS 


MICROCOMPUTER  WORKSHOPS 


Recall  addition  number  facts 


Add  2  numbers  with  up  to  2  digits  each,  no  regrouping 


A1 


Add  2  numbers  with  up  to  3  or  4  digits  each,  no  regrouping 
Add  three  1 -digit  numbers 


A2 


A3 


Add  2  numbers  with  up  to  3  or  4  digits  each,  no  regrouping 


Add  2  numbers  with  up  to  2  digits  eacn.  regrouping  ones  to  tens 


A4 


AS 


Add  2  #'s  with  up  to  3  or  4  digits  each,  regrouping  1's  to  IP's 


A6 


Add  2  #'s  with  up  to  3  digits,  regrouping  IP'S  to  100's 


A7 


A8 


Add  2  #'s  with  up  to  4  digits  each.  1-2  regroupings 


A9 


Add  2  #'s.  up  to  4  digits.  1-3  regroupings 


Add  3  #'s.  up  to  2  digits,  regrouping 


A10 


All 


Add  3  #'s.  up  to  4  dig.. 


A12 


regroupinc 


Addition  With  Carry 


MILLIKEN:  MATH  SERIES 


1-8 


19-2C  41 


9-1P 


26-34 


42-4£ 


46-4/  48-5C  5D-S8 


37-4C  51-52 


11-18 


23-25 


21-22 


53-54 


59-6P 


35-36 


PUBUG  DOMAIN 


MFMT  Piactice  Session 


Meets  MFMT  requirements 


E.C.I.FORE.S.E. 
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il.1.2SUBTRACT  WHOLE  NUMBERS  SOF^REMATRIX  WHOLE  NUMBER  OPER||f^ 


Recall  subtraction  number  facts  ^  

Subtract  two  numbers  with  up  to  2  digits  each,  no  regrouping 


Subtract  two  numbers  with  up  to  3  digits  each,  no  regrouping 


Subtract  two  numbers  with  up  to  2  digits  each,  regrouping  tens  to  ones 

Subtract  two  numbers  with  up  to  3  digits  each,  regrouping  tens  to  ones 

Subtract  2  rs.  up  to  3  digits  each,  regrouping  100's  to  10's 

Subtract  2  rs.  up  to  3  digits  each.  reg.  to  10*s  or  Vs 

Subtract  2  #'s.  up  to  2  digits  each.  1  or  2  reg. 

2  #'s.  up  to  4  digits  each.  1  to  3  reg. 

2  #*s.  u| 

}  to  5  digits,  1  to  4 

SI 

S2 

S3 

Oh 

S6 

S7 

S8 

S9 

910 

regroupings 

MECC:  ARIlMMcTlw  uHlllcno 

n 

V 

BA*>««M^                 tULI^I  C  ftlllUDCDQ 

Subtraction 

0 

0 

MECC:  NUMBER  MUWCncn^ 

Equality 

n 

V 

0 

MECC:   SPACE  SUpTRAwIIUW 

V 

Shuttle  Tnp 

V 

0 

0 

Space  Match 

0 

0 

Zomoon  WalK 

n 

V 

MEwwI    SrCCUffAT  IMA  in 

The  Big  Race 

n 

V 

Practice  Laps 

0 

Tune-Up  Time  

0 

MECC:  SUBTRACTION  PUZZLES 

Balloon  Trip 

0 

0 

0 

Magic  Carpet 

0 

Narne  that  Creature 

0 

Space  Pegs 

0 

Trace 

J 

0 

ERIC 


E.C.LFORE.S.E. 
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2.1 .2  SUBTRACT  WHOLE  NUMBERS 


SOFTWARE  MATRIX 


WHOL£  NUMBER0PERATI0r4S 


m 

Recall  subtraction  numtwr  facts 

Subtract  two  numbers  with  up  tc  2  digits  each,  no  regrouping 

Subtract  two  numbers  with  up  to  3  digits  each,  no  regrouping 

Subtracj  two  numbers  with  up  to  2  digits  each,  regrouping  tens  to  ones 

Subtract  two  numbers  with  up  to  3  digits  each,  regrouping  tens  to  ones 

Subtract  2  i's.  up  to  3  digits  each,  regrouping  100's  to  10's 

Subtract  2  i's.  up  to  3  digits  each.  reg.  to  10's  or  I's 

Subtrac 

1  2  i's. 

2  #'s.  u 

jp  to  2  digits  each.  1  or  2  reg. 
p  to  4  digits  each.  1  to  3  reg. 
2  i's.  up  to  5  digits.  1  to  4 

SI 

S2 

S3 

S4 

WW 

S7 

S8 

S9 

SIC 

regroupings 

MATH  BLASTER 

0 

MICROCOMPUTER  WORKSHOPS 

Subtraction 

0 

0 

0 

0 

0 

0 

0 

0 

0 

0 

MILUKEN:  MATH  SERIES 

Subtraction 

1-8 

23 

32 

24-31 

33-34 

35-37 

38-43 

44-50 

51-54 

13-21 

PUBUC  DOMAIN 

MFMT  Practice  Session 

Meets  MFMT  requirements 

J  

•.1.3MULTIPLYWH0LENUMBEnS  SOF#REMATRIX  WHOl£  NUMBER  OPER|J^ 


Recall  multlDlication  number  facts 

Multiulv  l>diail  bottom  number  limes  2-digil  top  number,  no  regrouping 

MuHIdIv  l-dioit  bottom  number  times3-  or  4-digit  lop  number,  no  regrouping 

MultlDly  1-diail  bottom  number  times  2-digil  top  number,  legrouping 

Multiply  1-digil 

bottom  number  times  3-  or  4'digit  top  number 

E39 

MultiDiv  2-diQil  no.  times  2-digit  no.,  regrouping 

1 -digit  no.  times  up  to  4-digit  n«...  reorotping 

Ml 

M2 

ill 

Ma 

MS 

M6 

M7 

MECC;  CONii.  WHOLE  NUMBERS 

Multiplicttion 

U 

o 

ftll  II  TtDI  IC ATtnil  DII77LiPfi 

A 
II 

V 

0 

A 

Q 

LIghttOut 

Pap>r«  nocK»  scwtofB 

0 
0 

Tlc-Tac-To> 

0 

ZooTrtp 

0 

0 

0 

A 
U 

n 

Factors 

0 

Multiptot 

0 

MECC?    SPccPWAT  WAIM 

The  Big  Race 

0 

Practict  Lape 

0 

1^  T\  nil  ■ 

0 

MATH  dLASTch 

0 

MICROCOMPUTcR  WOnlv5>HUr5> 

V2'3  Dtgit  Multiplication 

0 

0 

0 

MILUKEN:  MATH  SERIES 

Multiplication 

1-30 

32 

31;36 

33-35 

37-42 

43-49 

50-59 

PUBLIC  DOMAIN  

MPMT  Practice  Session  

Meets 

MFMT  requirem€ 

nts 

i  

Q  E.C.I.FORE.S.E. 
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2.1.4  DIVIDE  WHOLE  NUMBERS 


SOFTWARE  MATRIX 


WHOLE  NUMBEROPERATIONS 


Recall  division  number  facts 

1 -digit  divisor  into  2-digit  dividend,  all  sight  division,  no  remainders 

1 -digit  divisor  into  2-di9it  dividend,  remainders  possible 

1 -digit  divisor  into  3-digit  dividend,  all  sight  division,  no  remainders 

1-diLit  divisor  into  3-digit  dividend,  remainders  possit>le 

1 -digit  divisor  into  4-digit  dividend,  sight  division,  no  rem. 

1 -digit  divisor  into  4-digit  dividend,  remainders  poss 

2-digit  divisor  into  3-digit  dividend,  rem.  pes 

2-dig.  into  2-dig.,  remainders  poss. 

2-dig.  into  3-dig.,  rem.  poss. 

2-d.  into  4-d.,  rem.  p 

5  d/  2  d,  r  p 

HI 

D2 

CS 

06 

07 

08 

09 

D10 

Oil 

D12 

MECC:  CONQ.  WHOLE  NUMBERS 

Division 

0 

0 

0 

0 

MECC:  QUOTIENT  QUEST 

African  Safari 

0 

Castle  Caper 

0 

0 

0 

Magic  Flags 

0 

Oriental  Towers 

0 

0 

0 

Pearl  Divers 

0 

0 

0 

0 

0 

0 

Totem  Switch 

0 

MECC:  SPEEDWAY  MATH 

The  Big  Race 

0 

Practice  Laps 

0 

Tune-Up  Time 

0 

MATH  BLASTER 

0 

MICROCOMPUTER  WORKSHOPS 

Long  Division 

0 

0 

0 

ERIC 
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L1.4  DIVIDE  WHOLE  NUMBERS 


E  MATRIX 


WHOLE  WMBEB  OPERAICNS 


Recall  division  number  facts 

1 -digit  divisor  into  2-digit  dividend,  all  sight  division,  no  remainders 

1 -digit  divisor  into  2-digit  dividend,  rema'nders  possible 

1 -digit  divisor  into  3-digit  dividend,  all  sight  division,  no  remainders 

1 -digit  divisor  into  3  digit  dividend,  remainders  possible 

1-digit  divisor  into  4-digit  dividend,  sight  division,  no  rem. 

1-digit  divisor  into  4-digit  dividend,  remainders  poss 

2-digit  divisor  into  3-digit  dividend,  rem.  pes 

2-dig.  into  2-dig..  remainders  poss. 

2-dig.  into  3-dig.,  rem.  poss. 

2-d.  Into  4-d.,  rem.  p 

5  d/  2  d,  r  p 

D1 

D2 

D4 

D5 

D6 

D7 

D8 

D9 

D10 

D11 

D12 

MILLIKEN:  MATH  SERIES 

Division 

2-3 

42 

40-41 

45 

46-47 

48 

49-51 

52 

53 

54 

55 

62-64 

5-8 

43-44 

56-60 

61 

17-18 

20-23 

25-26.28-29 

31-32.34-39 

PUBLIC  DOMAIN 

1 

M^MT  Practice  Sossion 

Meets  MFMT  requirenients 

E.C.I.  FORE.S.E. 


42 
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PREREQUISfTES  (SIMPLIFY  FRACTIONS) 


SOFTWARE  MATRIX 


MIXED  NUMBERrt^RACTION  OPERATIONS 


Recoqnize  numerator  and  denominator 

Recoonize  reduced  and  not  reduced 

Reduce  fractions  to  lowest  terms 

Recoonize  proper  and  improper  fractions  and  mixed  numbers 

Convert  improper  fraction  to  mixed  number 

Vi 

Hi 

n2 

i/rusnoi/riopoi  riai'^iuiio 

X 

C<)Ual  riaCuOns 

X 

V 

X 

XX 

y 
X 

v/n«Ui9Br/rt0GUC9  ricciions 

V 

X 

OOiiOf/riOpor  Qi  IliipfUpal 

X 

X 

iAATU  ai  AQTPR 

MM  in  DUMoicn 

O 

u 

oil  ( lirCM*  ilATU  c^FOllPIJCFfi 

OllMpiliy  rIclUUUIIS* 

A 

u 

A 

u 

1 

X  This  program  will  not  run  on  the  Apple  Ik. 

ERIC 
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^.S  ADO  MIXED  NUMBERS 


MATRIX 


MIXED  NUMBER/FRACTION  OPERATJi|lS 


Recoonize  numerator  and  denominator 

Recoonize  reduced  and  not  reduced  fractions 

Reduce  fractions  to  lowest  terms 

r 

Find  a  common  denomnator  or  LCD 

m 

Rename  fractions  to  a  given  denominator 

+## 

Add  fractions  with  like  denominators 

Add  fractions  with  unlike  denominators 

Add  mixed  numbers  with  like  denominators 

Add  mixed  numbers  with  unlike  denom. 

VI 

HI 

R9 

A1 

A9 

A3 

A4 

AS 

A6 

I 

V 
A 

y 

A 

X 

X 

X 

X 

ii  '  "^f^*  FRACTION  CONCEPTS 

y 
A 

y 

A 

iicrr*  FRAPTION  MUNCKERS 

"   

A 

y 
A 

f 

A 

iicm*  PR  ACT  PRACTICE  UNL. 

- 

y 

A 

v/nSnQlirf  rlUnctlllV  1  lciwiiun9 

y 

oonor/rrop©!  a  improp^i 

y 
A 

A 

ilATM  Rl  ASTPR 

n 

ilirnoCOMPIITPR  WORKSHOP 

0 

0 

0 

0 

0 

0 

Add  Fractions 

17-20 

1-3 

14-16 

18.21-22 

25 

PUBUC  DOMAIN 

MFMT  Practice  Session  

0 

0 

X  This  program  will  not  run  on  the 

pple  Ik. 

^  E.C.I.FORES.E.  iii-13  P.G.C./SPED  1989 

ERIC 
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2.1.6  SUBTRACT  MIXED  NUMBERS  SOfTWARE  MATRIX  MIXED  NUMBERrt^RACTION  OPERATIONS 


Recoanize  numerator  and  denominator 

Recoanize  reduced  and  not  reduced  fractions 

Reduce  fractions  to  lowest  terms 

Find  a  common  denominator  or  LCD 

Rename  fractions  to  a  given  denominator 

Subtraci  fractions  with  like  denominators 

W 

1 

Subtract  fractions  with  unlike  denominators 

Subtrac 

I  mixed  numbers  with  like  denominators 
Subtract  mixed  no.s  with  unlike  denom. 

VI 

R1 

R2 

A1 

A2 

S3 

S4 

S5 

36 

MECC:  CONQUER.  FRACT.  (♦ -) 

Subtractio'.i 

X 

X 

X 

X 

X 

MECC:  FRACTION  CONCEPTS 

Crusher/Equal  Fractions 

X 

X 

MECC:  FRACTION  MUNCHERS 

Equal  Fractions 

X 

Fraction  Expressions 

X 

Fraction  Types 

X 

MECC:  FRACT.  PRACTICE  UNL. 

Changer/Reduce  Fractions 

X 

Changer/Rename  Fractions 

X 

Sorter/Proper  &  Improper 

X 

Sorter/Reduced  &  Not  neduced 

X 

MATH  BLASTER 

0 

MICROCOMPUTER  WORKSHOP 

Subtracting  Fractions 

0 

0 

0 

0 

MILLIKEN:  MATH  SEQUE  4CES 

Simplify  Fractions 

0 

Subtract  Fractioris 

17-20 

1-3 

15-16 

19.23-24 

27 

PUBLIC  DOMAIN 

MFMT  Practice  Session 

0 

0 

X  This  program  does  rot  run  on  the  Apple  W*. 

E.C.I.FORE.&i'^'^  111-14  P.G.C./SPED  1989 


M.7  MULTIPLY  A  WHOLE  NUMBER  BY  A  FRACTION 


SOf^^  MATRIX 


MIXED  NUMBERI'RACTION  OPERAIDNS 


WW 

Recognize  reduced  and  not  reduced  fractions 

Reduce  fractions  to  lowest  terms 

Recognize  proper  and  improper  and  mixed  umbers 

Convert  improper  fraction  to  mixed  number 

Multiply  a  whole  number  by  a  fraction 

R1 

R2 

CI 

C2 

Ml 

MECC:  CONQUER.  FRACT.  (X,^.) 

Mul;tplication 

X 

X 

X 

X 

MECC:  FRACTION  CONCEPTS 

Crusher/Proper  Fractions 

X 

MECC:  FRACTION  MUNCHERS 

Equal  Fractions 

X 

Fraction  Expressions 

X 

X 

Fraction  Types 

X 

X 

MECC:  FRACTION  PRACTICE  UNL 

Changer/Reduce  Fractions 

X 

Sorter/Proper  &  Improper 

X 

Sorter/Reduced  &  Not  Reduced 

X 

MATH  BLASTER 

0 

0 

MILUKEN:  MATH  SEQUENCES 

Simplify  Fractions 

0 

0 

Multiply  Fractions 

28 

MICROCOMPUTER  WORKSHOP 

 ^ 

'Multiplying  fractions 

PUBLIC  DOMAIN 

MFMT  Practice  Session 

0 

•  This  program  does  not  meet  the  requirements  of  the  MFMT. 

X  This  progr?*  i  does  not  run  on  the  Apple  lU.  |  ! 

EC.I.FORE.S.E.  111-15  P.G.C./SPED  1989 

A  ''i 


r  c: 


2.1.13  FIND  A  MISSING  TERM  IN  A  PROPORTION 


SOFTWARE  MATRIX 


MIXED  NUMBER/FRACTION  OPERATIONS 


PUBUC  DOMAIN 


"ind  the  missing  term  in  a  proportion 


T1 


MFMT  Practice  Session 


O  4 


c  n  t  tnn  P  .q 
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1.8  ADD  DECIMALS 


SOFTV^y 


MATRIX 


DECIMAL  OPERA' 


Write  numbers  in  a  column  according  to  tha  decimal  place 


Add  up  to  3  numbers  with  1  decimal  place,  without  regrouping 


Add  up  to  3  numbers  with  1  decimal  place,  with  regrouping 


ft 

Add  2  numbers  with  2  decimal  places,  without  regrouping 

Add  2  numbers  with  2  decimal  places,  with  regrouping 

Recognize  that  with  any  decimal  ending  in  0(s).  the  0(s)  may  \ 

0D1 

AD1 

AD2 

AD3 

AD4 

Z1 

MECC:  CONQULR.  DECIMALS 

Adding  Decimals 

X 

X 

X 

MECC:  DECIMAL  CONCEPTS 

*  Decimal  Duel 

**MATH  BLASTER 

0 

MATH  FOR  EVERYDAY  UViNQ 

Lesson  5 

0 

MICROCOMPUTER  WORKSHOP 

Adding  Decimals 

0 

0 

0 

0 

0 

MILUKEN:  c>ECIMAL  SEQUENCE 

Addition 

12;  13; 

14 

15 

16 

17 

PUBLIC  DOMAIN 

MFMT  Practice  Session 

0 

0 

0 

0 

X  This  program  does  not  run  on  the  App 

lie  Ik. 

*  This  program  correlates  indirectly  to  this  objective.  See  the  Software  Summary  for  rn 
"A  special  data  disk  is  needed.  See  Appendix  C  for  more  information,  j         j  L 


ERIC 


E.C.I.FORE.S.E. 


111-17 
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2.1.9  SUBTRACT  OECIM/>.LS 


SOFTWARE  MATRIX 


DECIMAL  OPERATIONS 


ERIC 


rtfitf. 


Subtract  2  numbers  with  1  decimal  place  without  regrouping 


Subtract  2  numbers  wiC.  1  decimal  piace  with  regrouping 


1 """""  [ 

Subtract  2  numbers  with  2  decimal  places  without  regrouping 

Subtract  2  numbers  with  2  decimal  places  with  regrouping 

Recognize  that  decimals  ending  in  0(s).  the  0{s)  may  b;,  dropped 

SD1 

SD2 

SD3 

SD4 

Z1 

MECC:  CONQUER.  DECIMALS  (♦.-) 

Subtraction 

X 

X 

X 

X 

*MATH  BLASTER 

0 

MATH  FOR  EVERDAY  UVING 

Lessons 

0 

MICROCOMPUTER  WORKSHOP 

Subtracting  Decimals 

0 

0 

0 

0 

MILUKEN:  DECIMAL  SEQUENCE 

'  Subtraction 

21 

22 

23 

24;25; 

26 

PUBUC  DOMAIN 

MFMT  Practice  Session 

0 

0 

1  0 

0 

X  This  program  does  not  run  on  the  Apple  l'>. 

*  A  special  data  disk  is  needed.  See  Appendix  C  for  mo^e  information. 

4'^  2 


.10MULTIPL.  DECIMALS 


SOFT^^I 


E  MATRiX 


DECIMAL  OPERATIONS 


1^ 


MECC:  CONQUER.  DECIMALS  {%,^) 


Multiplication 


••-MH  BUSTER 


MATH  FOR  EVERYDAY  UVING 


Lessons 


Identify  the  number  of  decimal  places  in  the  product 


Place  the  decimal  point  in  the  product  correctly  with  up  to  2  decimal  places 


MD1 


MICROCOMPUTlEn  WORKSHOP 


Place  the  decimal  point  in  the  product  correctly  with  up  to  4  decimal  places 


MD2 


MD3 


Multiply  a  3'digit  no.  by  a  2'digit  no.  with  up  to  2  dec,  places  in  eacK  no. 
'  Recoonize  that  decimals  ending  in  0(s),  the  0(s)  may  be  dropped 


MD4 


Multiplying  Decimals 


MILUKEN:  DECIMAL  SEQUENCE 


Multiplication 


31;  40 


41;  42 


44;45 


43 


PUBLIC  DOMAIN 


MFMT  Practice  Session 


X  This  program  does  not  run  or  ih3  Apple  Ik. 


A  special  data  disk  is  needed.  See  Appendix  C  for  more  information. 


E.C  -GRE  S  E. 


IIM9 
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2.1.11  DIVIDE  DECIMALS  SOFTWARE  MATRIX  DECIMAL  OPERATIONS 


Place  the  decimal  point  in  the  quotient  correctly  when  dividing  by  a  whole  number 

1 

i 

Divide  a  1  digit  whole  no.  into  a  2*  to  4-digit  no.  having  1  or  2  decimal  places 

Divide  a  2*digit  whole  no.  into  a  2-  to  4*digit  no.  having  1  or  2  decimal  places 

Recognize  that  with  decimals  ending  in  0(s)»  the  0(5)  mry  be  dropped 

DDI 

0D2 

DD3 

Z1 

MECC:  CONQUER.  DECIMALS  (x,^) 

Division 

X 

X 

X 

X 

'MATH  BLASTER 

0 

MATH  FOR  E.  UVING 

Lesson  5 

0 

MICROCOMPUTER  WORKSHOP 

^'Dividing  Decimals 

MILLIKEN:  DECIMAL  SEQUENCE 

Division 

50 

PUBLIC  DOMAIN 

MFMT  Practice  Session 

0 

0 

X  This  program  does  not  run  on  the  Apple  n't-. 

*  A  special  data  disk  is  needed.  See  Appendix  C 

*  for  more  information. 

**Division  goes  beyond  the  MFMT  and  requires  the  stuJent  to  divide  by  a  decimal  number. 

111-20  P.G.C./»f%D^1989 


/  r- 

E.C.I.FORE.S.E. 


L12  FIND  A  PERCENT  OF  A  NUMBER 


SOFTV^y 


MATRIX 


DECIMAL  OPERA 


Rename  percents  as  decimals 

Translate  "oP  as  "multiplied  by" 

Find  a  percent  of  a  number 

PD3 

PN1 

PN2 

MATH  BLASTER 

0 

MATH  FOR  EVERYDAY  LIVING 

Lesson  5 

0 

MfLLIKEN:  MATK  SERIES 

Percents 

2-4 

PUBLIC  DOMAIN 

MFMT  Practice  Session 

C 

• 

E.C.I.FORE.S.E. 
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2.2.1  READ  SCALES  ON  MEASURING  INSTRUMENTS  SOFTWARE  MATRIX 


MEASUREMENT 


! 

Reccxinlz«  lenqth.  lemo..  and  caoacilv  from  a  scale  on  a  measuring  instrument 

Identify  the  approoriate  units  of  measure 

Estimate  to  the  nearest  whole  unit  of  ioeasure 

MM1 

MM2 

MM3 

MECC:  ESTIMATION 

Number  Line 

0 

0 

PUBLIC  DOMAIN 

Thermometer 

0 

 .  ■  

ERIC 

E.C.I.FORE.S.E.  4<:  0  111-22  Wb'/SPED  IQ'^g 


3.2.1  Fir©  PERIMETER  AND  AREA  OF  SIMPLE  POLYGONS        S^^ARE  MATRIX 


IMENT 


Identify  a  sauam 

Identify  a  rectanqle 

ComDUte  the  perimeter  of  various  polygons 

ComDUte  the  areas  of  squares  and  rectangles 

Recognize  that  area  is  always  expressed  in  sq.  units 

MPAa 

MPA4 

MPA5 

MCCC*   MATH  VOL  3 

pfirinmtfirs 

U 

A 

V 

V 

5>hanAfi  of  Polvoons 

II 

u 

PUBLIC  DOMAIN 

MPMT  Practice  Sossion 

u 

A 
W 





E.C.I.FORE.S.E, 
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3.2.2  CHOOSE  AN  APPROPRIATE  UNIT  OF  MEASURE 


SOFTWARE  MATRIX 


MEASUREMENT 


Identify  the  key  words:  linear  (distance,  height),  area,  weight/mass,  capacity,  etc. 

Choo?d  the  appropriate  type  of  unit  of  measure  for  the  attribute 

Det^rMti 

ae  the  relative  size  of  what  is  being  measured 

1 

Choose  an  appropriate  magnitude  of  the  unit  of  measure 

MAUI 

MAU2 

MAU3 

MAU4 

MECC:  STUDY  GUIDE 

'Measure  MAU2 

0 

'Measurement 

0 

PUBUC  DOMAIN 

MFMT  Practice  Session 

0 

1 

1 

I'A  special  data  disk  is  needed.  See  APPENDIX  C  for  more  information.  I 

e.C.I.FO.iPSE.  111-24  P.G.C./SPED  1989 


5.1.6  FinlTELAPSEO  TIME 


MATRIX 


i^^REMENT 


identify  correct  time  by  writing  hours  and  minutes  with  a  colon 

Recall  that  60  minutes  equals  1  hour 

Mentify 

j 

start,  finsh.  arnl/or  elapsed  time 

Subtract  minutes  ar>d  hours  from  min.s  and  hrs.  no  regrouping 

Subtract  minutes  and  hours  from  min.s  and  hr.s,  with  regrouping 

When  the  mii.jend  is  smaller  than  the  subtrahend,  add  12:00 

When  the  answer  is  larger  than  12:59,  subtract  12:00 

Find  end  time  (start  -f  elapsed  time) 

rirxt  ela 

psed  tim€ 
FirxJ  star 

1  (end-elapsed  tinrie) 

1  time  (end-elapsed  time) 

Select  the  correct  procedure... 

MET2 

MET3 

MET4 

MET5 

MET6 

MET7 

MET8 

MET9 

MET10 

HET11 

MECC:  CLOCKWORKS 

What* s  the  Time? 

0 

Set  the  Clock 

0 

V 

Diaital  OriU 

V 

MECC:  STUry  GUIDE 

^Elapsed  Time 

0 

0 

0 

MATH  FOR  EIVERYDAY  UVINQ 

Lesson  9 

0 

0 

WORLD  BOOK:  DATA  HURDLES 

Tlm« 

0 

0 

*A  spec'al  daf^  disk  is  needed.  See  APPENDIX  C  for  more  Information. 
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2A1  USE  WFORMATION  FROM  TABLES 


SOFTWARE  MATRIX 


USING  DATA 


E.C.I.FORE.S.E. 
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^.2  USE  INFORMATION  FROM  GRAPHS  SOFT>^  MATRIX 


Sdentifv  information  on  a  circle  araph 

dentifv  infornnation  on  a  bar  qraph 

Identify  information  o.  <  a  line  graph 

c^AlATt  kev  words  and  ohrases  in  a  question 

Select  an  ooeration  from  key  words  and  phrases 

Identify  Intervals  on  horizontal  or  vertical  scales 

1  calcu 

ation  using  inform,  from  a  graph 

UG1 

UG2 

UG3 

KQ1 

KQ2 

UG4 

UG5 

MECC:  GRAPH 

Graph 

0 

0 

0 

0 

MECC:  GRAPHING  PRIMER 

Exploring  Line  Graphs  

1  0 

0 

Exploring  Bar  Graphs 

Exploring  Pie  Graphs  

0 

n 

0 

MECC:  THE  MARKET  PLACE 

Sell  Apples  

0 

ED.  ACTIVITIES.  INC. 

GRAPHS  &  MEAN.  MEDIAN.  MODE 

0 

0 

Graphs 

0 

- 

— H 
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5.1 .1  FIND  THE  AVERAGE  OF  A  SET  OF  NUMBERS 


SOFTWARE  MATRIX 


USING  DATA 


EDUCATIONAL  ACTIVtTIES.  INC. 
GRAPHS  &  MEAN.  MEDIAN.  MODE 


Mean,  Median,  Mode 


PUBLIC  DOMAIN 


MFMT  Practice  Session 


Recognire  that  finding  the  average  involves  both  addition  and  divuion 


AVI 


Line  up  numbers  in  a  column 


AV2 


Find  the  average  >A  a  set  of  numbers 


AV3 


/  P 


ERIC 


E.CI.FO^e.S.E. 


111-28 


P.G.C./SPED  1989 


k1.14  USE  A  SIMPLE  FORMULA 


SOFT^I 


IE  MATRIX 


PROeUEM  SOLVING 


1 1  r  frn 

Identify  a  formula 

Substitute  numbers  (or  the  variable?  in  the  formula 

Interpret  *bh'  to  mean  b  times  h 

Interpret  *d/2'  to  mean  d  divided  by  2 

Compute  according  to  order  of  operations  (parentheses) 

Compute  according  to  order  of  operations  (X.+,+,-) 

Compute  according  to  order  of  operations  (fractions) 

UF1 

UF2 

UF3 

UF4 

UFS 

UF6 

UF7 

MECC:  MARKET  PUCE 

Sell  Lemonade 

0 

PUDUC  DOMAIN 

MFMT  Practice  Session 

Meets  MFMT  requirements 

t 

\ 

^ 

E.C.I.FORE.S.E. 
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AAA  REASONABLE  ANSWER  FOR  MATK  PROBLEM 


SOFTWARE  MATRIX  PROBLEM  SOLVING 


ERIC 


 1 

Select  kev  words  and  phrases  in  a  word  problem  

Select  an  operation  from  key  words  and  pl?:ases  

Round  off  numbers   

Q 

Choose  a  rsasonable  answer  for  a  mathematical  problem 

KW1 

KW2 

RA1 

RA2 

MECC:  DECIMAL  CONCEPTS 

Decimal  Maze 

X 

MECC;  STUDY  GUtL   

*Key  Words  1 

0 

*Key  Words  2 
*Which  Operation  1 

0 

0 

 .  

*Which  Operation  2 

0 

*MATH  3LASTER 

0 

MATH  FOR  EVERYDAY  LIVING 

Lesson  1 

0 

Lesson  2 

0 

Lesson  3 

0 

Lessons 

0 

0 

MILLIKEN:  WORD  MATH  SERIES 

Lesson  1 

0 

0 

Lesson  2 

0 

0 

Lessons 

0 

0 

1 

Lesson  4 

0 

0 

Lesson  5 

0 

0 

Lesson  6 

0 

II 

Lesson  7 

II 

0 

Lesson  8 

0 

0 

ED.ACT.:  SALINA  MATH  GAMES 

Round  Table 

0 

WORLD  BOOK:   DATA  HANDLER 

Rounding  Off 

0 

PUBUC  DOMAIN 

This  program  will  not  run  on  the  Apple  Ik. 

MFMT  Practice  Session 

0 

•  A  special  data  disk  is  needed.  See  Appendix  C  for  information. 

E.C.I.FORE.S.E 
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1 .2  SOLVE  MONEY  PROBLEMS  (♦  •) 


SOFn||pE 


MATRIX 


PROBLEM  SOL! 


iL 

Select  kev  words  and  phrases  in  a  word  probiem 

Select  an  operation  from  key  words  and  phrases 

1  Solve  money  problens  u^ing  addition  and  subtraction 

KW1 

KW2  { MAS1 

MECC:  MARKET  PLACE 

Sell  AddIgs 

SaII  L  Amonado 

SaH  Plants 

V 

MECC:  STUDY  GUIDE 

*Kev  Words  1 

0 

*Which  ODeration  1 

A 

u 

MATH  FOR  EVERYDAY  LIVING 

U 

A 

u 

■  ^  '  ^  

U 

O 

A 
U 

i\ 
O 

1  AQ<An  6 

A 
U 

MILUKEN:  WORD  MATH  SERIES 

1  ACCAn  i 

u 

u 

A 

u 

■  ' 

1  oett/%n  P 

n 
u 

U 

A 

u 

U 

A 
U 

1  oQCfin  A 

n 
u 

A 

A 
U 

1  AQ^nn  S 

u 

A 

u 

n 

w 

1  AQ<An  8 

A 

u 

A 
U 

n 

w 

1 AQftnn  T 

ifi 

V 

0 

0 

1  AQCAn  ft 

n 

0 

0 

PUBLIC  DOMAIN 

MFMT  Practice  Session 

0 

*A  special  data  disk  is  needed.  See 

APPENDIX  C  for  nr^ore  Information. 

ERIC 
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5.1.3  SOLVE  MONEY  PROBLEMS  (X,*) 


SOFTWARE  MATRIX 


PROBLEM  SOLViNG 


Select  key  words  and  ptirases  in  a  word  problem 

Select  an  operation  from  key  words  and  phrases 

Solve  money  probldms  using  multiplication  and  division 

KW1 

KW2 

MM01 

MECC:  MARKET  PLACE 

Sell  ApplAS 

0 

Sell  Lerronade 

0 

Sell  Plants 

0 

MECC:  l$TUDY  GUIDE 

'Key  Words  2 

0 

'Which  Operation  2 

0 

MATH  FOR  EVERYDAY  L!V!NG 

Lesson  1 

0 

Lesson  2 

0 

0 

Lesson  3 

0 

0 

Lesson  5 

0 

Lesson  6 

0 

Lessor  8 

0 

MILUKEN:  WORD  MATH  SERIES 

Lesson  1 

0 

0 

0 

Lesson  2 

0 

0 

0 

Lesson  3 

0 

0 

0 

Lesson  4 

0 

0 

0 

Lesson  5 

0 

0 

0 

Lesson  3 

0 

0 

0 

Lesson  7 

0 

0 

0 

Lesson  8 

0 

0 

0 

PUBUC  DOMAIN 

MF^C^  Practice  Session 

0 

|*A  special  data  disk  is  needed.  See  APPENDIX  0  for  more  information. 

ERIC 
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.4  SOLVE  PROBLEMS  (%) 


SOFT^I 


IE  MATRIX 


PROeiEM 


Rename  oercents  as  decimals 

Find  a  oercent  of  a  number 

Place  lie  decimal  point  in  the  product  correctly 

Solve  problems  usino  percents 

PD3 

PN2 

MD2 

MUP1 

MECC:  STUDY  GUIDE 



^Percents  as  Decimals 

0 

•MATH  BLASTER 

0 



MATH  FOR  EVERYDAY  LIVING 

Lesson  5 

0 

0 

Lesson  8  

0 

0 

PUBUC  DOMAIN 

MFMT  Practice  Session 

0 

1 

•Asp^  laMata  disk  is  needed.  Sec 

APPEND)} .  C  for  more  information. 
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5.1 .1  MAKE  CHANGE  SOFTWARE  MATRIX  PflOBl£M  SOLVING 


i  Select  key  words  and  phrases  in  a  word  problem 

Select  an  operauon  from  key  words  and  phrases 

m  

Identify  the  value  of  a  penny,  a  nickel,  a  dime,  and  a  quarter 

Write  1 

-,  5-,  10-,  and  20-dollar  b^lls  as  $1.00,  $5.00.  etc. 

Convert  a  sum  of  money  into  the  fewest  bills  and  coins 

Solve  money  problems  involving  making  change 

KW1 

KW2 

MCI 

MC2 

MC3 

MC4 

MECC:  MONEYWORKS 

Count  Change 

X 

X 

X 

How  Much  Money? 

X 

Money  Machine 

X 

X 

MECC:  STUDY  GUIDE 

*'  .ey  Words  1 

0 

•Key  Words  2 

0 

Which  Operation  1 

0 

•Which  Operation  2 

0 

MATH  rOR  EVERYDAY  UViNG 

Lesson  i 

0 

0 

Lesson  2 

0 

Lesson  3 

0 

Lesson  5 

0 

MILUKEN:  WORD  MATH  SERIES 

less  1 

0 

0 

Lesson  2 

0 

0 

Lesson  3 

0 

0 

Lesson 

0 

0 

Lesson  5 

c 

0 

Lesson  6 

0 

0 

Lesson  7 

0 

0 

Lesson  8 

0 

0 

PUBLIC  DOMAIN 

Make  Change 

0 

MFMT  Practice  Session 

Q 

X  This  program  will  not  run  on  the  Apple  Ik. 

*A  special  data  disk  is  needed.  See  APPENDIX  C. 
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SOFTWARE 
SUMMARY 


OBJECTIVES 


'     Coopany:  Davidson  8.  f>3sociate5. 
Inc. 

Title:  MATH  BLASTER! 
Activity:  LOOE  AND  LEARN 
BUILD  YOUR  SKILJ- 
CHALLENGE  YOURSELF 

MFMTi  2.1.1  Add  Whole  Numbers  MATH  BLASTER! 

2.1.2  Subtract  Vhcie  Numbers 

2.1.3  Multiply  Whole  Numbers 

2.1.4  Divide  Whole'  Numbers 

3.1.2  Rename  Fractions  as  Percents 

3.1.3  Rename  Percents  as  Decimals 
4.1.1  CI.  ;»ose  a  Reasonable  Answer  for  a 

Hathematical  Problem 

6.1.4  Solve  Problems  Using  Percent s 

Skills:     Al      RECALL  ADDITION  NUMBER  FACTS 

SI       RECALL  SUBTRACTION  NUMBER  FACTS 
Ml      RECALL  MULTIPJ.ICATION  NUMBER  FACTS 
Dl       RECALL  DIVISION  NUMBER  FACTS 
R2      REDUCE  FRACTIONS  TO  LOWEST  TERMS 
C2      CONVERT  IMPROPER  FRACTIONS  TO  MIXED 
NUMBERS 

PI      RECALL  FROM  MEMORY  1/3*33  1/3%  AND 

2/3=66  2/3% 
P2      RENAME  THE  FRACTION  AS  A  PERCENT 
PD3    RENAME  THE  PERCENT  AS  A  DECIMAL 
«RA1     ROUND  OFF  NUMBERS 
*21      RECOGNIZE  THAT  WITH  ANY  DECIMAL 

ENDING  IN  ZERO(S).  THE  ZERO(S>  MAY 
BE  DROPPED 
«MUP1  SOLVE  PROBLEMS  Ur'NG  PERCENT S 

«NCrE:  ft  s?«clal  TJata  disk  ie  needed  for  these  skills. 


ACTIVITY  SUMMARY 

This  program  contains  data  files  of  basic  facts  in  addition, 
subtraction,  nultiplication.  division,  fractions,  decimals,  and 
percents.  Jt  also  has  an  •Editor*  ccoponent  which  allows  the  teacher  to 
create  iiles  of  «ath  facts  in  each  of  ti.;  learning  activities.  To 
access  the  •Editor*  t  e  teacher  Bust  press  the  letter  •£*  at  the 
very  first  screen  presentation  and  then  follow  the  stxeen  prompts. 
Consult  the  sanual  for  further  editing  instructions. 

HBBHBBBHBHHHHHBHBi 
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MOn  the  reverse  side  cf  the  prooram  dlsnette  are  aata  files  on  tne  vasic 
facts  nent:oned  above.    Boot  Side  1  of  Bath  Blaster!-    When  the  screen 

M display  states  'Insert  the  data  diSKette,'  the  program  disk  should  oe 
  removed,  turned  over,  and  reinserted.    Press  the  SFice  bar  and  a  menu 

will  appear. 

A  data  diskette  has  been  developed,  with  activities  that  correlate  to 


MA  oaia  oisKBiie  nes  t^vu  uctciw^vm.  wj^i  »v».....vw  — ----  - 
the  following  skills  identified  by  the  E.C.I,  for  E.S.E.  project:  pi, 
  P2,  PD3,  RAl,  21,  and  MUPl.     To  use  this  disk  the  teacher  must  start  up 

ihe  Math  BUstftr!  program  as  usual.  The  screen  directions  inform  the 
user  to  'insert  the  data  diskette*.    This  time  insert  the  separate  date 


fl  

fn     diskette  labelled  E.C.I,  for  E.S.E.  and  press  the  space  bar.  Press 
jgj     «>umber  '6'  for  D-ta  Disk  and  a  list  of  the  files  will  be:  displayed. 

MFour  activities  are  available  to  work  with  each  set  of  data.  These 
include; 

fSSf.     LOOK  R^JD  LEARN  -  The  math  facts  from  the  data  disk  are  given  to  the 

£ student  to  view.  The  student  does  not  respond  in  any  way.    Facts  are 
prcwntcd  for  no  longer  than  30  secon*.  The  display  time  can  be  changed 
n     by  using  tht  left  and  right  arrow  keys.    The  standard  time  is  4  seconds 
O     per  problem.    Again,  this  activity  only  requires  the  student  to  watch 
the  screen. 

Bl    wild  your  skill-  This  activity  requires  the  student  to  perform  the 

£ activity  (ex.  reduce  a  fidction).     The  student  enters  his  response  and 
presses  Return.   To  change  a  response,  the  back  arrow  key  can  be  pressed 
mm     to  delete  the  error.    After  two  ^stakes,  the  answer  is  given  with  no 
W     strategies  for  error  correction.    At  the  coftipletlon  of  the  iciiviiy.  a 
^S'    scoreboard  is  given  with  the  following  inforaation:  elapsed  time,  numoer 
D     correct,  total  questions,  percentage  correct  and  optioii  to  redo  miss?a 
JBEL  problems. 

£cmLBN6E  YOURSELF-  Problems  are  presented  with  a  ptrX  missing.  The 
student  awst  use  his  reasoning  skills  to  complete  the  fact.  He  enters 
his  respo.  je  and  presses  Return.    To  change  a  response,  the  back  arrow 

tkey  can  be  pressed  to  delete  the  error.    At  the  ccoipletion  of  the 
activity,  a  scoreboard  Is  given  with  the  following  information;  elapsed 
tine,  nuBJber  correct,  total  questions,  percentage  correct  and  option  to 
n     redo  Bisoed  problems. 

n     MATH  BLASTER!-  This  activity  Is  a  fast-action  arcade  type  game  that 

E  reinforces  the  facts  practiced  in  the  other  activities.  The  object  is  to 
i&    shoot  a  man  out  of  a  cannon  at  the  correct  answer.   The  stu^nts  use  the 

D  I  or  L  keys  (or  arrow  keys)  wo  move  the  «an  left  or  right,  and  the  Z  key 
J&    to  shoot.    At  the  left  of  the  screen  is  a  ssal  bounciit"  a  ^t>a'«  on  his 

n     owe.    This  serves  as  a  tiner  for  eac.»  problec.   The  t  .dent  must  shoot 

as     before  the  ball  returns  to  the  seal  *  nor  . 

BAt  the  rl^t  of  the  screen  is  a  falling  balloon.  If  it  touches  the 

_  needle  on  the  plat^ora.  It  will  pop  and  end  the  game.   To  keep  --his  from 

□  happening,  wve  ywur  Ban  over  to  the  far  right  and  have  him  push  the 

A  bSlSn  tick  up  in  the  airagiin    (v.th  the  Z  key)  to  keep  the  game 

n  going.    The  student  can  choose  one  Oi!  five  levels:    Regular.  Faster, 

&  Super.  Seni-Pro  and  Professional.  n~r^ 


ERIC  III-36 


4  /u 


a 


The  student  selects  an  activity  (ex.  LOOK  AND  LEARli  or  BliLD  YOUR  SKILL ) 
and  without  pressing  the  Return  key,  selects  a  level  (1-5).  The  levels 
for  addition,  subtraction,  multiplication,  And  division  are  sequential 
In  difficulty. 


Addition:   Meets  Skill  Al 


Uvel 
Level 
Level 
Level 
Level 


1: 
2: 
3: 
4: 
5: 


Sums 
Sums 
Sums 
Sums 
Sums 


2-9  (ex. 
10-14 
15-18 

20-100  with 
19-25 


4  4  3  «  7> 


addends  In  multiples  of  10 


Subtraction:   Meets  Skill  SI 

Level  1:    Minuends  8-10  and  subtrahends  0-9   (ex.  9  -  7  «  2) 
Level  2:    Minuends  11-15  and  subtrahenos  0-5 
Level  3:    Minuends  11-15  and  subtrahends  6-11 

Level  4:    Minuenos  60-100  and ^subtrahends 20-90;  all  in  multiples  of 

10    (ex.  70  -  30  «  40) 
Level  5:   Minuends  15-20  and  subtrahends  5-9 

Multiplication:   Meets  Skill  Ml 


Level 
Level 
Level 
Level 
Level 

Division: 
Level 
Level 
Level 
Level 
Level 

Fractions, 
Level 


1:  Multipliers  2-5  and  multiplicands  1-5(4X5*  20) 

2:  Multipliers  1-5  and  multiplicands  6-9 

3:  Facts  froD  6  X  0  to  6  X  11  and  7  X  0  to 

4:  Facts  frrn  8  X  0  to  8  X  11  and  9  X  0  to 

5:  Facts  from  11  X  0  to  11  X  11  and  12  X  0 


7  X  11 
9  X  11 
to  12  X 


11 


Meets  Skill  Dl 


Divisors  2-5  and  quotients  1-5 
Divisors  1-5  and  quotients  6-9 
Divisors  6-7  and  quotients  0-11 
Divisors  6-9  ai)d  quotients  0 
Divisors  11-12  and  quotients 


(ex.  8  T  4  »  2) 


11 

1-12 


Decimals  and  Percents 


1:    Meets  Skill  R2 

Reducing  comoon  fractions   (ex.  3/15  «  1/5) 
Level  2:   Meets  Skill  C2 

Renaming  improper  fractions  (ex.  6/5  «  1  1/5) 
«Leve^  3:   Renaming  coonon  fractions  as  decimals  (ex.  ^2/100 

and  203/1000  «  .203) 
«Lev.el  -4:   Renaming  decimals  as  percents  (.69  «  fi9V  and  .135 
«Level  5:   Renaming  percents  as  fractions  (25\  *  1/4  and 
8        «  1/12) 


aThese  0O  beyohd  the  MFMT.     (See  the 
Percents  as  Decimals  to  replace  Level  4 
replace  Level  5  if  you  do  not  wish  to 
areas.) 


.52 

135ij> 


Use 


date  disk  which  follows: 
and  Percents  as  Fractions  to 
go  beyond  the  HFHT  in  these 


□ 


ERIC 


III-37 


Functional  Hath  Data  Disk  for  Hath  Blaster! 

Hultiply  Decimals:    Heets  dkiII  HUP  1  itx.  75k  X  12  =  9) 

Decimal  Zeros:  Heets  Skill  Zl  (ex.  3.40  «  3.4) 
uRound  Tenths:  Heets  SkiII  RAl  (ex,  4,45  «  4.6) 
«Round  Whole  Ni<!nbers:    Heets  Skill  RAl  (ex.  2.43  ^  2) 

Percents      Decimals:   Heets  SkIII  PD3  (ex  90%  «  .90) 

Percents  as  fractions:   Hee^s  Skills  PI  and  P2  (ex.  60%  «  3/5) 

##Do  not  use  CHALLENGE  YOURSELr  with  these  sets  of  data  since  tnuoents 
would  have  tc  iiBure  out  the  exact  number  the  rounded  off  number  was 
coming  from. 


TEACHER  OPTIONS 

The  editor  option  allows  the  teacher  to  generate  his  or  her  own 
problems  on  a  separate  data  disk.  See  software  manual  for  oetails. 
The  soundt  disk  drive  option,  display  type  and  timer  for  LOOK  AND 
LEARN  can  be  selected  an J  altered  at  the  main  menu. 
Pressing  the  Esc  key  ai  any  time  will  end  an  activity. 


SUGGEST  I ONS  ^ 

1.  U9t.        left  arrow  key  to  delete  mistakes. 

2.  Enc.    ^ge  the  students  to  retake  any  Items  mssed  in  the  BUILD  YOUR 
SKILL  and  CHALLENGE  YOURSELF  activities. 

3.  The  Return  key  can  be  used  for  a  fraction  bar  in  activities  with 
fractions. 

4.  CHALLENGE  YOURSELF  nay  not  always  be  appropriate  for  teacher 
generated  activities. 

5.  The  teacher  nay  want  to  ©elect  the  program  file  and  have  main  menu 
selections  set  and  ready  for  the  student  to  choose. 

6.  Students  with  shot:  attention  spans  who  are  easily  distracted  rtiould 
not  select  the  LOOK  MID  LEARN  activity. 

7.  In  dealing  with  fractions,  percents,  and  decimals,  choose  the  CH) 
horizontal  format  in  LOOK  AND  LEARN  and  BUILD  YOUR  SKILL.  Q 

8.  D.T.A.  Applications:  JSH. 

Varm-up 

Independent  practice 

Vocabulary:    Limited  use  ci  words  in  activities. 


EiBiiHiiiiHBHHHHHHiiBBM 

m       C..Mny.  E;uc.t,o..,^^            SOFTWARE  B 
H       Title:     Graphs  and  Metii.         lirWB    ■  IfaaaBH 

i              SUMMARY  I 

OBJECTIVES  Q 
H      MFMT:    2.3.2  use  Information  from  Graphs 

H  H 

Zl      SKILLS:  UG2  IDENTIFY  INFORMATION  ON  A  BAR  GRAPH  Q 

W                    KWl  SELECT  KEY  HORDf  AND  PHRASES  IN  A  D 

QUESTION 

HUG4  IDENTIFY  INTERVALS  ON  HORIZONTAL  M 
OR  VERTICAL  SCALES 

i   i 

1^                                              ACTIVITY  SUMMARY  B 

H Graphs,  shows  students  bar  graphs  concerning  various  money  aspects  of  6 
five  business  corporations.   Students  are  asked  several  questions  about 


ii 


Heach  graph.   This  program  provides  practice  In  Interpretli*^  bar   graphs  Q 

with  the  main  emphasis  on   Interpolation.   There   Is  a   bank  of   graphs  H 

which  are  all    set  up  as   horizontal   bar   grcohs.      An   option  o.  q 

B      Instructions  gives     students  a    brief   summary     on   strategics    of  || 

H      Interpolation  and  walks   them  through  several   examples.   Students  must  ^ 

Htype  In  the   numeral  answer   to  each  question.     Each   question  must  be  W 
answered  correctly  before  the  next  one  Is  asked.   There  Is  no  limit  to 

Hthe  number  of  attempts  to  a  question.  The  program  does  not  Indicate  what  CI 

the  right  answer   Is  after   several  Incorrect  responses.    Each  graph's  M 

question  set  takes  about  5-8  minutes  to  complete.   Hrltten  reinforcement  q 
K|J     Is  given  after  each  answer  and   Incorrect  answers  result  In  a  hint  such 

as:  "too  large"  or  "too  small."  There  are  no  sound  effects  used  In  this  _ 

g     program.  H 

B   8 

ZZ  TEACHER  OPTIONS  Q 

H  ■ 

^     There  are  r.o  te/iCher  options  available  for  disk  modification. 

B   ■ 

^  SUGGESTIONS  S 

HI.  Make  sure  students  go  through  the  Instructions  first.  S 

2.  Students  should  have  practice  In  interpolation   prior  to  using  this  „ 

H program.  H 
3.  Some  graph  titles  may   not  be  understood  by   all,  a  brief  discussion 

HMy  be  necessary.  S 
4.  TMs  program  should  be  used  as  drill  activity.  Wm 

o^BaHHHBHHHHHHBBBBHE 

ERlC^Cc.l7?i?B.S.l.  F.O.C/O.  of  MD.  1988 


H 5.  Teacher  must  have  a  pre-sei  plan  to  deal  with  students  who  repeatedly  » 

Hiss  a  question  since   the  program  does  not  Indicate  what  the  right  u 

answer  Is  after  several   Incorrect  responses.     It  will   accept  an  ^rii 

H infinite  number  of  guesses.  .      .  k.«i, 

6.  There  Is  no  ciorure  after  answering  all  of  the  questions  in  the   bank  |^ 

Hof  graphs.  Teachers  may  have  stude'nts  keep  track  of  how  many  graphs 

they  complete.  |Q 

H7.  O.T.A.  Applications:  _^ 

Independent  Practice  tej 

Vocabulary:  interpolation  ^ 

|g      8.  '  se  manual  for  further  Information.  g 
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Comptny:  Educ«t1on«1 

Activities,  Inc. 
Title:       Grtphs  «nd  Me*n, 

MedUn,  Mode 
Activity:  Me*n,  MedUn, 
Mode 


SOFTWARE 
SUMMARY 


MFMT: 


OBJECTIVES 

2.1.1  Add  Whole  Numbers 
2.1.4  Divide  Whole  numbers 
2.1.11  Divide  Declmtis' 
5.1.1  Find  the  Average  of  « 
numbers 


set  of 


SKILLS:  Al  RECALL  ADDITION  NUMBER  FACTS 
01  RECALL  DIVISION  FACTS 

MD3  PLACE  THE  DECIMAL  IN  THE  QUOTIENT  CORRECTLY 
AV3  FIND  THE  AVERAGE 


H 
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ACTIVITY  SUMMARY 

Th*  Mean,  Median,  Mode  tctlvlty  groups  these  concepts  together. 
Students  are  tskefi  If  they  would  like  to  sse  a  review.  In  the  review, 
definitions  of  mean,  median,  and  mode  are  given  but  no  procedures  or 
examples  are  shown.  The  numbers  to  be  used  for  each  problem  are  shown 
in  bar  graph  form  in  a  row  with  number  amounts  underneath  each  bar.  The 
computer  asks  students  what  Is  the  mean?  (It  does  no;  use  the  word 
"average")  Students  will  need  paper  and  pencil  to  figure  the  mean  to 
the  nearest  tenth.  After  the  mean  answer  is  typed  in,  and  it  is 
correct,  a  written  reinforcement  is  given.  Then  the  program  asks  for 
the  median  and  mode  using  the  same  set  of  numbers.  If  the  J* 
incorrect,  the  program  will  tell  the  students  to  try  again.  At  this 
pSfSri  hlnt  su?h  as,  -this  time  add  and  divide"  is  given.  After  three 
wrong  answers,  a  correct  answer  will  be  given  but  the  procedure  is  not 
shown  or  explained.  There  are  five  sets  of  graphs  with  numbers  given 
and  three  problems  for  each  set  asking  for  mean,  median  and  mode. 


TEACHER  OPTIONS 

There  are  no  teacher  options  available  for  disk  modification. 
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fH  SUGGESTIONS 

^      1  Make  sure  students  go  through  the  instructions  first.  '  ^ 

HI:  Students  Should  be  Lare  .that  mean  •J^'/^'^^ISJ^^^'J  t^t^oSs  K 
3.  Students  should  have  paper  and  pencil  to  use  for  imputations. 
pa      4.  Before  using  this  program,  students   should  be  familiar  with  mean, 

M  median  and  mode.  H 

H5.  D.T.A.  Applications:  pg. 

Independent  Practice  |Eg 

■fH  Vocabulary:   Mean  -     average,  add  up  and  divide  by  the  number  of  ^ 

C3  addends.  ^     ^        .^^  O 

BB  Median  -  middle  number;  put  the  J^"®^^*^^^  H 

B  there  is  no  middle  number,  it  is  the  mean  of  n 

^  the  MO  middle  numbers.  a  ■« 

BMode  -     the  number  that  appears  most  often.In  case  or  a  n 

tie.  there  is  no  mode.  ^ 

jg       6.  See  manual  for  further  details.  g 
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SOFTWARE  i 
SUMMARY  1 


5     • d  (rrtA 


OBJECTIVES: 


MFMTt 


SKILLS: 


2.3.1 
5.1  .3 

5.1  .4 

UTl 
UT3 


MMDl 

PD3 
MUPl 


Company:    EDUCATIONAL  ACTIVITIES,  INC 
Title:     MATH  FOR  EVERYDAY  LIVING 
Activity:     EARNING  WITH  PIECEWORK  OR 
COMMISSION  (Lesson  8) 

Use  Information  from  Tables 
Solve  Money  Problems  Using 
Multiplication     and  Division 
Solve  Problems  Using  Percent a 

IDENTIFY  INFORMATION  ON  A  TABLE 
FIND  THE  POINT  AT  WHICH  THE  KEY  ROW 
AND  COLUMN  INTERSECT  TO  LOCATE  DATA 
ON  A  TABLE 

SOLVE  MONEY  PROBLEMS  USING 
MULTIPLICATION  AND  DIVISION 
RENAME  PERCENTS  AS  DECIMALS 
SOLVE  PROBLEMS  USING  PERCENTS 


ACTIVITY  SUMMARY 

two  colunms  flMh  to  show  the  «etlns  po.nt  or  Mswer. 
student  .ust  find  the  tot.1  "-«^"  »«  f^^^'^^Te' wuf  HT'o'slZ 

rate  per  piece  for  each  worker  Is        '^f;^i„i^%'he  toUl  number  of 
first  worker  Is  then  f^iVnt's^r^^^^ 
pieces  by  the  rate  per  Pje«-    If  the  »      "   '^•"^^^Vlon  ends.  Two 
remaining  totals        ,^'»Pi*yVi JL.  to  L  dla^^^      then  the  student 
Incorrect  responses  allow  the  •"'^•^Jj*,?'  is  ended, 

aust  confute  the  i^^oB>ej>f^'';thet  ^o^^^^^ 

Finally,  comnlsslon  Is  defined  n  a  tutor  al  and  P"»«"«°  examples. 
Students  must  change  the  percent  to  a  decimal  on  four  ^^^^^^^'  ^^^^  . 
Given  rate  of  cconlsslon  as  *  '  JjJ^  in  Hve 

point  placement  and  the  multiplication  process. 
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TEACHER  OPTIONS 

Student  scores  may  be  viewed  as  single  scores  or  as  an  entire  file.  To 
access  the  scores,  type  SCORES  when  the  program  displays.  "Please  type 

In  your  first  name  •    As  many  as  200  students  may  be  maintained  at 

one  time-     When  the  disk  becomes  full,  type  PURGE  when  the  program 

displays.  "Please  type  in  your  first  name  ■    You  will  then  be  able  to 

erase  an  entire  student  file  or  purge  an  Individual  student  from  the 
file. 

There  are  no  other  teacher  management  options. 


2. 


3, 
4. 


SUGGESTIONS 

Student  reading  level  should  be  considered  before  using  this 
program. 

Use  of  this  program  for  tables  is  limited.    Only  the  first  section 
actually  reviews  a  table.    The  remainder  of  the  program  emphasizes 
multiplying  money  and  changing  percent  to  decimals  as  they  relate  to 
earning  with  commission. 
Instruct  the  student  to  record  his  score. 
D.T.A.  Applications: 
Introductory  Activity   (teacher  instructs  small  group) 
Guided  Practice    (if  reading  level  is  appropriate) 
Independent  Practice    (if  reading  level  is  appropriate) 
Vocabulary:  chart— a  sheet  of  Information  arranged  In  columns  and 

rows 

piecework— work  done  and  paid  for  by  the  piece 
co(misslon— the  percentage  of  work  sold  that  is  paid 

to  the  worker 
rate— amount  or  quantity 

percent— per  100.  hundredths,  or  for  every  100 
decimal— a  number  that  includes  place  value  positions 
to  the  right  of  the  ones. place 
See  the  program  manual  for  further  information. 
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SOFTWARE 
SUMMARY 


Company:    EDUCATIONAL  ACTIVITIES,  INC. 
Title:     MATH  FOR  EVERYDAY  LIVING 
Activity:  FINDING  YOUR  JOB  (Lesson  6) 


OBJECTIVES: 
MFMT:  5.1.2 
5.1  .3 


Solve  Money  Problems  Using  Addition 
and  Subtraction 
Solving  Money  Problems  Using 
Multiplication  and  Division 
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SKILLS: 


MASl  SOLVE  MONEY  PROBLEMS  USING  ADDITION 

AND  SUBTRACTION 
MMDl   SOLVE  MONEY  PROBLEMS  USING 

MULTIPLICATION  AND  DIVISION 


ACTIVITY  SUMMARY 

FINDING  YOUR  JOB  provides  students  with  opportunities  to  perform 
addition  and  multiplication.  Students  also  become  familiar  with  reading 
and  understanding  the  employment  section  of  the  newspaper.  The  program 
gives  additional  practice  In  reading  functional  words  and  abbreviations 
used  In  ads  thu.  meet  objectives  In  the  Maryland  Functional  Reading 
Test.   The  reading  level  appears  to  be  4th  to  6th  grade  level. 

Students  are  presented  with  five  problems  where  they  must  select  a  job 
of  Interest  and  figure  out  the  total  money  earned  weekly  from  the  houts 
given.  Two  chances  are  given  to  answer  correctly  before  the  correct 
answer  Is  given.  The.*  a  help-wanted  ad  Is  shown  which  offers  salary  plus 
tips.  A  sequential  example  Is  given  v^ere  the  student  (a)  figures  the 
salary  by  multiplying  the  hours  by  the  per-hour  salary,  <b)  adds  the 
tips  for  one  week»  and  <c)  adds  the  tips  and  the  salary  to  get  the  total 
salary  amount.    Pencil  and  paper  are  required  for  the  computation. 

Students  may  experience  dlfflculy  reading  and  computing  with  paper  and 
pencil.  The  teacher  needs  to  monitor  student  responses  and  level  of 
frustration. 

Sound  Is  used  In  the  activity. 
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TEACHER  OPTIONS 

Student  scores  may  be  viewed  as  single  scores  or  as  an  entire  file.  To 
access  the  scores,  type  SCORES  when  the  program  displays,  "Please  type 
In  your  first  name...."  As  many  as  200  students  may  be  maintained  at 
one  time.  When  the  disk  becomes  fulU  type  PURGE  when  the  program 
displays,  "Please  type  in  your  first  name...."  You  will  then  be  able  to 
erase  an  entire  student  file  or  purge  an  Individual  student  from  the 
file. 

There  are  no  other  teacher  management  options. 


SUGGESTIONS 

1.  Student    reading    level    should  be   considered   before   using  this 
program. 

2.  Teacher  made  worksheets  or  actual  help-wanted  ads  may  be  used  to 
motivate  students. 

3.  Instruct  the  strident  to  record  his  score. 

4.  D.T.A.  Applications: 

Introductory  Activity  (teacher  instructs  small  group) 
Guided  Practice  (If  reading  level  Is  appropriate) 
Independent  Practice  (If  reading  level  is  appropriate) 
Vocabulary:    min.    (minimum),  yrs.    (years),   excel,  (excellent), 
exp.  (experience),  oppty.  (opportunity),  F/T  or  P/T 
(full-time  or  part-time),  sal.  (salary),  benefits 

5.  See  the  program  manual  for  further  information. 
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SOFTWARE 
SUMMARY 


Company:     EDUCATIONAL  ACTIVITIES,  INC 
Title:     MATH  FOR  EVERYDAY  LIVING 
Activity:    GOING  SHOPPING  (Lesson  2> 


OBJECTIVES: 

MFMT:     5. 1.3  Solve  Money  Problems  Using 
Multiplication  and  Division 

SKILLS;.     KW2     SELECT  AN  OPERATION  FROM  KEY  WORDS 

AND  PHRASES 
MMDl  SOLVE  MONEY  PROBLEMS  USING 
MULTIPLICATION  AND  DIVISION 


ACTIVITY  SUMMARY 

GOING  SHOPPING  provides  students  with  opportunities  to  recognize  price 
per  Item  and  compute  the  total  cost  on  a  bill.  The  program  gives 
additional  practice  in  reading  functional  words  and  phrases  that  meet 
objectives  In  the  Maryland  Functional  Reading  Test,  Reading  level 
appears  to  be  4th  to  6th  grade  level. 

Students  compute  the  total  cost  of  selected  Itrms  on  a  sales  slip  after 
indicating  whether  they  must  subtract,  multlpl  ,  or  divide.  Pencil  and 
paper  are  requ  1  red  for  the  computat  1  on .  Two  chances  are  gl ven  to 
compute  the  bill  before  the  correct  answer  is  given.  If  errors  are 
made,  the  program  branches  to  a  tutorial  that  will  review  multiplication 
and  grouping.    There  are  ten  problems  in  the  lesson. 

Students  may  experience  dlfflculy  rea^^^ng  and  computing  with  paper  and 
pencil •  The  teacher  needs  to  monitor  student  responses  and  level  of 
frustration. 

Sound  Is  used  in  the  activity. 
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TEACHER  OPTIONS 

Student  scores  may  be  viewed  as  single  scores  or  as  an  entire  file.  To 
access  the  scores,  type  SCORES  when  the  program  displays,  "Please  type 
in  your  first  name..,,"  As  many  as  200  students  may  be  maintained  at 
one  time.     When  the  disk  becomes  full,  type  PURGE  when  the  program 

displays.  "Please  type  in  your  first  name  "    You  will  then  be  able  to 

erase  an  entire  student  file  or  purge  an  Individual  student  from  the 
file. 


There  are  no  other  teacher  management  options. 


SUGGESTIONS 


3. 
4. 


Student  reading  level  should  be  considered  before  using  this 
program. 

Teacher  made  worksheets  or  actual  sales  slips  may  be  used  to 
motivate  students. 

Instruct  the  student  to  record  his  score* 

D.T.A.  Appl Icatlons: 

Introductory  Activity  (teacher  Instructs  sm?ll  group) 
Guided  Practice  (If  reading  level  Is  appropriate) 
Independent  Practice  (If  reading  level  Is  appropriate) 
Vocabulary:    sales  slip.  Item,  price  per  Item,  quan. 
total  cost,  column 

See  the  program  manual  for  further  information. 


(quantity) , 


B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 


ERIC 


'^HBBHSiHHBHHHHBHBHHE 

■  "  ^       i"?  P.B.C/V.  of  ».  1938 


I.C.I,  for  E.S.B. 


P.O.C./U.  of  MD.  19'i 


SOFTWARE  I 
SUMMARY  ^ 
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Company:    EDUCATIONAL  ACTIVITIES.  INC. 
TH\lt    MATH  FOR  EVERYDAY  LIVING 
Act Ulty"  PAYING  FOR  A  MEAL  (Lesson  1> 


OBJECTIVES 
MFMTj 


5.1.2. 
5.1.5 


SKILLS:  KW2 
MC2 


MASl 


solve  Money  Problems  Using  Addition 
and  Subtraction 
Make  Change 

SELECT  AH  OPERATION  FROM  KEY  WORDS  OR 

ISEvS^'SiSw  PROBLEMS  USING  ADDITION 
AND  SUBTRACTION 


ACTIVITY  SUMMARY 


mm  m  a  ME.^  ProvI<«  .tu*„t,  with  »p-^-i"i».J?  r«n*JcS? 
Items  from  a  menu  and  compute  .  ^    compute  their  bill. 

to  make  change  from  given  bills, 
frustration. 
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TEACHER 

access  the  scores,  type  ^^^'^'^  gOO  students  may  be  maintained  at 

S?^iVva  'Please  type  'n  your  first  name....*  You  will  then  be  able  Jo 
erfsl Tn^ntlrTstuSent  /lie  or  purge  an  Individual  student  from  the 

file. 

There  are  no  other  teacher  management  options. 


SUGGESTIONS 

1.  Student   reading   level    should  be   considered  before   using  this 

2.  iS'made  worksheets  or  actual  fast  food  menus  may  be  used  to 
motivate  students. 

3.  Instruct  the  student  to  record  his  score. 

*■    'mrTclo^T'mty  <...=h.r  U,tru=t,  -•>>  J^-P. 
Oulded  Practice  (If  re.dlng  level  Is  .„ 
Independent  Pr.ctlce  <1<  re.dlng  '»  ' VtV.  beverages. 

V,«.ul.r,.  r--,-*;rU.ron"*J'pro*""lo'-,ee  It  the, 
also  need  to  be  taught),  regroup,  column 

5.    See  the  program  manual  for  further  Information. 
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SOFTWARE 
SUMMARY 
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OBJECTIVES: 
MFMT*  5.1.2 
5. 1 .3 


SKILLS!  1CW2 


Conpanyt    EDUCATIONAL  ACTIVITIES,  INC. 
Title:  MATH  FOR  EVERYDAY  LIVING 
Activity:  UNIT  PRICING  (Lesson  3> 

Solve  Money  Problems  Using  Addition 
and  Subtraction 
Solve  Money  Problems  Using 
Multiplication  and  Division 

SELECT  AN  OPERATION  FROM  KEY  WORDS 

MASl  sSSvrSSN^  PROBLEMS  USING  ADDITION 

AND  SUBTRACTION 
MMDl  SOLVE  MONEY  PROBLEMS  USING 
MULTIPLICATION  AND  DIVISION 


UNIT  PRICIHG  provides  students     ^hjPP^^r^^^^  ^r'ogrl"  fluis 

objectives  In  the  Maryland  Functional  Reading  Test,    me  re«a»  w 
appears  to  be  4th  to  6th  grade  level. 

find  the  cost  of  '»»"lJi  •  t^^^^  division 
incorrect  responses,  the  prcjrij  f^*^^,^;'  ^f/^iff^^^^^^^  the 
tutorial.     Then  they  are  •^'•^  ^J"/      After  two  Incorrect 

newsstand  price  and  the  ^^^^^l^lZ^^^t  ^xt  s^^^^^  '"^ 
rapTr^are^^e^rerfrt;^^  ^r^e"l/pro.le«s  In  the 

lesson. 
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I 
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c»  m«v  Moerlcnce  dlfflculy  reading  and  sonputlng  with  paper  and 

frustration. 

Sojnd  Is  used  In  the  activity. 


□ 

□ 


TEACHER  OPTIONS 

Student  scoreo  tnay  be  viewed  as  single  scores  or  as  an  .  ^° 

access  the  scores,  type  SCORES  when  the  program  displays.  'Please  type 
In  your  first  name..,.'    As  many  as  200  students  may  be  maintained  at 
one  time.     When  the  disk  becomes  full,  type  PURGE  when  the  progr^ 
displays.  'Please  type  In  your  first  -'^0" 
erase  an  entire  student  file  or  purge  an  Individual  student  from  the 

file. 

There  aie  no  other  teacher  management  options. 


□ 


SUGGESTIONS 

1.  Student   reading   level    should  be   considered  before   using  thli^ 

2.  Tcachtr'made  worksheets  or  actual  advertisements  may  be  needed  to 
motivate  students. 

3.  Instruct  the  student  to  record  his  score. 

4.  D.T.A.  Applications:  ^. 

Introductory  Activity  (teacher  instructs  ani&ll  group) 
Guided  Practice  (if  reading  level  is  appropriate) 
Independent  Practice  (If  reading  level  is  appropriate) 
Vocabularv:   unit  price,  advertisement  (ad),  subscription 

5.  See  the  program  wanui!  for  further  information. 


^^^^ 
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SOFTWARE  i 


SUMMARY 


OBJECTIVES* 


Company:    EDUCATIONAL  ACTIVITIES, 
Title:    MATH  FOR  EVERYDAY  LIViJiG 
Activity:  WORKING  ON  SALES  TAX 
(Lesson  5) 


INC 


MFMT:     5.1.4  Solve  Problems  Using  Percents 

4.1.1  Choose  a  Reasonable  Answer  for  a 
Mathematical  Problem 


SKILLS: 


PD3 
MDl 

MD3 


Zl 


RAl 
MUPl 

yw2 


RENAME  PERCENTS  AS  DECIMALS 

IDENTIFY  THE  NUMBER  OF  DECIMAL  PLACES 

IN  THE  PRODUCT 

PLACE  THE  DECIMAL  POINT  IN  THE 

PRODUCT  CORRECTLY  WITH  UP  TO  THREE  OR 

FOUR  DECIMAL  PLACES 

RECOGNIZE  THAT  WITH  ANY  DECIMAL 

ENDING  IN  ZEROCS;.  THE  ZERO(S)  MAY  BE 

PROPPED 

ROUND  OFF  NUMBERS 

SOLVE  PROBLEMS  USING  PERCENTS 

SELECT  AN  OPERATION  FROM  KEY  WORDS  OR 

PHRASES 


ACTIVITY  SUMMARY 
WORKING  ON  SALES  TAX  helps  students  ,V^esTic'^s"i?v^n  «°"a 

After  two  Incorrect  responses,  the  program  branches  to  the  In  oeptn 
tutorial  presented  earlier  In  the  lesson. 

The  reLlng  level  .ppears  to  be  4th  to  6th  grade  level. 
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1 


CK.rt.nts  mav  experience  difflculy  reading  and  computing  with  paper  and 
pencn!  tS^^^^  to  monitor  student  responses  and  level  of 

frustration. 

Sound  Is  used  In  the  activity. 


D 


student  scores  may  be  viewed  as  single  scores  or  as  *"  .ylj 

access  the  scores,  type  SCORES  when  the  P'-^Sf*"',  <*»»P^*y''  ,^1"?! J^^t 
T«  ««..r  first  name      '    As  many  as  200  students  may  be  maintained  at 
uJ     LS^h.  dl*  b.ccJ!.»  full.  t,p.  When  th.  program 

SvIriiVui  -Please  Ivpe  In  your  first  name...."  You  will  then  be  able  to 
erfsi  .n^ntlre^JS^nl  f'l.  or  pur,,  an  Individual  student  fr»  the 
file. 


1.   student   reading    level    8i.ould  be   considered  before   using  this 

2  T^St^'made  worksheets  or  newspaper  ads  in  which  students  choose 
Uems  and  compute  sales  tax  may  be  used  to  motivate  students. 

3  Instruct  the  student  to  record  his  score. 

'iIiJodSiirAc?uity  (teacher  Instructs  »all  group) 
Guided  Practice  <lf  reading  level  Is  *PP«"0P'"1 
Independent  Practice  (If  reading  level    s  •PP"?'^!*''' 
Vocabulary:   sales  tax.  decimal.  P««ent.  digit 
See  the  program  manual  for  further  Information. 


^^^^ 
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SOFTWARE 
SUMMARY 
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Ibrc   15  ^  -  * 


Cnr«>anY:    EDUCATIONAL  ACTIVITIES.  INC. 
Company     'j^'^-Qp  everyday  living  . . 

litlVuv"    SoI?InTw1TH  time  CLesson  9> 


a  OBJECTIVES 


B 

B 
B 
B 


2.3.1 
5.1.6 


using  mtormatlon  from  Table, 
Find  Elapsed  Time 


B 
B 
B 
B 
B 
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MFMT : 

ACTIVITY  SUMMA 

voPHHa  WITH  t..*»  t.3.c  •«r:.r<v'St7.':^;;^\S 

,nd  time  ,„   xim  Out.  Hour  Md  Minute  coiw 

„.ffle.  .tono  with  HM  ''^;,\T,„d  Tim.  Out  *il'„d  Correct 

the  student  to  an  ex««H  n  s  davs    the  student  Is 

«'« ««\'';;t.wi^^n*r:i'n^.'r.o*;  the  w..^,^;;;^-, --i 
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TEACHK^?  OPTIONS 

student  ,cor.,  «y  ""^.'^^.i' r^^'h.' K^^rJ^  5!^U,""-P.'."V  .,Pe 
Kcess  the  scores,  type  ^'^^^^".^^\tu<leT,t3  mer  be  Mlntalned  at 
rT;e'.'"i.r.Ve  ■.s.^'J^.^  £.  ^-e  the  KO.. 

rsiT.^M\'rsr/4nr'/.T;o^'pUrVn-in.>..*..  stu«.t  «r»  the 
file. 


There  .re  no  other  teacher  itsMgement  options. 


SUQCESTIONS 

Student  re.d>n,  -ti^nl.nStlt.on" 
I-  ryrorrS::sTot%\"*V^'V'i..-.  »  ^  »nnot  ^e  used 
Slm'  wUhout  revorMh,  the 

4.  Instruct  the  studeni  to  record  his  score. 

5.  D.T.».  *PP""''°"?-,,„   ,,,„her  Instructs  small  oroup) 

iSr,-  ratrri!M~  "S^^tlriaJS.  ?^»e  in.  .I.e  out.  hr.. 
©Jn, t  A.M. »  P.M. 

6.  See  manual  for  further  information. 


^^^^ 
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B  SOFTWARE 
I  SUMMARY 

a Company:    EDUCATIONAL  ACTIVITIES,  INC, 
Title:  I 

H 
B 
B 
B 
B 


Title:  SALIWA  MATH  GAMES 
Activity:    ROUJ^D  TABLE 

(Diskette  «1> 


OBJECTIVES: 

MFMT:     3.1.1    Write  numbers  in  words  and  digits 
4.1,1     Choose  a  reasonable  answer  for  a 
mathematical  problem 


.•B 

B 


SKILLS*     Nl     IDENTIFY  PLACE  VALUE 

N2     IDENTIFY  WORD  NAMES  ONE  THROUGH 
NINETEEN 

N4     IDENTIFY  WORD  NAMES  FOR  20.  30, 
40 ... 90 

N6     IDENTIFY  HYPHENATED  NUMBER  WORDS  FOR 
21     22     23* • •99 

HN8     IDENTIFY  THE  WORD  NAMES  FOR  100  AND 
1  ,000 
NIO  IDENTIFY  THE  WORD  NAMES  FOR  TENTHS  AND 

HUNDREDTHS  FROM  THE  DIGITS  C.l-.Ol) 
RAl  ROUND  OFF  NUMBERS 


B 

B  .  

g  ACTIVITY  SUMMARY 

HBost  of  the  games  in  this  series  allow  students  to  try  optional  student 
tutorials  to  become  more  familiar  with  the  concepts  presented.  The 

H instruct  Ions  give  the  students  the  procedure  for  rounding  numbers. 
Students  should  be  encouraged  to  review  the  Instructions. 

H FOUND  TABLE  is  a  game  for  two  players.  It  gives  practice  In  rounding 
off  numbers,  both  whole  and  decimal.     Both  players  are  given  numbers 

Hthey  must  round  lo  the  nearest  thousand,  hundred,  ten,  tenth,  hundredth, 
thousandth.    One  player  works  on  a  problem  at  a  time.    Both  Pjave" jet 

Ha  choice  of  three  levels  of  difficulty  on  each  problem.    The  higher 
level  of  difficulty  chosen  by  a  player,  the  more  points  that  player  can 
— -     score.    Two  people  seated  at  a  table  smile  or  frown  in  response  to  the 
H     student's  answer.   When  an  incorrect  answer  is  given,  the  correct  Mwtr 
appears  on  the  screen.    The  first  player  to  accumulate  30  points  is  the 
^  winner. 

ERIC^  ""or  E.sT  111-5^  P.G.C./D.  of  MD.  1988 
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TEACHER  OPTIONS 

Each  diskette  contains  a  record  of  the  students  who  have  attempted 
and/or  successfully  coropleted  each  lesson  on  that  diskette.  These 
scores  can  be  displayed  individually ,  or  by  total  class*  The  program 
will  also  give  the  option  of  viewing  these  results  on  the  screen  or 
having  them  printed  out. 


SUGGESTIONS 


1- 


lessons   before    they  can 


Students   will    need   teacher  directed 
successfully  complete  this  game. 
This  program  lAay  be  used  as  a  dr^  1 1 . 
DTA  Apppl i cat ions; 
Independent  Practice 

Vocabulary;    rounding  nunbers—rep lacing  ^ecific  numbers  with 

numbers  axpressedln  even  units  such 
as  ten»  hundreo,  or  thousand 

tenth".  1 
hundredth—. 01 
thousandth. 001 
See  the  program  manual  for  further  information. 
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9  0 


9  0 


0     0  9 


10    0  0 

fAT'»  turn 

Cenntci  dots  i 


PUT 

<rii> 

8 
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SOFTWARE 
SUMMARY 


Company:    MECC  A-12Fj 
Title:  Addition  Logician 
Activity:  THE  FENCE  GAME 


OBJECTIVES: 

MFMT  2*1 •!     Add  Whole  Numbers 

SKILL:     *ADD  USING  FOUR  ADDENDS  WITH  TWO  OR  MORE 
REGROUPINGS 
*Thls  skill    is  not   included  in  the  MFMT 


ACTIVITY  SUMMARY 

The  first  screen  presentation  Is  "The  Fence  Game."  The  students 
are  given  the  question  "Do  you  want  Instructions?."  If  they  type  In  yes» 
they  are  given  a  demonstration  of  how  to  play  the  game. 

The  students  are  then  presented  with  .2  whole  number  addition 
problems  having  four  two  digit  addends.  Each  problem  requires 
regrouping  of  a  "2"  or  a  "3" .  After  successfully  completing  three 
problems,  the  student  plays  a  portion  of  "The  Fence  Game."  The  numbers 
used  are  randomly  selected  so  eacn  student  Is  assured  a  unique  set  of 
problems. 

The  student  answers  the  problems  by  entering  the  ones,  then  tens, 
then  hundreds  column  answer.  They  do  not  press  "Return"  after  each 
response  and  do  not  enter  In  the  carry  number. 

For  a  correct  response  the  word  "RIGHT"  appears  at  the  bottom  of 
the  screen,  and  then  a  new  problem  Is  Immediately  presented. 

For  an  Incorrect  response  "NO,  TRY  AGAIN"  appears  at  the  bottom  of 
the  screen.  After  a  second  attempt  the  student  Is  prompted  with  a  pink 
rectangular  box  around  the  two  numbers  that  should  be  added.  There  is 
also  a  question  mark  at  the  bottom  where  the  answer  should  be  placed. 
The  student  enters  an  answer  and  then  Is  prompted  with  the  box  over  the 
tens  column  with  a  question  mark  in  the  space  where  the  carry  number 
should  be  entered.  (Now  the  student  enters  the  carry.)  The  student 
enters  the  carry  number  then  the  answer  and  the  prompt  continues  to  the 
hundreds  column.  If  the  student  IcJbntlnues  to  make  errors  the  program 
responds  with  "NO,  TRY  AGAlljf^ifhtl I  'the  correct  number  is  entered. 
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When  the  graphics  are  turned  "on"  the  student  will  work  on  three 
problems,  then  play  the  "The  Fence  Game,"  This  game  Is  a  version  of 
Connect  The  Dots",  where  the  student  takes  turns  with  the  computer 
connecting  points.  One  point  Is  scored  for  completing  the  fence  around 
one  of  the  small  square  regions.  The  player  with  the  most  points  at  the 
end  of  the  game  wins. 

At  the  end  of  each  lesson  the  students  are  presented  with  a  scoring 
frame.  If  they  score  at  or  above  mastery  level  (75%)  they  are 
congratulated. 

Ex.  You  did  12  problems. 

You  got  11  problems  right  on  the  first  try. 

VERY  GOOD! ! 
You  are  ready  for  REPEAT  AFTER  ME, 

If  they  score  below  mastery  level,  they  are  encouraged  to  repeat  the 
program. 

Ex.  You  did  12  problems. 

You  got  7  problems  right  on  the  first  try.. 
Please  try  THE  FENCE  GAME  again. 


freblftn  1  of  12 
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18 

16 

♦  11 

89 

NO,   TRV  ACAZN 


rrtss  SMCE  iA9  to  continue 


MT 

<rt> 

B 

XX  1  XX  1 

XX  1  ft  1 

(XX> 
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Ml  MiAf  I 

frtss  %f^C£  Mt  to  continut 


B 
S 
i 
i 
B 
i 
i 
i 
i 
i 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 


liHBaHBHHftfiitiBHaBBH 


ERIC     I.C.I.  for  E.S.E. 


III-6p 


P.G.C./U.  of  MD.  1968 


•H 

H 
B 
B 
B 
B 
B 
B 
B 
B 
B 
•  B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 


BBBBBBBBBBBBBBBBga 


TEACHER  OPTIONS 

1.    The  sound  can  be  turned  "off"  or  "on"  at  the  main  menu  only. 


2. 


B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 

,,tr^BHBBBBiHfipHBBBBBB£ 

tlvL      I.C.I,  for  E.S.E. 


Press  Control -A  to  get  into  the  teacher  management  at  the  main  menu. 
(See  "How  to  Modify  the  Disk"  in  the  Teachers  Manual) 

A.  Select  number  1,  then  return,  to  turn  the  graphics  "off"  or  "on". 

It  will  say  that  they  are  currently  "on"  or  "off"  on  the  options 
screen . 

B.  Select  number  3,  then  return,  to  change  the  difficulty  level  of 

the  game.  Follow  the  directions  on  the  screen.  The  levels  can 
be:  easy,  medium  or  hard. 

C.  Other  options  available  to  the  teacher  are:  See  names  and  scores. 

Clear  names  and  scores.  Set  the  printer,  and  Check  the  best 
score.    The  screen  direcMons  are  self  explanatory. 


SUGGESTIONS 


For  this  activity  the  sound  is  "on"  during  the  game  section  only. 
If  it  is  distracting  to  the  rest  of  the  class  turn  it  "off".    If  it 
is  not  distracting.  It  can  be  entertaining  to  the  student  playing 
the  game. 

D.T.A.  Applications 
Warm-up 

Guided  Practice 
Independent  Practice 
Vocabulary:  None 

Turn  the  graphics  "off"  (at  the  main  menu  #7)  if  the  student  takes 
more  time  on  the  game  than  necessary  or  if  the  game  seems  to  break 
up  the  learning  activity. 


3. 
4. 
S. 
€. 
7. 
t. 


ffanaftPitfit  Options 

Turn  tra^hlcs  ^ff 
CCurrtntltf  en) 

Stt  ract  lap  tin^ 

< Currant Iv  =  2(6  aacands) 

tat  tfifficultu  for  tapias 

taa  napias  and  acaras 

Claar  napics  and  acaras 

tat  UP  tha  pr&ntar 

Chack  bast  acora  lists 

taturn  ia  naii 
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You  Mill  bt  ffivtn 
26  i»robl»f«s.  each 
correct  ansytr  Mill 
nakt  Hour  car  f%ov». 


SOFTWARE 
SUMMARY 


frcfs  SPACE  lAR  to  continue 


Company:    MECC  A- 125 
Title:  Addition  Logician 
Activity:  R.^CE  TIME 


OBJECTIVES: 

MFMT  2.1.1     Add  Whole  Numbers 

SKILL:  A6  ADD  TWO  NUMBERS  WITH  UP  TO  2  DIGITS  EACH, 
REGROUPING  ONES  TO  TENS 
A7  ADD  TWO  NUMBERS  WITH  UP  TO  3  OR  4  DIGITS 

EACH,  REGROUPING  ONES  TO  TENS 
AlO  ADD  TWO  NUMBERS  WITH  UP  TO  4  DIGITS 
EACH,    1  TO  3  REGROUPINGS 
ADD  THREE  NUMBERS  WITH  UP  TO  2  DIGITS 
EACH,  REGROUPING. 


All 
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ACTIVITY  SUMMARY 

T'ne  first  screen  presentation  Is  the  "Race  Time's"  best  times  list. 
The  students  are  given  these  Instructions:  'You  will  be  given  20 
problems.  Each  correct  answer  will  tcake  your  car  move,"  The  students 
are  then  prompted  to  press  the  space  bar  and  the  race  begins.  The  race 
time  can  be  adjusted  by  using  the  management  options.  The  program's 
race  time  Is  260  seconds.  The  clock  Is  not  visible  to  the  student  while 
the  race  Is  going  on. 

The  students  are  then  presented  with  20  whole  number  addition 
problems.    Each  problem  requires  regrouping. 

The  students  answer  the  problems  by  entering  the  ones,  then  tens» 
then  hundreds  column  answer.  They  cto  not  press  return  after  each 
response  and  do  not  enter  In  the  carry  number. 

For  a  correct  response  the  word  "RIGHT"  appears  at  the  bottom  of 
the  screen,  and  then  a  new  problem  Is  Immediately  presented. 

For  an  Incorrect  response  the  "NO,  TRY  AGAIN"  appears.  After  a 
second  attempt  the  student  Is  prompted  with  a  pink  rectangular  box 
around  the  two  numbers  that  should  be  added.  There  Is  also  a  question 
mark  at  the  bottom  where  the  answer  should  be  placed.  The  student  enters 
an  answer  and  then  Is  prompted  with  the  box  over  the  tens  column  with  a 
question  mark  In  the  space  where  the  carry  number  should  be  entered. 
(Now  the  student  enters  the  carry.)  The  student  enters  the  carry  number 
'then  the  answer  and  the  prompt  continues  to  the  hundreds  column.  If  the 
student  continues  to  make  errors  the  program  responds  with  "NO,  TRY 
AGAIN"  until  tne  correct  number  Is  entered. 
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After  successfully  completing 
outt  the  students  see: 


EX. 


all  20  problems  before  the  clock  runs 


B 
B 
B 
B 
B 
B 
B 


The  winner  Is  ■  ■!!! 

Your  time  was  "  " 

OR 

You  did  20  problems  . 

You  got  13  problems  right  on  the  first  try. 
Please  try  RACE  TIME  again. 

If  the  student's  end  time  is  within  the  top  ten  best  times,  he/she 
will  see  their  name  on  the  "best  times'  list. 

When  the  graphics  are  turned  "off"  the  clock  will  be  turned  'off" 
and  the  drill  is  not  timed.  This  allows  the  student  to  take  as  long  as 
necessary  to  perform  the  problems. 
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TEACHER  OPTIONS 

The  sound  can  be  turned  "off"  or  'on"  at  the  main  menu  only. 

Press  Control -A  to  get  Into  the  teacher  management  at  thf?  main  menu. 
A. Select  number  U  then  Return,  to  turn  the  graphics  •off"  or 
■onV  It  will  say  that  they  are  currently  on  or  off  on  the 
options  screen-  Turning  the  graphics  "off"  will  turn  TIMES 
clock  off. 

B.  Select  number  2,  then  return,  to  change  the  race  time.  Enter  the 

new  time  In  multiples  of  20,  press  Return. 

C.  Other  options  available  to  the  teacher  are:  See  names  and  scores^ 

Clear  names  and  scores.  Set  the  printer,  and  Check  the  best 
score.    The  screen  directions  are  self  explanatory. 


SUGGESTIONS 

!•    D.T.A.  Applications 
Warm-up 

Guided  Practice 
Independent  Practice 
Vocabulary:  None 

2.  Leave  the  graphics  "on*  for  a  timed  drill  of  all  the 
the  graphics  "off"  for  an  untlmed  drill  review  of  al 

3.  See  the  MECC  manual  for  further  Information. 
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SOFTWARE 
SUMMARY 


Company:    MECC  A-125 
Title:  Addition  Logician 
Activity:  REPEAT  AFTER  ME 


OBJECTIVES: 
MFMT  2.1.1 
SKILL:  A8 


Add  Whole  Numbers 
ADD  TWO  NUMBERS  WIT"  UP  TO  3-DIGlTS 
EACH,  REGROUPING  TENS  TO  HUNDREDS 
AlO  ADD  TWO  NUMBERS  WITH  UP  TO  4  DIGITS 

EACH,  REGROUPINGS 
A12  ADD  THREE  NUMBERS  WITH  UP  TO  3  OR  4 
DIGITS  EACH,  REGROUPING 


ACTIVITY  SUMMARY 

Students  are  presented  with  the  'Repeat  After  Me  Game."  They  are 
given  the  question  "Do  you  want  Instructions?".  If  they  type  In  yes, 
they  are  given  a  demonstration  of  how  to  play  the  game. 

The  students  are  then  presented  with  25  whole  number  addition 
problems  with  3-4  digit  addends  and  regrouping.  Each  problem  requires 
regrouping.  After  successfully  completing  five  problems,  the  student 
plays  a  portion  of  "Repeat  After  Me."  The  numbers  used  are  randomly 
selected  so  each  student  Is  assured  a  unique  set  of  problems. 

The  student  answers  the  problems  by  entering  the  ones,  then  tens, 
then  hundreds  column  answer.  They  do  net  press  "Return"  after  each 
response  and  do  not  enter  In  the  carry  number. 

For  a  correct  response  the  student  sees  the  word  "RIGHT"  at  the 
bottom  rf  the  screen,  and  then  a  new  problem  Is  Immediately  presented. 

For  an  incorrect  response  "NO,  TRY  AGAIN"  appears  at  the  bottom  of 
the  screen.  After  a  second  attempt  the  student  Is  prcmpted  with  a  pink 
rectangular  box  around  the  two  numbers  that  ^ould  be  added.  There  Is 
also  a  question  mark  at  the  bottom  where  the  answer  should  be  placed. 
The  student  enters  an  answer  and  then  Is  prompted  with  the  box  over  the 
tens  column  and  a  question  mark  In  the  space  where  the  carry  number 
should  be  entered.  (Now  the  student  enters  the  carry.)  The  student 
enters  the  carry  number  then  the  answer  and  the  prompt  continues  to  the 
hundreds  column.  If  the  student  continues  to  make  errors  the  program 
responds  with  "NO,  TRY  AGAIN"  until  the  correct  number  Is  entered. 
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When  the  graphics  are  turned  on  the  student  will  work  on  five 
problems,  then  play  the  "Repeat  After  Me"  game.  This  9ame  Is  a  version 
of  the  electronic  game  'Simon.'  Mter  a  series  of  notes  Is  repeated 
correctly,  a  new  note  Is  added  and  the  student  tries  to  repeat  this  new 
series.  If  enough  notes  are  repeated,  the  student's  name  Is  placed  on 
the  'Top  ten  scores'  list. 

At  the  end  of  each  lesson  the  students  are  presented  with  a  scoring 
frame-  If  they  score  at  or  above  mastery  level  (80%)  they  are 
:;ongratuldted. 

Ex.  You  did  25  problems- 

You  got  25  problems  right  on  the  first  try, 

TERRIFIC! ! 
You  are  ready  for  RACE  TIME- 

If  they  score  below  mastery  level,  they  are  encouraged  to  repeat  the 
program. 

Ex,  You  did  25  problems- 

You  got  15  problems  right  on  the  first  try,. 
Please  try  REPEAT  AFTER  ME  again. 
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TEACHER  OPTIONS 

1.  The  sound  can  be  turned  "off"  or  "on"  at  the  main  menu  only. 

2.  Press  Control-A  to  get  Into  the  teacher  management  at  the  main  menu. 

A.  Select  number  1,  then  Return,  to  turn  the  graphics  "off  or  "on". 

B.  Select  number  3,  then  Return,  to  change  the  difficulty  level  of 

the  game.  Follow  the  directions  on  the  screen.  The  levels  can 
be:  jasy,  medium  or  hard. 

C.  Other  options  available  to  the  teacher  are:  See  namcc  and  scores. 

Clear  names  and  scores,  Set  the  printer,  and  Check  the  best 
score.    The  screen  directions  are  self  explanatory. 


3. 


SUGGESTIONS 


For  this  activity  the  sound  Is  "on"  during  the  game  section  only. 
If  It  Is  distracting  to  the  rest  of  the  class  turn  It  "off".    If  it 
Is  not  distracting.  It  can  be  entertaining  to  the  student  playing 
the  game. 

D.T.A.  Applications 
Warm-up 

Guided  Practice 
Independent  Practice 
Vocabulary:  None 

Tur-i  the  graphics  "off"  (at  the  main  menu  <>7)  If  the  student  takes 
more  time  on  the  game  than  necessary  or  If  the  game  seems  to  break 
up  the  learning  activity. 


4.    See  the  MECC  manual  for  further  Information. 


NanMt'^tnt  Options 

1 .  Turn  «rMMcs  mff 
CCurr^ntlv 

2.  Stt  ract  U#  tin^ 
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3.  €•!  difficulty  for  fours 

4.  Soo  nonos  ond  scoros 

5.  Cltor  AMts  And  scoros 
Sot  UP  tho  #rlntor 
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SOFTWARE 
SUMMARY 


Company:    MECC  A- 125 
Titles    ADDITION  LOGICIAN 
Activity:    THREE  IN  A  ROW 
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OBJECTIVES: 

MFMT  2.1.1     Add  Whole  Numbers 

SKILL:   A6  ADD  TWO  NUMBERS  WITH  UP  TO  2  DIGITS  EACH, 
REGROUPING  ONES  TO  TENS 
A7     ADD  TWO  NUMBERS  WITH  UP  TO  3  TO  4  DIGITS 
EACH,  REGROUPING  ONES  TO  TENS 


ACTIVITY  SUMMARY 


Given  20  whole  number  addition  problems  with  two  addends  and  one 
regrouping,  student  will  answer  the  problems  by  pressing  the  correct 
numbers  keys* 

The  student  Is  given  a  demonstration  of  how  to  play  the  game  "Three 
In  a  Row."  The  student  plays  the  game  after  completing  a  set  of  five 
problems* 

The  problems  are  basic  addition  with  one  to  two  addends  and  at 
least  one  regrouping  required. 

The  student  answers  the  problems  by  entering  the  ones,  then  tens, 
then  hundreds  co 1 umn  answer .  They  do  not  press  Return  after  each 
response  and  do  not  enter  In  the  carry  number. 

For  a  correct  response  the  word  "RIGHT"  appears  at  the  bottom  of 
the  screen,  and  then  a  new  problem  Is  Immediately  presented. 
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For  an  incorrect  response  ■NO,  TRY  AGAIN"  appears  on  the  screen. 
After  a  second  attempt  the  student  Is  prompted  with  a  pink  rectangular 
box  around  the  two  numbers  that  should  be  added.  There  Is  also  a 
question  mark  at  the  bottom  where  the  answer  should  be  placed.  The 
student  enters  an  answer  and  then  is  prompted  with  the  box  over  the  tens 
column  with  a  question  mark  In  the  space  where  the  carry  number  should 
be  entered.  (Now  the  student  enters  the  carry.)  The  student  enters  the 
carry  number  then  the  answer  and  the  prompt  continues  to  the  hundreds 
column.  If  the  student  continues  to  make  errors  the  program  responds 
with  "NO  TRY  AGAIN"  until  the  correct  number  is  entered. 

When  the  graphics  are  turned  on  the  student  will  work  on  five 
problems,  then  play  the  "Three  In  a  Row"  game.  This  game  Is  a  version 
of  tic-tac-toe,  where  the  student  selects  a  slot  for  a  disk  to  enter  and 
the  computer  selects  a  slot.  Whoever  gets  three  of  their  disks  in  a  row 
wins. 
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TEACHER  OPTIONS 

1.  The  sound  can  be  turned  "off"  at  the  main  menu  only, 

2.  Press  Control -A  from  the  main  menu  to  access  the  teacher  management 

options.  , 
A.   Select  number  1,   then  Return,  to  turn  the  graphics    off  or 

•on.* 

Select  number  3,  then  Return,  to  change  the  difficulty  level  of 
the  game.  Follow  the  directions  on  the  screen.  The  levels  can 
be:  easy»  medium  or  hard. 

Other  options  available  to  the  teacher  are:  See  names  and 
scores.  Clear  names  and  scores.  Set  the  printer,  and  Check  the 
best  score.    The  screen  directions  are  self  explanatory- 


1. 


2. 


3. 


B 


C. 


SUGGESTIONS 

For  this  activity  the  sound  is  on  during  the  game  section  only.  If 
it  is  distracting  to  the  rest  of  the  class  turn  it  "off.*    If  it  is 
not  distracting,  it  can  be  entertaining  to  the  student  playing  the 
game.  ^  , 

Turn  the  graphics  "off  (at  the  main  menu  t7)  if  the  student  takes 
more  time  on  the  game  than  necessary  or  if  the  game  seems  to  break 
up  the  learning  activity. 
D.T.A.  Applications: 
Warm-up 

Guided  Practice 
Independent  Practice 
Vocabulary:  None 
See  the  MECC  manual  for  further  information. 
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SOFTWARE 
SUMMARY 


Company:    MECC  A  125 
Title:  ADDITION  LOGICIAN 
Activity:    2EBUG  NIM 


OBJECTIVE: 

MFMT  2.1.1  Add  Whole  Numbers 

SKILL:  A6     ADD  TWO  NUMBERS  WITH  UP  TO  2  DIGITS 
EACH,  REGROUPING  ONES  TO  TENS 
All  ADD  THREE  NUMBERS  WITH  UP  TO  2  DIGITS 
EACH.  REGROUPING 
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ACTIVITY  SUMMARY 

Given  20  whole  nurl)er  addition  proDle^^s  with  twc  tc  four  accencs 
and  one  or  two  regrcMplngs,  student  will  answer  the  prot)leros  Dy  pressing 
the  correct  nuri^ers  keys. 

The  student  is  given  a  demonstration  of  how  to  play  the  gar.e  •2eD«.g 
Win.*  The  student  plays  the  game  after  completing  a  set  of  five 
prct^lems» 

The  prcbiems  are  basic  aodltion  with  twc  tc  four  addends  and  one  or 
two  regroupings  required. 

The  student  answers  the  prot)lems  by  entering  the  ones,  then  trns, 
then  hundreds  colMmn  answer.  They  do  not  press  return  after  each 
response  and  do  not  snter  in  the  carry  number. 

For  a  correct  response  the  word  •RIGHT*  appears  at  the  better,  cf 
the  screen,  and  then  a  new  problem  Is  immediately  presented. 

For  an  incorrect  response  •NO*  TRY  AGAIN  *  appears  at  the  bottor:.  of 
the  screen.  After  a  second  attempt  the  student  is  prompted  with  a  pink 
rectangular  box  around  the  numbers  that  should  be  added.  There  is  also 
a  question  mark  at  the  bottom  where  the  answer  should  be  placed. 
Students  enter  their  answer  and  they  are  prompted  with  the  box  over  the 
tens  column  with  a  question  mark  In  the  space  where  the  carry  number 
should  be  enterea.  (Now  the  student  enters  the  carry.)  Stuocnts  enter 
the  carry  number  then  the  answer  and  the  prompt  continues  to  the 
hundreds  column.  If  the  student  continues  to  make  errors  the  program 
responds  with  'NO; TRY  AGAIN"  until  the  correct  number  is  entered* 
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TEACHER  OPTIONS 


The  sound  car,  be  turned  "off"  at  the  main  menu  only. 

Sess  Control-A  from  the  main  menu  to  access  the  teacher  manageT.er.. 

A^'letect  nuiri^er  1.  then  Return,  to  turn  the  graphics  'oit"  c: 

B.    Select  nurr^er  3.  then  Return,  to  change  the  ^iffi^^^lty  le-e'.  ol 

the  gar.e.  Fellow  the  directions  on  the  scree:.,  xne  leve.s  c=. 

fce:  easy,  medium  or  hard. 
C     Oi-^e-   options  available   to  the   teacher  are:   See  na...e£ 

sco'es.  Clear  na.-:.es  and  scores.  Set  the  printer,  and  Chec<  th. 

best  score.    Tne  screen  directions  are  self  explanatory. 


SUGGESTIONS 


Fcr  this  activity  the  so-nd  is  'on''  during  the  ga.-ne  sect  on  only. 
If  it  is  clstract.nc  to  the  rest  of  the  class  ^i;-^"  /  °  *  j^..-!, 
is  not  distracting.  It  can  be  entertaining  to  the  studen.  pla,...g 
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SOFTWARE 
SUMMARY 


Company:    MECC  A- 166 
Title:  ARITHMETIC  CRITTERS 
Activity:  ANIMAL  ADDITION 


OBJECTIVES: 

MFMT  2.1.1  Add  Whole  Numbers 

SKILL :A1     RECALL  ADDITION  NUMBER  FACTS 


ACTIVITY  SUMMARY 

Given  up  to  nine  identical  animals  presented  in  two  groups  with 
the  numeral  beside  each  group,  students  will  add  by  counting  the  animals 
or  adding  the  numerals. 

The  student  Is  presented  with  animal  heads  and  numerals  in  verticle 
format.  The  animals  are  in  two  groups  on  the  left  side  of  screen,  the 
numerals  are  written  In  vertical  format  on  the  right  side  of  the  screen. 
As  each  head  appears  on  the  screen  a  noise  is  heard.  Student  is 
expected  to  add  the  heads  or  numerals  and  enter  the  sum  by  pressing  the 
number  keys  and  the  Return  key. 

When  a  correct  answer  is  entered,  the  students  are  rewarded  with  a 
colorful  graphic  of  an  animal  burrowing  under  dirt  then  popping  up  and 
waving. 

When  an  Incorrect  response  Is  entered,  the  programs  first  response 
Is  a  line  that  crosses  out  the  students  ansv*er.  Student  then  makes  a 
second  attempt.  If  the  answer  Is  Incorrect  again,  the  animal  heads  blink 
one  at  a  time  and  a  noise  Is  heard  with  each  to  stimulate  counting.  If 
students  make  a  third  Incorrect  re«?onse,  the  heads  blih^  a  sound 
stimulus  and  numbers  pop  up  under  each  one.  The  student  Is  then  given 
the  answer. 

Students  are  given  10  problems.  (Teacher  cannot  modify  numi.er  of 
problems  only  the  numbers  used  In  the  problems.) 

At  the  completion  of  10  problems,  students  score  Is  given  in  the 
form  of  a  grid.  Each  equation  that  was  given  Is  shown  with  an  animal 
face  above  the  ones  that  were  performed  with  no  mistakes  and  nothina 
above  those  that  mistakes  were  made  on.. 
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TEACHER  OPTIONS 

Press  Control-S  to  turn  the  sound  "on"  or  "off". 

Press  Control-A  from  the  main  menu  to  access  the  teacher  management 

options, 

A,  Select   the   top   number    1-9   (by  pressing  *1,   Return,  number 
"from",  return,  and  number  "to*") 

B,  Select  the  bottom  number  the  same  way  with  the  possible  range  of 
0-9, 

C,  Select  the  answer  range  the  same  as  above  with  the  possible 
range  of  2-10. 


olB 

ERIC    " " 


BBBBBBBBBBBBBBBBM 

 ,   B 

B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 

Hi  Hi  HI  fii  SlissssL 

P.C.C./O.  of  MD,  1988 


SUGGESTIONS 

1.  Listen  for  sound  to  hear  If  the  student  Is  progressing  and  getting 
correct  answers. 

2.  Leave  the  sound  on  if  It  does  not  distract  other  students.    Sound  is 
an  Important  part  of  the  activity  and  the  feedback  iets  the  student 
know  what  is  happening  that  he  might  not  otherwise  notice. 

3.  D.T.A.  Applications: 
Warm-up 

Guided  Practice 
Independent  Practice 
Vocabulary:  K^ne 

4.  See  the  MECC  manual  for  further  information. 


SCORE  . 
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SOFTWARE 
SUMMARY 


Company:    MECC  A-166 
Title:  ARITHMETIC  CRITTERS 
Activity:     EGG  PLANT 


OBJECTIVE: 

MFMT  2.1.1  Add  Whole  Numbers 

SKILL:A1.   RECALL  ADDITION  NUMBER  FACTS 


ACTIVITY  SUMMARY 

Given  cartons  on  a  truck  In  groups  of  tens  and  ones,  students  will 
practice  writing  numerals  to  represent  the  objects  • 

Students  are  presented  with  cartons  of  eggs  on  trucks.  Several 
trucks  carry  ten  cartons  and  one  usually  carries  less.  Students  are 
expected  to  count  the  cartons  and  enter  In  the  number  they  represent. 
Students  can  count  by  tens  and  then  ones  to  get  the  number  of  cartons. 
They  are  expected  to  enter  In  the  right  answer  by  pressing  the  number 
keys. 

For  a  correct  response  the  student  is  rewarded  with  a  tune  and 
movement  by  the  "on  screen"  chicken.  They  press  Return  and  begin  another 
problem. 

For  an  Incorrect  response  the  student  hears  a  tune  and  sees  a  line 
that  crosses  out  their  answer.  For  a  second  Incorrect  response  a  number 
representing  the  amount  of  cartons  on  each  truck  pops  onto  the  truck 
(this  will  be  either  10  or  0-9)  A  sound  Is  heard  with  each  number  to 
stimulate  counting.  Students  also  see  the  numbers  placed  In  a  tens  or 
ones  column  In  a  cloud  above  the  chicken. 


EX, 


Tens  -  Ones 
5-9 


For  a  third  Incorrect  response  the  numbers  bllnK  one  by  one  and  a 
noise  Is  heard  with  each.  The  students  then  watch  the  "tens"  number 
move  down  and  the  "ones"  number  move  down  until  the  two  digit  answer  is 
in  place.  They  are  given  the  answer  ano  asked  to  press  the  space  bar  to 
move  on,  '  *  ■  ' 
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Students  aie  given  10  problems^  The  teacher  cannot  modify  the 
amount  of  problems  presented,  only  the  numbers  used. 

At  the  completion  of  the  ten  problems  the  score  Is  given  In  the 
form  of  a  grid.  Each  box  contains  the  two  digit  number  (presented  in 
the  activity)  and  an  egg  In  the  box  of  those  that  no  mistake  was  made 
and  nothing  In  the  box  of  those  that  a  mistake  was  made. 


TEACHER  OPTIONS 

Press  Control-S  to  turn  the  sound  "on"  or  "off"  whenever  the  program 
Is  waiting  for  a  response. 

Pr»*ss  Control-A  from  the  main  menu  to  access  the  teacher  management 
options. 

A.  Select  the  range  of  numbers  by  pressing  the  number  1,  enter  the 
«  'from\  press  Return,  enter  the  n  "To",  and  press  Return,  The 
maximum  range  Is  10-99. 

B.  Select  the  format  of  the  feedback  by  pressing  number  2,  Return, 
and  press  the*  number  of  the  format  that  most  closely  represents 
the  teacher's  Instructional  model,  then  press  return. 
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SUGGESTIONS 

Listen  for  the  sound  to  hear  If  the  student  is  progressing  and 
getting  correct  answers. 

Leave  the  sound  "on"  if  It  does  not  distract  other  students.  Sound 
is  an  Important  part  of  the  activity  and  the  feedback  lets  the 
student  know  what  Is  happening  that  he  might  not  otherwise  notice. 
D.T.A.  Applications: 
Warm-up 

Guided  Practice 
Independent  Practice 
Vocabulary:  Tens  and  ones 
See  the  MECC  manual  for  further  Information. 
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SOFTWARE 
SUMMARY 


Company:    MECC  A-166 
Title:  ARITHMETIC  CRITTERS 
Activity:     FOWL  PLAY 


OBJECTIVES: 

MFMT  2.1.1 
SKILL:  SI. 


Subtract  Whole  Numbers 
RECALL  SUBTRACTION  NUMBER  FACTS 
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ACTIVITY  SUMMARY 

Given  up  to  eighteen  bird  graphics  in  two  groups  and  the  numerals 
they  represent,  students  practice  subtraction  by  observing  some  birds 
disappearing  and  counting  those  that  remain. 

Students  are  presented  with  a  numeral  and  the  same  number  of  birds, 
one  at  a  time  with  a  sound  stimulus  as  each  pops  up.  The  second  numeral 
pops  up  and  the  matching  amount  of  birds  on  the  screen  disappear  one  by 
one  with  a  sound  stimulus.  Students  are  expected  to  count  the  remaining 
birds  and  enter  the  answer  by  pressing  the  number  keys  and  the  Return 
key. 

When  a  correct  answer  is  entered  the  students  are  rewarded  with  a 
simple  tune  from  each  of  the  remaining  birds. 

When  an  lncorrec^  response  is  entered,  the  programs  first  response 
is  a  line  that  crosses  out  the  students  answer.  The  student  then  makes 
a  second  attempt.  If  the  answer  is  incorrect  again,  the  birds  biink  one 
at  a  time  and  a  noise  Is  heard  with  each  to  stimulate  counting.  If 
students  make  a  third  Incorrect  response,  the  birds  blink  to  a  sound 
stimulus  and  numerals  pop  up  under  each  one.  The  student  is  then  given 
the  answer. 

Students  are  given  10  problems.  (Teacher  cannot  modify  number  of 
problems  only  the  numbers  used  in  the  problems.) 

At  the  completion  of  10  problems,  the  student's  score  is  given  In 
the  form  of  a  grid.  Each  equation  that  was  given  Is  shown  with  a  bird 
above  the  ones  that  were  performed  with  no  mistakes  and  nothing  above 
those  that  mistakes  were  made  on. 
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TEACHER  OPTIONS 

1.  Press  Control -S  to  turn  the  sound  "on"  or  *jti-" 

2.  Press  Control-A  from  the  main  menu  to  access  the  teacher  management 

a!' 'select  the  top  number  1-18  (by  pressing  n.  Return,  number 
•from",  return,  and  number  'to") 

B.  Select  the  bottom  number  the  same  way  with  the  possible  range  ot 

0-9. 

C.  Select  the  answer  range  with  the  same  as  above  with  the  possible 
range  of  1-9. 


1. 

2. 


SUGGESTIONS 

Listen  for  sound  to  hear  If  the  student  is  progressing  and  getting 

correct  answers.  ^  ^  e«,  r,^ 

Leave  the  sound  "on"  If  it  does  not  distract  other  students.  Sound 
is  an  Important  part  of  the  activity  and  the  feedback  lets  the 
student  know  what  is  happening  that  he  might  not  otherwise  notice. 
D.T.A.  Applications: 
Warm-up 

Guided  Practice 
Independent  Practice 
Vocabulary:  None 
See  the  MECC  manual  for  further  Information. 
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SOFTWARE 
SUMMARY 


Company:  MECC  A- 166 
Title:  ARITHMETIC  CRITTERS 
Activity:  UNIT  WORM 


OBJECTIVES: 

MFMT  2.1.1 
SKILL:  Al 


Add  Whole  Numbers 
RECALL  ADDITION  NUMBER  FACTS 


ACTIVITY  SUMMARY 

Students  are  shown  a  caterpillar  who  crawls  on  a  line  or  the 
perimeter  of  a  box,  leaving  a  silhouette  behin<^-  As  the  caterpillar 
leaves  the  silhouette  it  makes  a  sound.  Students  are  expected  to  count 
the  units  of  measure  (caterpillar's  silhouette)  and  enter  in  the  answer 
by  pressing  the  number  keys  and  the  Return  key. 

For  a  correct  response  the  student  Is  rewarded  with  a  tune  and  a 
colorful  graphic  of  a  butterfly  In  flight. 

When  an  incorrect  response  Is  enter^jd,  the  programs  first  response 
is  a  line  that  crosses  out  the  student's  answer.  Student  then  makes  a 
second  attempt.  If  the  answer  is  incorrect  agairit  the  silhouettes  blink 
one  at  a  time  and  a  noise  is  heard  with  each  one  to  stimulate  counting. 
If  the  dtudent  makes  a  third  Incorrect  response,  the  silhouettes  blink 
to  a  sound  stimulus  and  numbers  pop  up  above  each  one.  The  student  is 
then  give^^  the  answer. 

Students  are  given  10  problems.  (Teacher  cannot  modify  number  of 
proolems  only  the  numbers  used  In  the  problems.) 

At  the  completion  of  10  problems,  the  student's  score  is  given  in 
the  form  of  a  grid.  Each  measurement  that  was  given  is  shown  with  a 
butterfly  above  the  ones  that  were  performed  with  no  mistakes  and 
nothing  above  those  that  mistakes  were  made  on. 
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TEACHER  OPTIONS 

1.  Control-S  can  be  used  to  turn  the  sound  "off- 

2.  Use  "Control -A'  to  get  into  the  teacher  management  at  the  main  menu. 
(See  "How  to  Modify  the  Disk/) 

A.  Select  1,  to  modify  the  number  range  of  a  possible  1^40. 

B.  Select  2,  to  modify  the  problem  type  (straight  lines  or  boxes  that 

the  caterpillar  measures) 

C.  Select  3  to  change  the  worms  size  to  small,  medium,  large  or  all 

three. 

D.  Select  4  to  change  the  speed  that  the  worm  travels  the  lines  and 

leaves  Its  silhouette  behind,  (slow,  medium  or  fast) 

E.  Select  5,  to  Indicate  vrtiether  the  worm^s  silhouette  Is  left  behind 

or  not .(silhouette  le  turned  on  or  off) 


SUGGESTIONS 

1.  Listen  for  sound  to  hear  If  the  student  is  progressing  and  getting 

correct  answers. 

2.  D.T.A.  Applications 
Warm-up 

Guided  Practice 
Independent  Practice 
Vocabulary:  None 

4.  Leave  the  sound  on  if  It  does  not  distract  other  students.    Sound  is 

an  Important  part  of  the  activity  and  the  feedback  lets  the 
student  know  what  is  happening  that  he  might  not  otherwise 
notice. 

5.  Leave  the  silhouettes  option  on,  without  It  student  relies  mostly  on 

the  sound  stimulus  or  guessing. 

6.  See  the  MECC  manual  for  further  information. 
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SOFTWARE 
SUMMARY 

CofDpanyi    HECC  A- 168 
Title:  CLOCKWORKS 
Activities:  DIGITAL  DRILL 


MFMT  5.1.6  rind  Elapsed  Time 

SKILLS  METl     IDENTIFY  CORRECT  TIME 
«     SEE  NOTE  BELOW 
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ACTIVITY  SUMMARY 

DIGITAL  DRILL  provides,  students  with  practice  in  setting  a  given  time  on 
a  digital  clock.  Ten  problems  are  presented  in  the  format  rtiown  in 
Fiflure  1  (see  above).  If  the  correct  answer  is  given,  the  Wuzzle 
provides  feedback  and  performs  a  trick  (Fi^ire  2). 

Students  are  given  two  opportunities  to  set  the  right  time  for  each 
problem.  If  they  are  wrong  after  the  second  try,  the  correct  time  is 
set  for  them  to  study.  At  the  conclusion  of  the  lesson,  a  sunmary 
screen  shows  how  many  problems  were  done  correctly  on  the  first  try.  If 
all  ten  problems  were  correct  on  the  first  try,  the  Wuzzle  will  do  a 
variety  of  tricks  following  the  sunmary. 

HOTE:  DIGITAL  BRILL  gives  students  practice  In  changing  a  time  to 
numbers  such  as  5:20.  This  is  really  a  prerequisite  skill  to  using  the 
mathematical  approach  for  finding  elapsed  time. 


1. 
2. 


TEACHER  OPTIONS 

To  turn  the  sound  on  and  off,  use  the  option  on  the  main  menu  or 
press  COKTROL-S  anywhere  In  the  program. 

Press  COKTROL-A  from  the  main  menu  to  access  the  Teacher  Cations. 

A.  Option  1  allows  intervals  of  the  following  times  to  be  set  either 
•lone  or  in  cortbination  with  each  other:   60  min.,  30  min.,  15 
Bin.,  6  «in.,  or  1  min. 

B.  Option  2  allows  you  to  control  the  tipe«  of  expressions  used  in 
the  program:  clock  (digital  or  analog)  aumbcrs  and  words  v3 
o'clock  or  10  Blnutes  aft-.T  2  o'clock);  words  (three  o'clock  or 
ten  mintues  to  one  o'clock);  quarter  hours  (quarter  past  2  o  clock 
or  quarter  to  nine  o'clock);  and  half  hours  (half  past  ten  o  cIock 
or  ten-thirty). 


c. 


0. 


c. 

F. 


Option  3  allows  you  to  choose  the  number  of  narks  on  the  clock. 
You  nay  have  60.  12.  4.  none,  or  a  coobinatlon  of  all  so  that 
different  choices  appear  randcnly. 

Cation  4  allows  you  to  choose  the  number  of  numerals  on  the  cIock. 
You  Ba-  have  12.  4.  none,  or  a  combination  of  all  the  choices  so 
that  different  choices  appear  randomly. 

Option  5  allows  you  to  choose  Arabic  or  Roman  ytoimerals.   For  the 
purpose  of  the  HFMT.  choose  Arabic. 

Option  6  allows  you  to  customize  the  clocks  on  the  program  by 
typing  in  a  name  with  up  to  8  characters.   You  might  want  to  have 
your  school  name,  town  name,  or  teacher's  name  appear. 


SUGGESTIONS 

1.  Adjust  the  difficulty  level  for  your  students  using  the  Teacher 
Options. 

2.  Sound  is  not  an  integral  part  of  the  program.    2f  it  is  distracting, 
turn  It  off. 

3.  Choose  OpMon  6  on  the  Teacher  Options  and  customize  your  disks  for 
your  school  or  a  special  student.   (This  only  has  to  be  done  once.) 

4.  D.T.A.  Applications: 

Vam-^ 

Independent  Practice 
Vocabulary:  digital 
6.  See  the  NECC  aanual  for  further  information. 
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B  raw  SUMMARY  g 

I  '     ^Itfff^gr             Company:    MECC  A- 168  ™ 

Hm                                                        Title:     CLOCKWORKS  Q 

EJXa  u        fc^                    Activities:  SET  THE  CLOCK  H 

■  HJI  ..■           f  Mllwtf  U 

8 OBJECTIVES: 

MFMT  5.1.6  Find  Elapsed  Time  ^ 

H    SKILL:   METl     IDENTIFY  CORRECT  TIME  H 

H   B 

ACTIVITY  SUMMARY 

HSET  THE  CLOCK  gives  students  practice  In  setting  the  tl^,e  on  an  analog  Q 
clock.   Ten  problems  are  given  using  the  format  shown  in  Figure  1  above. 
The  type  of  problems  and  expressions  shown  to  represent  the  tiiLc  are 

controlled  by  the  Teacher  Option  settings  (see  below).    TTie  ^cunt  of  H 

H movement  by  the  minute  hand  is  regulated  by  che  tl:ne  Interval  settings.  — - 

Feedback  and  motivation  are  provided  by  the  norm  (Figure  2).  H 

HThe  student  Is  given  two  opportunities  to  correctly  ^•t  tho  time,    ftfter  S 

two  misses,  the  clock  will  display  the  corrtct  setting  so  that  the  Kl 

H students  can  see  the  correct  ansver.    Each  time,  the  student  gets  two 

correct  answers  on  the  first  try,  the  worm  will  emerge  from  the  apple.  p| 

Hlf  all  ten  problems  aie  answered  correctly  on  the  first  try,  the  worm  _ 
will  hop  out  of  the  apple  and  do  a  dance. 

H                                        TEACHER  OPTIONS  H 

B     1.  To  turn  the  sound  c.^  and  off,  u^a  the  option  on  the  main  menu  or 

H press  CC»rrROL-S  anywhere  In  the  program. 

2.  Press  CONTROL-A  from  the  main  menu  to  access  the  Teacher  Options.  B 
A.  Option  1  allows  intervals  of  the  following  times  to  be  set  either 

B  alone  or  In  combination  with  each  other:  60  mln.,  30  mln.,  15  H 
"            mln.,  5  mln.,      1  mln. 

HB.  Option  2  allows  you  to  control  the  types  of  expressions  used  In  D 

the  program,  clock  (digital  or  analog);  numbers  and  words  (3  H 

Ho-'clock  or  10  minutes  after  2  o'clock);  words  (three  o'clock  or 

ten  mlntues  to  one  o'clock);  quarter  hours  (quarter  past  2  o'clock  S 
or  quarter  to  nine  o'clock);  and  naif  hours  (half  past  ten  o'clock 

B            or  ten-thirty).  W 

C.  Option  3  allows  you  to  choose  the  number  of  marks  on  the  clock.  ■■ 

HYou  may  have  60,  12,  4,  none,  or  a  combination  of  all  so  that 

different  choices  appear  randomly.  R 
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D.  Option  4  allows  you  to  choose  the  number  of  numerals  on  the  clock. 
You  may  have  12,  4,  none,  or  a  combination  of  all  the  choices  so 
that  different  choices  appear  randomly. 

E.  Option  5  allows  you  to  choost  Arabic  or  Roman  Numerals.    For  the 
purpose  of  the  HFHT,  choose  Arabic. 

F.  Option  6  allows  you  to  customize  the  clocks  on  ^he  program  by 
typing  In  a  name  with  up  to  8  characters.    You  might  want  to  h^ve 
your  school  name,  town  name,  or  teacher^'s  name  appear. 


1. 
2. 
3. 
4. 


B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 

B^ 
B 
B 
B 
B 
1 


SUGGESTIONS 

Adjust  the  difficulty  level  for  your  students  using  the  Teacher 
Options. 

Sound  is  not  an  Integral  part  of  the  program.  If  it  lb  districting, 
turn  it  off. 

Choose  Option  6  on  the  Teachc-r  Options  and  customize  your  disks  for 
your  school  or  a  special  student.    (This  only  has  to  be  done  once.) 
D.T.A.  Appl ications: 
Warm-up 

Independent  Practice 

Vocabulary:  quarter,  half,  before,  after,  past,  to  (meaning 
before),  o'clock,  numbers  one  through  twelve 
See  the  MECC  manual  for  further  information. 
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SOFTWARE  1 
SUMMARY  1 
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Company:    HECC  A- 168 
Title:  CLOCKWORKS 
Activities:  WHAT'S  THE  TIME? 


OBJECTIVES: 
HFMT  5.1.6  Find  Elapsed  Time 
SKILL-:     METl     IDENTIFY  CORRECT  TIME 


ACnVITY  SUMMARY 

WHAT'S  THE  TIME?  drilis  stucfc-nts  on  telling  analog  time.  Ten  problems 
are  presented  in  the  lultlrple  choice  forwt.  The  problem  types  and 
expressions  are  controlled  by  the  Teacher  OP^lons  (see  below).  Ha 
variety  of  types  and  expressions  are  used,  a  student  «  0^^^^  0*^^  ~f 
Choices  as:  5  .inutes  after  3.  25  Blnutes  before  2'  ^  minutes  past  1. 
or  19  Dlnutes  to  3.  For  each  correct  ^^^^^^'^^  J^^J-^^ ^I'l^^J^^ 
alarm  will  ring,  if  a  problem  is  missed,  the  student  continues  trying 
Intn  the  correct  answer  is  selected  or  it  is  the  only  remaining  choice. 
At  the  conclusion  of  the  lesson,  a  sunmary  indicates  how  aany  prt  lem? 
Jhe  stud^S?  it  right  on  the  first  try.  If  the  •tudent  had  all  ten 
right  on  the  first  try.  the  Wuzzle  will  appear  and  ring  the  alarm. 


1. 
2. 


TEACHER  OPTIONS 

To  turn  the  sound  on  and  off.  use  the  option  on  the  main  menu  or 
aress  Control -S  anywhere  in  the  program.  „ 
P?ess  OTNTWL-A  from  the  sain  Knu  to  access  the  Teacher  Options, 
r  StlonTallois  intervals  of  the  following  times  to  be  set  either 
alone  or  in  ccoibinatlon  with  each  other:   60  min..  80  min.,  ib 

B  oitiinViliiwf  y~*t"*control  the  types  of  expressions  used  in 
Se  rwam  cloJk  (digital  or  analog);  numbers  and  words  (3 
o'^ockoTlO  .inutes  after  2  o'clock);  words  (three  ©'clock  or 
ten  SntSU  to  one  o'clock);  cr^arter  hours  ^J^J^      pas  2  o;c  ock 
or  quarter  to  nine  o'clock);  and  half  hours  (half  past  ten  o  clocK 

C.  StlS"?inJii  you  to  choose  the  ni«*,er  of  wrks  on  the  clock. 
You  My  have  60.  12.  4.  none,  or  a  conbination  of  all  so  that 
different  choices  appear  randooly. 
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D.  Option  4  Allows  you  to  choose  the  number  of  numerals  on  the  cloc^. 
You  may  have  12*  4«  none,  or  a  combination  of  all  the  choices  so 
that  different  choices  appear  ranoonly. 

£•  Option  5  allows  you  to  choose  Arabic  or  Roman  numerals.    For  the 

•  purpose  of  the  MFHT,  choose  Ai%'ibic. 

Option  6  all ova  you  to  customize  the  clocks  on  the  program  by 
typing  in  a  name  with  up  to  8  characters.   You  eight  want  to  have 
your  school  name»  town  name»  or  teacher's  name  appear. 


MSB  fiSfififiSfiMSSSB as B □ 

mm.,  mm  ^ffr^,  /m^ .  ^b^,  mr^r  jwps  mtm  ^mr.  am.,  ^kt.  ^gm>  mm.,  ^^ttt..  ffrrrr  irrxr..  lyrm.  irm,  rrrr^ 


SUGGESTIONS 

1.  Adjust  the  difficulty  level  for  your  students  using  the  Teacher 
Options* 

2.  Souno  is  not  an  integral  part  of  the  program.    If  it  is  distracting, 
turn  it  off. 

3.  Choose  Option  6  on  the  Teacher  Options  and  customize  yr  jr  disks  for 
your  school  or  a  special  student.    <This  only  has  to  be  done  once.) 

4.  D/jf.A.  Applications: 
W&ro-up 

Independent  Practice 

Vocabulary:  quarter*  half»  before*  nfter*  past,  to  (meaning 
before),  o^ clock,  numbers  one  throuc^  twelve 
See  the  HECC  Mtnual  for  further  information. 


JII-92 


r 


>ro>Uw   r  »f  to 


<Ett. 


1.9  3 
6.4 
^  5.2 

~T5T 


Th«t  number  it  still  wrenf.  Trv 

countin*  the  dots... 

 fr«ff  SrwCE  8AI  to  csntinut  - 


OBJECTIVES: 

MFMT  2.1.8 
SKILL:  ADl 
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SOFTWARE 
SUMMARY 


Company:  MECC  A- 207 
Title:     CONQUERING  DECIMALS 
Activity:  ADDITION 


P 1  aces 
P 1  aces 


Add  Decimals 

Add  up  to  three  numbers  with  one 
decimal  place  without  regrouping 
Add  up  to  three  numbers  with  one 
decimal   place  with  regrouping- 
Add  two  numbers  with  two  decimal 
wl thout  regrouping. 
Add  two  numbers  with  two  decimal 
wl th  regroup 1 ng* 

Does  not  work  on  th^  Apple  11+ 


ACTIVITY  SUMMARY 


Ct'jSents  are  presented  with  decimal  addition  prcjlems  that  may 
require  regrouping.  The  teacher  can  make  the  following  modifications  to 
the  program:  the  quantity  of  problems  for  the  student  to  work  on  in  a 
set,  the  types  of  problems  in  each  set,  the  option  to  estimate  the 
answer  before  working  on  It,  the  regroup  phrases  and  whether  a  game  Is 
played  at  the  completion  of  each  set  or  not. 

Stuuents  enter  their  response  to  a  problem  by  pressing  the  number 
keys,  an  "R*  or  a  ••C"  for  regiouplng  or  carrying,  then  Return.  (Return 
is  pressed  after  the  cooplete  answer  has  been  entered)  The  program  does 
not  provide  a  way  to  generate  Isolated  problems  that  do  or  do  not 
require  regrouping.  The  decimal  point  Is  automatically  placed  in  the 
sum  position  when  the  problem  Is  presented. 

For  a  correct  sum  on  the  first  try,  the  students  will  see  a 
positive  message:  'Very  good!  You  made  no  mistakes."  If  the  students 
make  a  mistake  and  eventually  complete  the  problem,  the  feedback  Is 
•Right. •  There  is  no  feedback  until  the  students  enter  in  the  full 
answer  and  then  press  Return.  , 
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HWhen  the  students  enter  an  incorrect  sum  the  feedback  provides  q 

check  marks  under  the  numbers  In  the  sums  that  are  incorrect.    There  is  jj^ 

Halso  written  feedback  that  says:  "Wrong.  Please  try  again. 

If  the  students  respond  incorrectly  twice,  the  program  responds  by  W 

H guiding  them  through  the  problem  step  by  step.    All  other  columns  fade  ■■ 

while  the  column  that  should  be  computed  remains  highlighted.     The  CII 

students  have  two  chances  to  add  this  column  of  numbers-    If  they  are  N 

H Incorrect  both  times  they  are  further  assisted  with  "dot*  graphics  that  p-ji 

represent  the  numbers.    Students  need  only  count  the  dots  at  this  point.  g| 

HWhen  they  enter  the  correct  answer,  the  next  column  is  highlighted.  — 

When  the  students  complete  a  set,  they  are  given  a  scoring  frame  M 

f— ^     and  three  options.  ~* 

EX.  ADDITION  ™ 

fii  Problems  worked  5  Q 

H Number  of  problems  r-n 

right  on  first  try  5  WM 

B  GOOD  JOB!  S 

You  Can:  ■■ 

HI.    Do  more  i^)  problems  CD 

2.    Play  a  game  H 


g|  3.    Return  to  the  main  menu  g 

H There  are  two  decimal  problem  solving  games  that  the  students  can 

choose  to  play:    Decimal  Dash  and  Misplaced  Decimals.  B 

H Decimal  Dash  is  a  game  that  combines  the  adding  or  subtracting  of  rj 

decimal  numbers  with  strategy.    Students  choose  to  be  the  "tortoise"  or  H 

Hthe  "hare"  and  can  race  against  the  computer  or  another  student.    Th^y  — - 

use  the  arrow  keys  to  select  two  decimal  numbers  that  will  give  a  sum  or  M 

H difference  that  will  gain  distance  on  the  race  course.     The  students  |^ 

cnoose  numbers  that  will  bring  them  to  the  end  of  the  course  before  B 

their  opponent.    There  are  traps  and  short  cuts  that  the  game  directions  N 

g      describe.  g 

H Misplaced  Decimals  is  a  game  in  which  students  quickly  try  to  rearrange  q 

decimal  points  in  a  number  sentence  to  make  the  expression  true.    More  ^ 

Hthan   one   decimal   point   may  be   moved  and   there  are    four  possible 

solutions  per  problem.    The  students  use  the  arrow  (directional)  keys  to  had 

move  the-  decimal  point  and  the  Space  Bar  to  place  It.  ■■ 

H  i 
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TEACHER  OPTIONS 

Press  Control-S  to  turn  the  sound  "off"  or  "on"  at  any  point  in  the 
program. 

Press  Control -A  to  get  into  the  teacher  manacement  at  the  main  menu. 

A.    The  teacher  can  turn  the  Subtraction  operation  activity  "Off" 
and  leave  only  Addition.    Within  the  Addition  activity  several 
modifications  can  be  made  by  moving  the  highlighted  box  with  the 
arrow  keys  and  pressing  the  Return  key: 


1 . 
2. 
3. 
4. 


Select  the  number  of  problems  from  5-25 
Select  the  use  of  estimstion  or  not 
Select  the  Mastery  percentage  from  0%-100% 
Select  the  Problem  types: 


ADD  2  ADDENDS,  TENTHS  ONLY: 
ADD  2  ADDENDS,  HUNDREDTHS  ONLY: 
ADD  2  ADDENDS,  THOUSANDTHS  ONLY: 
ADD  2  ADDENDS,  MIXED  PROBLEMS 
3  OR  4  ADDENDS,  MIXED  PROBLEMS 
2  ADDENDS,  MONEY  PROBLEMS 


B.  Tne  teacher  can  change  the  'Regroup'  phrases.    The  phrases  can 
be  changed  to  'rename",  'carry'  or  'trade."    These  phrases  will 
appear  on  the  screen  during  the  problem  solving  process. 

C.  The  following  game  modifications  can  be  made: 

1.  The  games  can  be  turned  'on'  or  'off. 

2.  Access  to  gamef  can  occur  after  finishing  a  set,  after 
mastering  a  sst,  from  the  main  menu  or  not  allowed. 


530 

HBBHHiBiH 

III-9J 


I.C.Z.  for  B.S.B. 


BBBBBB 

P.O.C./D.  of  HE).  1968 


H 
B 
B 
B 
B 
B 
B 
B 
B 
B 


SUGGESTIONS 

Leave  the  sound  on  If  It  does  not  distract  other  students,  Sound 

can  be  an  Important  part  of  the  game  and  the  feedback  lets  the 

student  ^now  what  Is  happening  that  he  might  not  otherwise  notice. 

Modify  the  problem  types  and  phrases  to  the  ones  that  the  student 
has  practiced. 

Limit  the  amount  of  games  to  keep  a  student  on  task  with  the  math 
problems. 

Review  the  games  with  the  students  prior  to  the  learning 
activity-  The  directions  may  be  difficult  to  understand. 

D.T.A.  Applications 

Warm-up  (set  of  8-10  problems) 
Guided  Practice 
Independent  Practice 

.  Vocabulary:    Regroup.  Carry,  Rename 
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SUMMARY 


Company:  MECC  A-208 
Title:  CONQUERING  DECIMALS 
Activity:  DIVISION 
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OBJECTIVES: 

MFMT  2^1.11  Divide  Decimals 

SKILL:  DDI  Place  the  decimal   point   in  the  quotient 
correctly  when  dividing  by  a  whole 
number 

Divide  a  1-digit  whole  number  into  a  2- 
to  4-  digit  number  having  1  or  2 
dec  imal  pi  aces 
Divide  a  2-digit  whole  number   into  a  2- 
to  4-digit  number  having  1  or  2  decimal 
pl aces 

Recognize  that  with  any  decimal  ending 
in  zeroCs)  the  zeroCs)  may  be  dropped 

Does  not  run  on  the  Apple  11+ 


ACTIVITY  SUMMARY 

Students  are  presented  with  division  problems  that  have  possible 
re^nainders.  The  teacher  has  the  option  of  selecting  the  amount  of 
problems  for  the  student  to  work  on  in  a  set.  The  teacher  also  has  the 
option  of  selecting  the  types  of  problems  in  each  set  and  whether  a  game 
is  played  at  the  completion  of  each  set  or  not. 

Students  begin  each  problem  by  pressing  the  directional  (arrow) 
keys  to  move  the  decimal  points.  With  the  same  key  stroke  the  decimal 
point  in  both  the  divider  and  dividend  are  moved.  Students  enter  in 
their  response  to  the  problem  by  pressing  the  arrow  keys  to  position  the 
number  In  the  quotient,  then  the  number  keys.  There  is  a  scratch  pad 
provided  at  the  upper  left  hand  corner  of  the  screen.  They  can  access 
this  by  pressing  the  letter  "s"  for  "scratch"  pad.  In  this  square  the 
student  can  try  a  variety  of  multiplication  facts  to  help  them  get  the 
correct  qotlent.  They  press  an  "R"  for  regrouping  then  Return.  (Return 
iff  pressed  after  the  ccnplete  answer  has  been  entered.  Once  this  occurs 
they  must  press  's"  again  to  get  back  into  the  scratch  pad) 
The  results  of  their  multiplication  Is  recorded  in  another  box  belcw  the 
scratch  pad.  They  can  use  the  'Results"  box  to  guide  their  choice  of 
divisors. 
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For  a  correct  sum  on  the  first  try,  the  students  see  a  positive 
message:  "Very  good!  You  made  no  mistakes* •  If  a  student  makes  a 
mistake  and  eventually  completes  the  problem,  the  feedback  Is  "Right", 
There  Is  no  feedback  until  the  student  enters  In  uhe  full  answer  and 
then  presses  Return- 

When  the  student  enters  an  Incorrect  quotient  the  feeback  is:  "That 
Is  not  the  right  number.  Please  try  again," 

When  the  student  enters  an  Incorrect  quotient  the  feeback  Is:  "That 
Is  not  the  right  number.  Please  try  again," 

If  the  student  responds  Incorrectly  twice,  the  program  then  assists 
them  by  isolating  the  necessary  operation  at  the  bottom  of  the  screen. 
When  students  have  completed  the  set  of  problems,  they  are  provided 
a  scoring  frame: 
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Problems  worked  5 

Number  of  problems 

Right  on  first  try  3 


You  Can: 
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Do  more  (/)  problems 
Play  a  game 

Return  to  the  main  menu 
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«    a 

Q                                           TEACHER  OPTIONS  Q 

HI.    Press  Control-S  to  turn  the  sound  "off  or  'on"  at  any  point  in    the  Q 

program.  " 

M     2.    Press  Control -A  to  get  into  the  teacher  management  at  the  main  menu,  jjg 

55           A.    The  teacher  could  turn  all  the  other  operations  or  activitito  |— • 

mm  -Off  except  Division.  Within  the  Division  activity  several  H 
"                 .'modifications  can  be  made  by  moving  the  highlighted  box  with  the 

Jjjj^                arrow  keys  and  pressing  the  Return  key:  g 

HI.  Select  the  number  of  problems  from  5-25  ZJS 

2-  Select  the  Mastery  percentage  from  0\-100\  M 
P_                3.  Select  the  Problem  types:  (See  screen  or  manuei) 

"  *THESE  SKILLS  EXTEND  BEYOND  MFMT  REQUIREMENTS. 

B                 A.  D.vide  decimal  numbers  by  whole  numbers  where  quotients  are  H 

H exact  JjS 

B.  Divide  two  decimal  numbers  where  quotients  are  exact  H 

«_                 C.  Divide  two  decimal  numbers  where  quotients  are  exact  and  q 

H                    zeros  must  be  added  in  the  dividend  at  the  start  of  the  ^gg 

"                    problem  — 


4 


PiODicm  11 

D.  Divicle  whole  numbers  or  decimal  numbers  by  powers  of  10  In  a  M 
horizontal  format  "J" 

E.  Divide  two  numbers  where  quotients  are  exact  and  annexing  u 
zeros  to  the  dividend  is  required  to  complete  the  problem  H 

H^"  F-  Divide  two  decimal  numbers  where  the  quotient  is  exact  and 

must  be  correctly  rounded  pH 

BB.         The  following  game  modifications  can  be  m^de: 

HI.  The  game  can  be  turned  -on'  or  'off  ^  B 

2.  The  number  of  games  allowed  following  a  set  of  problems  can  M 

Hbe  changed.  Range  Is  1- Q 

3.  Oiher  modifications  sp  .If Ic  to  the  games  can  be  made.  H 

i   B 

n  SUG6SSTI0NS  |^ 

!!      1.    Leave  the  sound  'on"  if  It  does  not  dlb.ract  other  students.    Sound  e-j 

H  can  be  an  Important  part  of  the  game  and  the  feedback  lets  the 

^  student  know  what  is  happening  that  he  might  not  otherwise  notice.  _ 

B     2.    a.  Limit  the  amount  of  cimes  to  keep  a  student  on  task  with  the  math  ^ 

H problems.  ■& 
b.  Review  the  games  with  the  students  priov  to  the  learning 

H 

B 


activity.  There  Is  extensive  reading  involved  in  the  directions 
and  the  games  are  challenging. 

3.    D.T.A.  Applications 
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Warm-up 

Independent  Practice 
Guided  Practice 

Vocabulary:    Divisor,  Dividend,  Quotient 
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SUMMARY 


Company:  MECC  A-201 

Title:     CONQUERING  DECIMALS 

Activity:  MULTIPLICATION 


OBJECTIVES: 

MFMT:  2.1.10    Multiply  Decimals 


SKILLS:  MDl 
MD2 


MD3 


MD4 


IDENTIFY  THE  NUMBER  OF  DECIMAL  PLACES  IN 
THE  PRODUCT 
PLACE  THE  DECIMAL 
CORRECTLY  WITH  UP 
PLACE  THE  DECIMAL 
CORRECTLY  WITH  UP 
MULTIPLY  A  3-DIGIT 


POINT  IN  THE  PRODUCT 
TO  TWO  DECIMAL  PLACES 
POINT  IN  THE  PRODUCT 
TO  THREE  DECIMAL  PLACES 
NUMBER  BY  A  2-DIGIT 


NUMBER  WITH  UP  TO 
NUMBER 


2  DECIMAL  PLACES  IN  EACH 


NOTE:    Does  not  run  on  the  Apple  H-f 


ACTIVITY  SUMMARY 

Students  are  presented  with  decimal  multiplication  problems  that 
require  regrouping.  The  teacher  can  make  the  following  modifications  to 
the  program:  the  number  of  problems  for  the  student  to  work  on  in  a 
set.  the  types  of  problems  In  each  set,  the  option  to  estimate  the 
answer  before  working  on  it,  the  regroup  phrases  and  whether  a  game  is 
played  at  the  completion  of  each  set  or  not. 

Students  enter  their  response  to  the  problem  by  pressing  the  number 
keys,  >■  ^  'R"  or  a  'C*  for  regrouping  or  carrying,  then  Return.  (Return 
la  pressed  after  the  ccoplete  answer  has  been  entered)  Numbers  are 
entered  from  right  to  left. 

For  a  correct  sum  on  the  first  try,  the  students  see  a  positive 
nessage:  'Very  good!  You  made  no  mistakes.*  If  a  student  makes  a 
mistake  and  eventually  completes  the  problem,  the  t  ^dback  is  'Right'. 
There  is  no  feedback  until  the  student  enters  in  ti  full  answer  and 
then  presses  Return. 

When  the  student  enters  an  Incorrect  mm  the  feedback  provides 
check  marks  under  the  numbers  In  the  sum  that  &rs  incorrect.  There  is 
also  written  feedback  that  says:  'Wrong.  Please  try  again'. 
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If  the  student  responds  Incorrectly  twice,  the  program  then  assist- 
them  by  guiding  them  througti  the  problem  step  by  step.  The  essentia, 
portion  of  the  problem  Is  highlighted.  If  the  student  makes 
multiplication  errors  a  multiplication  chart  appears  on  screen  to  assist 
them.  If  they  forget  to  add  the  •'•arry*  the  additlor.  problem  appears  at 
the  bottco  of  the  screen.  The  clmal  point  Is  placed  by  moving  the 
polntei-  with  the  left  and  right  ariow  keys  and  pressing  Return. 


'oduct 
0 


regroup 
3 


T'hen  students  have  ccmpleted  the  set  of  problems,  they  are  provided  with 
a  scoring  frame: 
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Problems  worked  5 

Number  of  problems 

right  on  first  try  3 

You  Can: 

K    Do  more  (x)  problems 
2*    Play  a  game 
3*    Return  to  the  main  menu 


There  are  two  oecimal  problem  solving  games  that  the  students  can 
choose  to  play:    Decimal  Chompers  and  Concentration: 

Decimal  Choupers  has  a  game  board  structure  tnd  Is  similar  to  MECC's 
Fraction  Huncher  program*  The  student  controls  a  set  of  teeth 
'chompers'  and  uses  the  arrow  keys  to  chomp  multiplication  problems  that 
are  equal  to  a  given  decimal  number. 

Concentration  Is  set  up  like  the  game  concentration.  The  student  tries 
to  natch  fractions  with  their  equivalent  decimal  value.  The  arrow  keys 
are  used  to  move  to  a  box  then  the  $pace  Bar  Is  pressed  to  revea*  the 
number  behind  It.  The  student  can  play  against  the  ^  iter  or  another 
player.  Concentration  has  three  levels:  Beglnnc  Intermediate  and 
Advanced. 
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TEACHER  OPTIONS  H 

B  B 

HI.   Press  Control-S  to  turn  the  sound  "off  or  "on*  at  any  point  in  the  TZ 
program. 
2.   Press   Control-A  to  get  Into  the  teacher  management  at  the  main 

menu.  g 

gj            A.   The  teacher  can  turn  the  L  cimal  Division  operation  "Off"  and 

H                  work  only  with  the  hul tiplicatlon  activity.    Within  the  fl 

B Multiplication  activity  several  modifications  can  be  made  by  — , 
moving  the  highlighted  box  with  the  arrow  keys  and  pressing  the  B 

Return  key:  ■■ 

H                  1.  Select  the  number  of  problems  from  5-25  B 

H2.  Select  the  Mastery  percentage  from  0%-100-»  q 

3.  Select  the  proolem  types:  <See  screen  or  ma^'ial)  B 

A:  DECIMAL  TIMES  WHOLE  NUMBER  „ 

mm  B:  DECIMAL  TIMES  DECIMAL  B 
■■                        C:  ZEROS  ADDED  TO  THE  PRODUCT 

HD:  MULTIPLY  BY  POWERS  OF  10  Q 

E:  MONEY  PROBLEMS  (EXACT)  H 

F:  MONEY  PROBLEMS  (ROUNDING)  g 


HB-    The  teacher  can  change  the  "Regroup"  phrases.    The  phrases  can  ^ 

be  changed  to  "rename",  "carry"  or  "trade".  These  phrases  will  W 
appear  on  the  students  screen  during  the  problem  solving 

m                 process*  |p| 

jjjj            C.    The  following  game  modifications  can  be  made:  rg 

HI.  The  games  can  be  turned  "on"  or  "off".  _ 

2.  The  number  of  games  allowed  following  a  set  of  problems  can  n 
be  changed.  The  range  is  1-9. 

Hjj                 3.  Other  modifications  specific  to  the  games  can  be  made.  Q 

B   B 

n                                               SUGGEST I ONS  q 

_          1-   Leave  the  sound  "on"  if  It  does  not  distract  other  students.    Sound  !! 

u            Is  an  important  part  of  the  game  and  the  feedback  lets  the  student  B 

■■            know  what  is  happening  that  he  might  not  otherwise  notice.  ™ 

m      2.   Modify  the  problem  types  and  phrases  to  the  ones  that  the  student  B 

has  practiced.  q 

3.  Limit  the  number  of  games  to  keep  a  student  on  task  with  the  math  5, 
C3               problems.  B 

4.  Review  the  games  v/lth  the  students  prior  to  the  learning  ™ 

activity.  CD 

■                                     538'  ■ 
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5*    D*T.A»  fiHHi  Icatlons 
Warm-up 

Independent  Practice 
Cuif^!»d  Pr;»ctice 

Vocabulary:    Regroup,  Carry,  Rename,  Tra-" 
5.    See  the  MECC  manual  for  further  Information- 
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Probltn  Settings 
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OBJECTIVES: 

MFMT  2.1.9     Subtract  Decimals 


SKILL: 
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Conpany:  MECC  A-207 
Title:     CONQUERING  DECIMALS 
Activity:  SUBTRACTION 


SDi  Subtract  two  numbers  with  one  decimal 

place  without  regrouping 
SD2  Subtract  two  nunic^ers  with  one  decimal 

place  with  regrouping 
SD3  Subtract  two  numbers  with  two  decimal 

places  without  re^jrouping 
SD4  Subtract  two  numbers  with  two  decimal 
places  with  regrouping 

Does  not  work  on  the  Apple  IH 


ACTIVITY  SUMMARY 


Students  are  presented  with  Jeclmal  subtraction  problems  that  may 
require  regrouping.  The  teacher  can  make  the  following  modifications  to 
the  program:  the  amount  of  problems  for  the  student  to  work  on  in  a 
set,  the  types  of  problems  in  each  set,  the  option  to  estimate  the 
answer  before  working  on  it,  the  regroup  phrases  and  whether  a  game  is 
played  at  the  completion  of  each  set  or  not. 

Students  enter  in  their  response  to  a  problem  by  pressing  the 
number  keys,  an  "R"  or  a  "B"  for  regrouping  or  borrow  then  Return. 
(Return  is  pressed  after  the  ccoiplete  answer  has  bee  itered)  The 
program  does  not  provide  a  way  to  generate  isolated  prob  .^ms  th  t  do  or 
do  not  require  regrouping.  The  decimal  point  is  automat  I  v:al  ly  placed  in 
the  sum  position  when  the  problem  is  presented. 
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H  B 

HPor  a  correct  sum  on  the  first  try,  the  students  will  see  a  — 

positive  massage:  'Very  good  You  made  no  mistakes/  If  the  students  H 
make  a  mistake  and  eventually  complete  the  problem,   the  feedback  Is 

Q      'Right.'*  There  Is  no  feedback  until   the  students  enter   In  the  full  B 

H      answer  and  then  press  Return*  M 

HWhen  the  students  enter  an  Incorrect  sum  the  feeback  provides  check  rj 

marks  under  the  numbers  In  the  sum  that  are  Incorrect*    There  Is  also  H 

H writ ten  feedback  that  says:  'Wrong.  Please  try  again.  m 

If  the  students  respond  Incorrectly  twice,  the  program  responds  by  H 
guiding  them  through  the  problem  step  by  step.    A  line  crosses  out  the 

H number  from  where  borrowing  Is  necessary  and  the  students  enter  the  new  B 
number.    Next  the  students  enter  the  carrry  number  In  the  correct  place. 


BThe  students  have  two  chances  to  subtract  this  column  of  numbers.     If  CI 

they  are  Incorrect  both  times  they  are  further  assisted  with  a  number  H 

HUne  and  the  written  statement    'That  number  Is  still  wrong.    Maybe  the  q 

number    line    can    help...'    If    the    student    continues    to    respond  Hj 

Incorrectly,  the  suDi  Is  eventually  given.  _ 

HWhen  the  students  complete  a  set,  they  are  given  a  scoring  frame  H 
and  three  options. 

^  EX.  SUBTRACTION  H 

H Problem??  worked  5  Q 

Kumber  of  problems  ^ 

g  right  on  first  try  5  ^ 

H600D  JOB!  Q 

You  Can.'  H 

HI.    Do  more  <-)  problems 

2.    Play  a  game  K 

3.    Return  to  the  main  menu  ^ 

B  There  are  two  decimal  pro^'em  solving  games  that  the  students  can 

n     cnoose  to  play:    Decimal  Dash  ana  Misplaced  Decimals.  g 

g  Decimal  Dash  Is  a  game  that  combines  the  adding  or  subtracting  of 
H     decimal  numbers  with  stratagy.    Students  choose  to  be  the  "tortoise"  or 

the  'hare'  and  can  race  against  the  computer  or  another  student.    They  _ 

Huse  the  arrow  keys  to  select  two  decimal  numbers  that  will  give  a  sum  or  M 
difference  that  will  gain  distance  on  the  race  course.     The  students 

H choose  numbers  that  will  bring  them  to  the  end  of  the  course  before  Q 

their  opponent.    There  are  traps  and  short  cuts  that  the  game  directions  H 

^2     describe.  g 

"     Miaplftced  Decimals  Is  a  game  In  which  students  quickly  try  to  rearrange  „ 

H decimal  points  In  a  number  sentence  to  make  the  expression  true.    More  n 

than  one  decimal   point  may  be  moved  and   there  are   four   possible  "J" 

H solutions  per  problem.    The  students  use  the  arrow  (directional)  keys  to  B 
move  the  decimal  point  and  ^^e  f  ace  Bar  " 
g      to  place  It.  g 

e  i 
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m   H 

H                                         TEACHER  OPTIONS  H 

i  H 

HI.    Press  Control-S  to  turn  the  sound  "off"  or  "on"  at  any  point  In    the  ^ 

program.  H| 

2.    Press  Control-A  to  get  Into  the  teacher  management  at  the  main  menu.  ^ 

S           A.    The  teacher  can  turn  the  Addition  operation  activity  "Off"  and  U 

H leave  only  Subtraction.    Within  the  Subtraction  activity  several  rg 

modifications  can  be  made  by  moving  the  highlighted  box  with  the  p| 

g                arrow  keys  and  pressing  the  Return  key:  g 

1.  Select  the  number  of  problems  from  5-25 

H2.  Select  the  use  of  estimation  or  not  H 
3.  Select  the  Mastery  percentage  from  0\-100% 

H4.  Select  the  Problem  types:  S 

A:  SUBTRACT  DECIMAL  NUMBERS  WITH  TENTHS  ONLY  H 

B:  SUBTRACT  DECIMAL  NUMBERS  WITH  HUNDREDTHS  ONLY  q 

H                  C.  SUBTRACT  DECIMAL  NUMBERS  WITH  THOUSANDTHS  ONLY  B 

■■                  D.  SUBTRACT  DECIMAL  NUMBERS  WITH  THENTHS.  HUNDREDTHS.  AND  ^ 

H THOUSANDTHS  MIXED.  H 
E.  SUBTRACT  A  DECIMAL  NUMBER  FROM  A  WHOLE  NUMBER 

g                  F.  SUBTRACT  A  DECIMAL  NUMBER  USING  MONEY  AMOUNTS  g 

W_,           B.    The  teacher  can  change  the  "Regroup"  Phrases.    The  phr?ses  can  q 

H                be  changed  to  "rename",  "regroup",  "borrow"  or  "tr?de."    These  || 
phrases  will  appear  on  the  screen  during  '.he  proble..i  solving 

process.  |p| 

^3           C.   The  following  game  modifications  can  be  made:  g 

r-,                 1.  The  games  can  be  turned  "on"  or  "off".  r-j 

H                 2.  Access  to  games  can  occur  after  finishing  a  set,  after  p| 
mastering  a  set,  from  the  main  menu  or  not  allowed. 

H   I 

„                                                SUGGESTIONS  C3 

HI.    Leave  the  sound  on  if  It  does  not  distract  otner  students.    Sound  M 
can  be  an  Important  part  of  the  game  and  the  feedback  lets  the 

C3           student  know  what  Is  happening  that  he  might  not  otherwise  notice-  D 

„      2.    Modify  the  problem  types  and  phrases  to  the  on^^s  that  the  student  g 

has  had  practice  with.  H 

H3.    A.  Limit  the  amount  of  aaiiiea  to  keep  a  student  on  task  with  the  math  Jj^ 

problems.  ^ 
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B,  Review  the  games  with  the  students  prior  to  the  learning 
activity-  The  directions  may  be  difficult  to  understand. 

4.    D.T.A-  Applications 

Warm-up  (set  of  8-10  problems) 
Guided  Practice 
Independent  Practice 

Vocabulary;   Regroup,  Borrow,  Rename 
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OBJECTIVES: 

MFMTx     2.1.5  Add  Mixed  Numbers 

SKILLS:  Al  Find  a  common  denominator  or  lowest 
common  denominator 
Rename  fractions  to  a  given  denominator 
Add  fractions  with  like  denominators 
Add  fractions  with  unlike  denominators 
Add  mixed  numbers  with  like 

denominators 
Add  mixed  numbers  with  unlike 
denominators 


NOTE:    Does  not  run  on  the  Apple  11+ 


ACTIVITY  SUMMrtRY 


The  students  begin  this  program  like  most  MECC  programs  by  entering 
in  their  first  and  last  name.   They  are  then  presented  with  fractions 
and  mixed  number  addition  problems.    The  level  of  difficulty,  as  with 
many  other  variables  is  decided  b*;  the  teacher  in  the  Teacher  Options 
section  of  the  program.   There  are  two  instructional  games  in  this 
program  that  are  related  to  the  skills  above.   Again,  the  teacher  can 
decide  wnen  the  students  can  access  these  games  in  the  Teacher  Options 
section. 

Students  enter  in  their  response  to  a  problem  by  pressing  the 
number  keys,  the  arrow  keys  fnd  the  Return  key.   The  student  must 
carefully  watch  the  location  of  the  'cursor'  (the  blinking  square)  to 
see  which  number  to  enter  in.   To  correct  a  mistake,  the  student  may  use 
the  arrow  keys  (or  I,  J,  I,  and  M  for  11+  users)  to  back  up  and  change 
the  entry.    Once  they  are  satisfied  with  their  entry  they  press  the 
t^turn  key  and  their  answer  is  checked. 

Por  a  correct  sum  on  the  first' try  the  student  sees  a  positive 
message:  'Very  good",  'You  made  no  mistakes.'    If  the  student  makes 
several  mistakes  and  eventually  completes  the  problem  the  feedback  is 
□imply  'Rlg*it'  or  'correct.'   There  is  helpful  feedback  with  each  number 
they  enter  incorrectly  (after  the  student  presses  Return) 


t.e.T.  tnr  B.S.E. 
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Any  time  the  computer  Is  waiting  for  a  response  tr^ 
press  the  'V*  key  to  •view*  a  visual  representation  of 
example,  If  the  student  Is  looking  at  2  1/2  ♦   3.  the 
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the  student  can 
the  problem.  For 

example,  If  the  student  Is  looking  at  2  1/2  ♦   3.  they  car  press  'V*  to 
see  two  sets  of  boxes  appropriately  divided  and  shaded  to  represent  tne 
problem. 

twice  will  give  them  a  sunmary  ^f^^^^     "^'^^  Yf  they  comolete  a  set 
results  but  access  to  the  games  Is  not 
of  problems  the  students  will  see  the  same  results  record. 


Ex. 


Problems  worked  10 
Right  on  first  try  10 
Good  Job! 


You  can: 

1.  Do  more  (+)  problems 

2.  Play  Fraction  Dash 

3.  Play  Fraction  Chompers 

4.  Return  to  the  main  menu 
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I. 

2. 


TEACHER  OPTIONS 

Press  Control-S  to  turn  the  sound  off  or  on  at  any  point  In  the 

Press'^Snuil-A  at  the  main  menu  to  get  Into  the  teacher  management 
options. 


same 

same 
The 
then 


4. 


can  choose  up  to  six  problem  settings: 
Problems  have  two  proper  fractions  with  the 
denominator.  All  sums  are  In  the  range  of  0<N^1. 
Problems  have  two  proper  fractions  with  the 
denominator.  All  sun.s  are  In  the  range  of  iai<2. 
sum  Is  first  written  as  an  Improper  fraction  and 
as  a  mixed  number  or  a  whole  number. 
Problems  Involve  combinations  of  mixed  numbers,  whole 
numbers,  and  proper  fractions  with  the  same 
denominator.  Ail  sums  are  In  the  range  1<N16. 
Problems  have  two  proper  fractions  with  different 
denominators.  All  addends  are  completely  reduced.  All 
sums  are  m  the  range  of  0<N<1.  Hi**.r»nt 
Problems  have  two  proper  fractions  with  different 
denominators.  All  addends  are  completely  reduced,  an 
sums  are  In  the  range  of  1<N<2.  The  sum  Is  f  rst 
written  as  an  Improper  fraction  and  then  as  a  mixea 

number.  ,  

Problems  have  a  mixed  number  and  a  proper  fraction,  or 
two  mixed  numbers,  with  different  dencmlnators.  Ml 
sums  are  In  the  range  of  1<N<6. 

teacher  can  also  change  the  terminology  ' 
when  or  if  the  games  can  be  played,  or  see  the  st ident  results. 


The  teacher 
Type  A: 

Type  B: 


Type  Cs 


Type  D: 


Type  E: 


Type  F 


On?' 
Off 

«  of 

Fat. 

V, 

i' 

b 

^. 

>ts 

C 

F 

On 

10 

^6 

h7u 

to 
to 

>/ 
>/ 

>/ 

>/ 

7 

Like  dtnoaiMtors- 
t.  fractions,  I  <= 

"r.Iik*  d«nomn«torf- 
-  fractions,  0  < 

frsciiens.  I  <=         <  ^ 
f%ixtd  nuab«rs,  1  <  ^- 


Ft   

Ust  irroiS  to  JioJJ*.  Srico  i»r  to  chaoft. 
Csc»^  Toachor  Options 


ton  Toi  List 


I. 
2. 
3. 
4. 
5. 
C. 
7. 
t. 
9. 
10. 


fSC 
TPT 
JLi 

TFC 
CCK 
DBH 
N8N 
UB 

ont 


10000 
9250 
C'J25 
5775 
5€00 
4725 
3t75 
3400 
1150 
950 


Eroso  tho  Tor  Ton  List? 
Yos  CQ 


Ust  orroMS  to  fross  totum. 

Cscoooi  Toochor  0i»tions 


B 

B 

B 

B 

B 

B 

B 

B 

B 

B 

B 

B 

B 

B 

B 


B 
B 
B 
B 
B 
B 
B 


ERJL 


^BHBHBBBBHiiiBBBBBBH 


1. 


2. 


SUGGESTIONS 

The  ^ound  should  be  left  on  If  It  Is  not  a  ^Istractl^on  to  the  rest 
of  .ne  students.  Sour-  .3  often  motivating  and  can  be  an  L.dlcator 
of  the  student's  act  yity  with  the  program. 


Modify  the  problem 
with  before. 


types  to  those  that  the  student  has  had  practice 


A. 


B 


In  order  to  keep  the  stud«nt  on  task  limit  the  amount  o\9m^^^^^ 
Ume  available  Turn  the  game  options  OFF  "ntll  they  have 
practiced  the  desired  number  of  problems,  then  turn  the  games  on 

Revlw  the  games  with  the  students  prior  to  the  learning  activity 
they  are  often  quite  challenging  and  there  Is  extensive  reading 
In  the  directions  of  the  games. 
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DTA  Applications: 
Guided  practice 
Independent  practice 
Vocabu  1  ary  numerator 
denominator 

least  common  denominator 
rename 

proper  fraction 
Improper  f ract 1  on 
lowest  terms 
hint 
view 
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SUMMARY 


MECC  A-205 
Conquering 
Fractions 
Activity*  Multiplication 


Company  t 
Tltlet 


OBJECTIVES* 


MFMTx 
SKILLS: 


2.1.7  Multiply  a  Whole  Nu.-iber  by  a  Fraction 


R2  Reduce  fractions  to  lowest  terms 
CI  Recognize  pL^oper  and  Improper 
fractions  and  mixed  numbers 
Convert  improper  fraction  to  mixed 
number 

Multlp  V  a  whole  number  by  a  frActlon 


C2 


HI 


NOTE:    Does  not  run  on  the  Apple  11+ 


ACTIVITY  SUMMARY 

The  students  begin  this  program  by  entering  In  thel    first  and  last 
name.   They  are  then  presented  with  fractions  and  mixed  number 
multiplication  problems.   The  level  of  difficulty,  as  with  many  ocher 
variables  Is  decided  by  the  teacher  In  the  Teacher  Options  section  of 
the  program.   There  are  two  Instructional  games  In  this  progrem  that  are 
related  to  the  skills  above.    Again,  the  teacher  can  decide  when  the 
students  can  access  these  games  In  the  Teacher  Options  sect  on. 

Students  enter  In  v^helr  response  to  a  problem  by  pressing  the 
nunber  keys,  the  arrow  t;eys  and  the  Return  key.   The  student  must 
carefully  watch  the  location  of  the  •cursor*  (the  blinking  square)  to 
2e  wX  ch        -  to  enter  In-   To  correct  a  mistake,  the  student  may  use 
the  arrow  key.       I.  J.  I.  »nd  K  for  II*  users)  to  back  up  and  change 
the  entry.    One.  ...ey  are  satisfied  with  their  entry  they  press  the 
Return  ^.ey  and  their  answer  Is  checked.  .  ^ 

Any  time  the  conputer  Is  waiting  for  a  response  the  student  wan 
Dress  the  'V  key  to  'view'  a  visual  representation  of  the  problem.  For 
exunple.  If  the  student  Is  looking  at  2  1/2  x   3.  they  can  press  'V  to 
see  a  numberllne  that  represents  the  problem.   When  there  Is  an 
opportunity  for  cancellation  the  student  can  press  'S*  for  wortcut.  In 
this  option  they  use  the  arrow  keys  to  move  the  cursor  to  the  location 
where  the  new  vtlues  should  be  entered.   All  problems  are  presented  In  a 
horizontal  format.  To  help  the  students  begin,  »n  arrow  Is  locattJ 
above  the  first  fraction  to  be  renamed.   The  arrjw  points  to  the 
location  that  the  new  fraction  should  be  entered.   The  denominator  of 
the  laproper  fraction  Is  always  0lven. 


B  the  laproper  fraction  Is  always  given.  c^o 
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For  a  correct  answer  on  th^*  first  try  the  student  will  see  a 
positive  message:  *Very  good  you  made  no  mistakesV    If  the  studenl 
makes  several  mistakes  and  eventually  completes  the  problem  the  feedback 
is  simply  •Right*  or  •correct.* 

When  an  Incorrect  answer  is  entered  twice,  the  program  will  give 
them  a  written  'hint*  that  appears  at  the  bottom  of  the  screen.  If  they 
continue  with  incorrect  answers  the  pr;;gram  will  provide  the  answer. 
If  the  student  must  quit  the  program  before  completing  a  set  of  problems 
or  reaching  the  mastery  criteria,  pressing  the  'Escape'  key  twice  will 
give  them  a  summary  of  their  session  and  will  save  their  results  but 
access  to  the  games  Is  not  allowed.    If  they  complete  a  set  of  problems 
the  students  will  see  the  same  results  records 


Problems  worked  10 
Right  on  first  try  10 
Good  Job! 


You  can 
1. 


Do  more  (x)  problems 

2.  Play  Fraction  Dash 

3.  Play  Fraction  Chompers 

4.  Return  to  the  main  menu 


i 

H 
H 
B 
i 
i 
i 
B 
B 
B 
|B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
rB 
B 


it\  1 1' 

i 

B 
B 

"B 
B 

B 
B 
B 
B 
B 
B 
B 

E^iBiHBBBUMPiBBHBBBBE 


ProbUw    1    9f  10 


I 

-J. 


1 

1 


1  X  1 


frobUw    t    of  10 


1 

- 1. 


1 
1 

2LJ.- JL 


1  X  1 


3X1:3 
■Prris  SMCE  9M  to  centinua 


5X0 


i 
i 
i 

B 
B 
B 
B 
B 
B 
B 

•B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 

gB 
8 


BBBBBi:gBBgBliBBBBiM 

i 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 

yB 

B 

HBHHHBHHBHBBH8HBH£ 

III-ip 


TEACHER  OPTIONS 

1.  Pr-^ss  Control-S  to  turn  the  sound  off  or  on  at  any  point  In  the 

program, 

2.  Press  Control-A  at  the  main  menu  to  get  Into  the  teacher  management 

options. 

3.  The  teacher  can  choose  up  to  six  problem  settings: 

Type  A:  Problems  involve  multiplying  a  fractlo'i  by  a  fraction 
with  numerators  1  through  8  and  denominators  2  through 
?• 

Type  B:  Problf/ms  involve  multiplying  a  frv^ctior  by  a  whole 
number  with  numerators  1  througtfi  9f  dencciinators  2 
through  9,  and  whole  numbers  2  through  9- 

Type  C:  These  problems  involve  multiplying  a  mixed  number  by  a 
whole  nuniber  with  the  fraction  portion  of  mixed  numbers 
restricted  to  numerators  1  through  8,  c?enominators  2 
through  9,  whole-number  portions  1  through  3,  and  whole 
numbers  2  through  6. 

Type  D:  Problems  involve  multiplying  a  mixed  number  by  a  mixed 
number  with  the  fraction  portion  of  mixed  num^iers 
restricted  to  numerators  1  tr.rough  8,  denominators  2 
through  9,  and  whole-number  portions  1  through  4. 

Type  E:  Problems  involve  multiplying  a  fraction  by  a  mixed 
number  with  numerators  1  through  8,  denominators  2 
through  9,  and  whole-number  portions  of  mixed  numbers  1 
through  4. 

4.  Whili^  In  this  portion  of  the  program,  the  teacher  can  also  change 

t..B  terminology  ustd  during  the  program,  when  or  If  the  games 
can  be  play-id,  or  see  the  student  results- 


T««ch«r  Options 


Problen  Settings 


1. 

2.  Ttrninolevv 

3.  C«n«  Scttinfs 

4.  Te^  T«n  List 

9.  Original  S«tUn«s 

Student  tcsults 
7,  Printer  tu^^ert 
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SUGGESTIONS 

The  sound  should  be  left  on  If  It  Is  not  a  distraction  to  the  rest 
of  the  students.  Sound  Is  often  motivating  and  can  be  ar  Indicator 
of  the  student's  activity  with  the  program. 


Modify  the  problem  typ'^s  to  those 
with  before. 


that  the  student  has  had  practice 
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A.  In  order  to  keep  the  student  on  task  limit  the  amount  of  game 
time  available.     Turn  the  game  options  OFF  until   they  have 
practiced  the  desired  number  of  proDlems,  then  turn  the  games  on 

again.  *.i 

B.  Review  the  games  with  the  students  prior  to  the  learning  actlv  ty 
they  are  often  quite  challenging  and  there  Is  extensive  reading 
In  the  directions  of  the  games. 

DTA  Applications: 
Guided  practice 
Independent  practice 
Vocabul ary :  numerator 

denominator 

multiple 

rwame 

proper  fraction 
luiprc^ir  fraction 
lowest  terms 
hint 
view 

Regroup/Rename 
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SOFTWARE 
SUMMARY 


Company : 
Title: 

Activity 


MECC  A-204 
Conquering 
Fractions 
Subtraction 


OBJECTIVES: 

MFMT:     2.1.6  Subtract  Mixed  Numbers 


SKILLS: 


terms 
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R2  Reduce  fractions  to  lowest 
Al  Find  a  common  denoninatc, 
common  denominator 
Subtract  fraction?.?  with  like 
denominators 

Subtract  fractions  with  unlike 
denominators 

Subtract  mixed  numbers  with  like 
denoml nators 

Subtract  mixed  number©  with  unlike 
denoml nators 


S3 
S4 
S5 
S6 


NOTE:    Does  not  run  on  the  Apple  11+ 


I   TIVITY  SUMMARY 


The  students  begin  this  program  oy  entering  in  their  first  and  last 
naine.    The"  are  then  presented  with  fractions  and  mixed  number 
subtract:  ^  problems.   The  level  of  difficulty,  as  wltn  many  ether 
variables  is  decided  by  the  tearher  I.,  the  Teacher  Options  section  of 
the  program.   There  are  two  instructional  games  in  this  program  that  are 
related  to  the  sMlls  above.   Again,  the  teacher  can  decide  when  thf 
si.udents  can  access  these  o^s  in  the  Teacher  Options  section. 

Students  enter  in  their  response  to  a  problem  oy  pressing  the 
number  keys,  the  arrow  keys  and  the  Return  key.    The  student  must 
carefully  watch  the  location  of  the  'cursor'  (the  blinking  square)  to 
see  which  number  to  enter  in.   To  correct  a  mistake,  th<r  student  roi-y  use 
the  arrow  keys  (or  I,  J,  I,  and  M  for  11+  users)  to  back  up  and  change 
the  entry.   Once  they  are  satisf 'vd  with  their  entry  they  press  the 
Return  kev  and  their  answer  is  checked. 

ror  a  correct  sum  on  the  first  try  the  student  sees  a  positive 
ness&ge:  'Very  good',  'You  made  no  mistakes.'    If  the  student  makes 
several  mistakes  and  eventually  coopletes  the  problem  the  feedback  Is 
simply  'Ri^t'  or  'correc*-.'   There  =is  helpful  feedback  with  each  number 
they  enter  incorrectl'-      'er  the  student  presses  Return)  . 
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When  an  incorrect  answer  is  "^J"^/^^"'        the  screen.  For 
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Ex.   Problems  worked  10 
Right  on  first  try  10 
Good  Job! 

You  can: 

1.  Do  more  <->  problems 

2.  Play  Fraction  Dash 

3.  Play  Frartion  Chcxnpsrs 
4*.  Return  tj  the  main  menu 
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TEACHER  OPTIONS 

Press  Control-S  to  turn  the  sound  off  or  on  at  any  point  in  the 
program. 

Press  s^ntrol-A  at  the  main  menu  to  get  into  the  teacher  management 
option?. 
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The  teacher  can  choose  up  to  six  problem  settings: 

Type  A :    Pr  obi  ems   have    two   proper    f  r  act  i  ons  wi  th  the 
denominator.    All  sums  are  in  the  range  of  0<tl<l. 
Type  B:    Problems  have    two   proper    fractions  with    the  same 
denominator.  All  dlfterences  require  reducing  and  all 
are  in  the  range  of  0<N<1- 
Type  C:    Problems  involve  combinations  of  mixed  numbers,  whole 
numbers,    and    proper    fractions    with    the  same 
denominator.      Some  reducing,  but   no  regrouping,  is 
involved.    All  differences  are  in  the  range  of  0<N<6. 
Type  D:    Problems  Involve  combinations  of  mixed  numbers,  whole 
numbers,    and    proper    fractions    with    the  same 
denoml na  vor .      Both   regroup  i  ng  and  reduc  i  ng  may  be 
Involved.    All  differences  arc  in  the  range  of  0<Ni6. 
Type  E:    Problems   have    two   proper    fractions  with  different 
denominators.  The  difference  may  require  reducing.  All 
differecnces  are  in  the  range  of  0<N<1. 
Problems  have  a  mixed  number  and  a  proper  fraction,  or 
two  mixed  numbers,  with  different  denominators.  Both 
regrouping  and  reducing  are  involved.    All  differences 
are  in  the  range  of  0<Ni6. 


Type  F: 


The  teacher  can       "  change  the  terminology  used  during  the  program, 
when  or  if  tnc  ^ames  can  be  played,  or  see  the  student  results. 
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SUGGESTIONS 

The  sound  should  be  l^ft  on  If  It  Is  not  a  distraction  to  the  rest 
of  the  students.  Sound  Is  often  motivating  and  can  be  an  Indicator 
of  the  student's  activity  vith  the  program. 

Modify  the  problem  types  to  those  that  the  student  has  had  practice 
with  before. 


3.  A. 
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In  order  to  keep  the  student  on  task  limit  the  amount  of  game 
time  available.     Turn  the  game  options  OFF  until   they  have 
practiced  the  desired  number  of  problems,  then  turn  the  games  on 
again* 

Review  the  games  with  the  students  prior  to  the  learning  activity 
they  are  often  quite  challenging  and  there  Is  extensive  reading 
in  the  directions  cx  the  o^^nes. 


4,    DTA  Applications; 
Guided  practice 
Independent  practice 
Vocabu 1 ar y ;  numerator 
denominator 

least  cormon  denominator 
rename 

proper  fraction 
Improper  fraction 
lowest  terms 
Mnt 
view 

Regroup/Rename 


frobUn  5  of  10 


S 

-24  =24 


V  to  Uitu 


frobUn  9  of  10 


Rtfrou^inf  it  not  fiocostarv. 
-ProsB  WlkCt  BAR  to  continut 


BBBBBB 

I*  fo?  E.3*B* 


IBBBBBBBBBH 

I1TT2O  P.C.C./U.  of  MD.  1988 


i 
i 

i 
i 
H 
B 
B 
B 
B 
B 
B 

a 

B 
B 
B 
B 
B 

:  B 

B 
•  S 


9  9  8 
♦  763 
I  1 


SOFTWARE 
SUMMARY 


Company:  MECC  A-201 
Title:       CONQUERING  WHOLE 

NUMBERS 
Activity:  ADDITION 


OBJECTIVES: 

MFMT  2.1.1 
SKILL:  AID 


A12 


Add  Whole  Numbers 
ADD  TWO  NUMBERS  WITH  UP  TO  4  DIGITS 

EACH,   1-3  REGROUPINGS • 
ADD  THREE  NUMBERS  WITH  UP  TO  3  OR  4 
DIGITS  EACH,  REGROUPING. 


ACTIVITY  SUMMARY 

Students  are  presented  with  addition  problems  that  require 
regrouping.  The  teacher  has  the  option  of  choosing  the  amount  of 
problems  for  the  student  to  work  on  In  a  set*  The  teacher  also  has  the 
option  of  selecting  th^  types  of  problems  in  each  set  and  whether  a  game 
is  played  at  the  completion  of  each  set  or  not. 

Students  enter  in  their  '^esponse  to  the  problcn  by  pressing  the 
number  keys,  an  'R**  or  a  'C  for  regrouping  or  carrying,  then  Return. 
(Return  is  pressed  after  the  complete  answer  has  been  entered)  They 
enter  in  the  ones,  tens,  hundreds  and  thousands  answer. 

For  a  correct  sum  on  vhe  first  try,  t*^e  students  see  a  positive 
message:  "Very  good!  You  made  no  mistakes.'  If  a  student  makes  a 
mistake  and  eventually  completes  the  problem,  the  feedbacK  is  'Right.' 
There  is  no  feedback  until  the  student  en;  ^  In  the  fuil  answer  and 
then  presses  Return. 

'hen  the  students  enter  an  incorrect  sum  the  feedback  provides 
check  ..arks  under  the  numbers  In  the  ^um  that  are  Incorrect.  There  Is 
also  written  feedback  that  says:  "Wrong.  Please  try  again'. 
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If  the  students  respond  incorrectly  twice,  the  program  then  assists 
them  by  guiding  them  through  the  problem  step  by  step.  The  tens, 
hundreds  and  thousands  columns  fade  and  the  ones  column  is  highlighted. 
The  students  have  two  chances  to  add  this  column  (f  numbers.  If  th^?y  are 
incorreot  both  times  they  are  further  assisted  with  "dot"  graphics  that 
represent  the  numbers.  StuJents  need  only  count  the  dots  at  this  poln^. 
When  they  enter  the  correct  answer,  the  next  column  Is  highlighted. 

When  the  students  compUt"^  a  set,  they  are  rjlven  a  scoring  frame 
and  three  options. 

EX.  ADDITION 


Problems  worked  

Number  of  problems 
right  on  first  try. . 

GOOD 

Can: 
1. 
2. 
3. 
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Do  more  <<•)  problems 
Play  a  game 

Return  to  the  main  menu 
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g  TEACHER  OPTIONS  g 

H 1.    Press  Control-S  to  turn  the  scjnd  "off"  or  "on"  at  any  point  in    the  ^ 

program*  B| 
2.    Press  Control-A  to  get  into  the  teacher  management  at  the  main  menu. 

IS  A»    The  teacher  could  turn  all  the  other  operations  or  activities  W 


H-Off"  except  Addition.    Within  the  Addition  activity  several  D 

modifications  can  be  made  oy  moving  the  highlighted  box  with  the  H 

_^                 arrow  keys  and  pressing  the  return  key:  jj| 

1.  Select  the  number  of  problems  from  5-25 

H2.  Select  the  Mastery  percentage  from  0%-100\  in 
3,  Select  the  Problem  types: 

H^^    ADD  3-  OR  4-DIGIT  ADDENDS  WITH  TWO  REGROUPS;  D 

^    ADD  TWO  4-DIGIT  ADDENDS  WITH  THREI  REGROUPS;  H 

_                  ^    ADD  TWO  2-, 3-,  OR  4-DIGIT  ADDENDS  WITH  AT  LEAST  ONE  REGROUP  q 

B                      TO  A  9;  B 

■■                  *    ADD  THREE  OR  FOUR  ADDENDS  WITH  FROM  3-5-DIGITS  EACH  AND  ZZ 

g                      HAVING  'WD  OR  MORE  REGROUPS  g 

HB.          The  teacher  can  change  the  "Regroup"  Phrases,    The  phrases  can  CI 

be  changed  to  "rename"  or  "carry"-  These  phrases  will  appear  on  H 
^  _                 the  screen  during  the  problem  solving  process. 

C.         The  following  game  modifications  can  be  made: 

B  1-  The  game  can  be  turned  "on"  or  "off"- 

H2-  The  number  of  games  allowed  following  a  set  of  problems  can  C3 
be  changed.  Ran'  »  is  1-9, 

3.  Other  modifications  specif!^  to  the  games  can  be  made-  1^ 

H   H 

H   i 

n                                               SUGGEST I ONS  ^ 

G2  1.  Leave  the  sound  on  if  it  does  not  distract  other  f^tudents-  Sound  is  B 
51,           an  important  part  of  the  game  and  the  feedback  lets  the  student  know 

H           what  is  happening  that  he  might  not  otherwise  notice-  p| 

2.    Modify  the  problem  types  and  phrases  to  the  ones  that  the  student  — 

m           has  had  practice  with-  ^ 

H3.    A-  Limit  the  amount  of  games  to  keep  a  student  on  task  with  the  math  C 
problems- 

6   Review  the  games  with  the  students  prior  to  the  learning  gj 

H               ac.ivity-  There  is  extensive  reading  involved  in  the  directions-  p| 

H4     D-T-A.  Applications  B 

Warm-up  ^ 

H Independent  Practice  jam 
Guided  Practice 

g           Vocabulary:    Regro  \  Cari^y,  Rename,  g 

EBBiBSaa  H jJ  B  B  B B  B B BB 
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SUMMARY 


Company:  MECC  A-201 
Title:       CONQUERING  WHOLL 

NUMBERS 
Activity:  DIVISION 


OBJECTIVES 

MFMT  2.1.4 
SKILL:  D5 

D9 

Dll 

D12 


Divide  Whole  Numbers 

1-  DIGIT  DIVISOR  INTO  3-DIGIT  DIVIDEND. 
REMAINDERS  POSSIBLE; 

2-  DIGIT  DIVISOR  INTO  2-DIGIT  DIVIDEND, 
REMAINDERS  POSSIBLE; 

2-DIGIT  DIVISOR  INTO  4-DIGIT  DIVIDEND, 

REMAINDERS  POSIBLE; 
2-DIGIT  DIVISOR  INTO  5-DIGIT  DIVIDEND, 

REMAINDERS  POSSIBLE. 


ACTIVITY  SUMMARY 

Students  are  presentee  with  division  problems  that  have  possible 
remainders.  The  teacher  has  the  option  of  selecting  the  amount  of 
problems  for  the  student  to  work  on  in  a  set.  The  teacher  also  has  the 
option  of  selecting  ihe  types  of  problems  In  each  set  and  whether  a  game 
Is  played  at  the  complttlon  of  each  set  or  not. 

Students  enter  In  their  response  to  the  problem  by  pressing  the 
arrow  keys  to  position  f-e  number,  then  the  number  keys.  There  Is  a 
scratch  pad  provided  at  the  upper  left  hand  corner  of  the  screen. 
Students  press  »s"  for  scratch  pad.  In  this  square  they  can  try  a 
variety  of  multiplication  facts  to  help  them  get  ihe  correct  quotient. 
They  press  an  •R"  for  regrouping  then  Return.  (Return  Is  pressed  after 
the  complete  answer  has  been  entered.  Once  this  occurs  they  must  press 
•s"  again  to  get  back  Into  the  scratch  pad).  The  results  of  their 
multiplication  Is  recorded  In  Another  square  below  the  scratch  pad.  They 
can  use  the  'Results"  box  to  guide  their  choice  of  divisors. 

For  a  correct  sum  on  the  first  try»  the  students  see  a  positive 
message:  'Very  good!  You  made  no  mistakes.*  If  a  st-ident  m-'es  a 
j:.;stake  and  eventually  completes  the  problem,  the  feedback  Is  "Right". 
There  Is  no  feedback  until  tha  student  enters  in  the  full  answer  and 
then  presses  Return. 
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When  the  student  enters  an  Incorrect  quotient  the  feedback  Is:  "That 
Is  not  the  right  number.  Please  try  again." 

If  the  student  responds  incorrectly  twice,  the  program  then  assists 
them  by  Isolating  the  operation  necessary  at  the  bottom  of  the  screen. 

When  students  have  completed  the  set  of  problems,  they  are  provided 
with  a  scoring  frame: 


EX. 


DIVISION 


Problems  worked  5 

Number  of  problems 

Right  on  first  try  3 

You  Can: 

1 .  Do  more  (/>  problems 

2.  Play  a  game 

3.  Return  to  the  main  menu 
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TEACHER  OPTIONS 

1,  Press  Control-S  to  turn  thz  sound  'off"  or  'on"  at  any  point  in  the 

program* 

2.  Press  Control -A  to  get  into  the  teacher  management  at  the  main  menu. 


i 


B 
B 

A.    Tb-  teacher  could  turn  all  the  other  operations  or  activities  B 

•O.i"  except  Division.    Within  the  Division  activity  several  rjj 

modifications  can  be  made  by  moving  the  highlighted  box  with  the  gH 

arros*  keys  and  pressing  the  Return  key:  g 

1.  Select  the  number  of  problems  from  5-25  ~ 

2.  Select  the  Mastery  percentage  from  0\-100V  M 

3.  Select  the  Problem  types:  (See  screen  or  manual) 
^DIVIDING  A  3-  OR  4-DIGIT  DIVIDEND  BY  A  1-DlGIT  DIVISOR  WITH 

A  REMAINDER  POSSIBLE: 

^DIVIDING  A  2-  TO  5-DIGIT  DIVIDEND  BY  A  2-DIGIT  DIVISOR  WITH 
A  REMAINDER  POSSIBLE: 

^DIVIDING  A  4-  OR  5  DIGIT  DIVIDEND  BY  A  2-DIGIT  DIVISOR  WITH 

A  REMAINDER  POSSIBLE  AND  WITH  THE  QJOTIENT  HAVING  AN  B 
INTERNAL  ZERO; 

^DIVIDING  A  3-  OR  4-  DIGIT  DIVIDEND  BY  A  2-DIGIT  DIVISOR  WITH  r-i 

A  REMAINDER  POSSIBLE  AND  WITH  THE  QUOTIENT  ENDING  IN  A  ZERO.  || 

«THESE  SKILLS  EXTEND  BEYOND  MFMT  REQUIREMENTS.  ^ 

B.         The  following  game  modifications  can  be  made:  ^ 

1.  The  game  can  be  turned  'on'  or  'off.  CD 

2.  The  number  of  games  allowed  following  a  set  of  problems  can  d 
be  rn:nged.  Range  is  1-9. 

3.  Other  modifications  specific  to  the  games  can  be  made.  Jg^ 

  B 

SUGGESTIONS  g 

1.  Leave  the  sound  'on"  if  it  does  not  distract  other  students.  Sound  r-j 
is  an  important  part  ot  the  game  and  the  feedback  lets  the  student  ^ 
know  what  is  happening  that  he  might  not  otherwise  notice. 

2.  a.  Limit  the  amount  of  games  to  keep  a  student  on  task  with  th«  math 

problems. 

b.  Review  the  games  with  the  students  prior  to  the  learning  M 

activity.  There  is  extensive  reading  Involved  in  t>^«  directions  q 

and  the  games  &re  chal  lenginf/-  H 

3.  D.T.A.  Applications 

Warm-up  ,  , 

Independent  Practice  mm 
Oulded  Practice 

Vocabulary:    Divisor,  Dividend,  ftjotient^^^  g 
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Company:  MECC  A-201 
Title:      CONQUERING  WHOLE 

NUMBERS 
Activity:  MULTIPLICATION 


OBJECTIVES: 

KFMT  2 • I • 2 
SKILL:  M3 


M7 


Multiply  Whole  Numbers 
MULTIPLY  1  DIGIT  BOTTOM  NUMBER  TIMES  UP 

TO  4  DIGIT  TOP  NUMBER,  NO  REGROUPING; 
MULTIPLY  2  DIGIT  BOTTOM  NUMBER  TIMES  UP 
TO  4  DIGIT  TOP  NUMBER,  REGROUPING* 


ACTIVITY  SUMMARY 

Students  are  presented  vith  multiplication  problems  that  require 
regrouping.  The  teacher  has  the  option  of  selecting  the  amount  of 
problems  for  the  students  to  work  on  In  a  set.  The  teacher  also  has  the 
option  of  selecting  the  types  of  problems  In  each  set  and  whether  a  game 
is  played  at  the  completion  of  each  set  or  not. 

Students  enter  In  their  response  to  the  problem  by  pressing  the 
number  keys,  an  "R"  or  a  for  regrouping  or  carrying,  then  Return. 
(Return  Is  pressed  after  the  cooiplete  ans^rer  has  been  entered)  They 
entwf  In  the  ones,  tens,  hundreds  and  thousands  answer  In  that  order. 

For  a  correct  sum  on  the  first  try,  the  students  see  a  positive 
message:  'Very  good!  You  made  no  mistakes.'  If  a  student  makes  a 
mistake  and  eventually  completes  the  problem,  the  feedback  Is  'Righf* 
There  Is  no  feedback  until  the  student  enters  In  the  full  arswer  and 
then  presses  Return. 

When  the  student  enters  an  incorrect  sum  the  feedback  ?  ftvides 
check  marks  under  the  numbers  In  the  sum  that  are  Incorrect.  There  Is 
also  written  feedback  that  says:  "Vrong.  Please  try  againV 

If  the  student  responds  Incorrectly  twice,  cne  program  then  assists 
them  t>y  guiding  them  through  the  problem  step  by  step.  The  essential 
portion  of  the  problem  Is  highlighted.  If  the  student  makes 
multiplication  errors  a  r*iltlpl icatlon  chart  appears  on  screen  to  assist 
them.  If  they  forget  to  add  the  'carry'  the  addition  problem  appears  at 
^he  bottom  of  the  screen. 
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When  students  have  completed  the  3et  of  problems,  the/  are  provided  with 
a  scoring  frame: 


EX- 


MULTIP.-ICATION 


Problems  worked  5 

Number  of  problems 

right  on  first  try  3 

You  Can: 

1.  Do  more  (x)  problems 

2.  Play  a  game 

3.  Return  to  the  main  menu 
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•i   i 

Jjj^  TEACHER  OPTIONS  g 

HK    Press  Contrcl-S  to      n  the  sound  "off  or  "on"  at  any  point  In    the  „ 

program*  B 
_      2.    Press   Control-A  to  get  into  the  teacher  management  at  the  main 

mm  nienu*  g 

BA.    The  teacher  could  turn  all  the  other  operations  or  activities 

■Of     except  Multiplication.    Within  the  Multiplication  activity  H 

^  .1  modifications  can  be  made  by  moving  the  highlighted  box 

with  the  arrow  keys  and  pressing  the  Return  Key:  H 

HI.  Select  the  nuiiu)er  of  problems  from  5-25  B 

2.  Select  the  Mastery  percentage  from  0%-100%  ■■ 

H3.  Select  the  Problem  types:  (See  screen  or  manual)  Q 

^MULTIPLYING  TWO  FACTORS  WITH  2-  OR  3-DIGITS  AND  NO  P| 

H REGROUPING;  ^ 

#MULTIPLYh^G  A  2-  TO  4-DIGIT  NUMBER  BY  A  2-DIGIT  NUMBER  WITH  K 
REGROUPING; 

|dl  ^MULTIPLYING  A  3-  OR  4-DI6IT  NUMBER  BY  A  3-DIGIT  NUMBER  WITH  B 

■■  REGROUPING;  ^ 

H*MULTIPLYIN6  A  3-  OR  4-DIGIT  NUMBER  BY  A  2-  OR  3-DIGIT  NUMBER  rg 

WITH  REGROUPING  AND  AT  LEAST  ONE  FACTOR  CONTAINING  AN  || 


^  D                           INTERNAL  ZERO.  C3 

9  m  m 

z!Z  B.    The  teacher  can  change  thf  "Regroup"  Phrases.    Tne  phrases  can 

B                 be  change;d  to  "rename"  or  "carry".  These  phrases  will  appear  on  B 

"I  the  students  screen  during  the  problem  solving  process. 

Ijli      C«         The  following  game  modifications  can  be  made:  |^ 

W                 1.  The  gare  can  be  turned  "on"  or  "off".  H 

2.  The  number  of  games  allowed  following  a  set  of  problems  can 

B                     be  changed.  Range  is  1-9.  B 

3,  Other  modifications  specific  to  the  S'-'nes  can  be  made.  ■■ 

i   i 

Q                                 suGGiiisT  I  o^:s  Q 

HI.    Leave  the  sound  "on"  If  it  does  not  distract  other  students.    Sound  B 

is  an  Important  part  of  the  game  and  the  feedback  lets  the  student  ■■ 

g            know  v'lat  is  happening  that  he  might  not  otherwise  notice.  g 

H2.    Modify  the  problem  ty^es  and  phrases  to  the  ones  that  the  student  jrn 
has  had  practice  with* 

H3.    a.  Linit  the  amount  of  games  to  keep  a  student  on  task  with  the  math  B 
prob]'?ms. 

• Q            b.  Review  the  games  with  the  students  prlot  to  the  learning  CI 

IS  activity.  There  is  extensive  reading  hivolved  in  the  directions  H 
gi                and  the  games  are  challenging. 

■                                   .    5G4  H 
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i  B 

H4.    D-T-A,  Applications  rj 

Warm-up  P| 

H Independent  Practice 

Guided  Practice  W 
Vocabulary:    Regroup,  Carry,  Rename, 

5-    See  the  MECC  manual  for  further  Information, 

H  i 

H  ,1 

Hp  H 

Q  Preparation  q 

~~  Because  this  is  a  reinforcrment  activity,  it  is  assumed  that  the  skills  involved  have  already  btsn  ^ 

taught  to  the  students.  Bt^foic  allov^-ing  students  to  use  the  pnsgram,  you  should  review  the  four  C3 

■V  types  of  problems  that  are  availal^e.  u  students  axe  not  ready  for  any  of  the  types  listed  belcw,  [HI 

|jg  those  types  should  be  rumed  off  using  the  Teacher  Options.  g| 


HType  A:   These  problems  stress  'Jie  procedure  when  multiplying  with  a  2-  or  '  C3 

5-digit  number.  For  this  reason,  there  is  no  regrouping  required.  !  Ml 

H  '  Examples:  230  485  412  24  B 
2  ;  2A11  i21  2J2  ~ 

i  Type  B:  These  problems  have  2-  to  4-digIt  multiplicands  and  2<ogii  ir.ultipliers.  mfk 
r-t  ;  Students  will  be  required  to  regroup  while  working  the  problem  "  r-j 

5  ;  Exampici.  59  357  4912  i 

Bi    Type  C:   These  problems  are  slightly  more  difficult  than  type  B  in  thai  ihey  have  3-  or  r— • 

4-digit  multiplicands  and  3-digit  multipliers.  Students  will  be  required  to  fl| 
^_  j                 regroup  while  working  this  type  uf  problem. 

Bi  •  Examples:  529  49U  " 

g '  im      1^  g 


BType  1>:   These  problems  involve  multiplicands  with  3-  or  4-digits  and  m-     Uers  with 
2- or  3-uigits.  Also,  at  least  one  of  the  factors  has  an  miexnal  zcrt.   ^gair.each     :  mi 
problem  will  involve  regrouping.  j 

■  j  '  Examples:  805  9005  823  '  |i 

S"    •         *^        US      ini      liQfi  -  in 

■  > — '  

i  i 

■  ^  i 
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SOFTWARE 
SUMMARY 


Company:  MECC  A-201 
TUle:      CONQUERING  WHOLE 

NUMBERS 
Activity:  SUBTRACTION 


OBJECTIVES: 

MFMT  2.1.2     Subtract  Whole  Numbers 

SKILL:   S8     SUBTRACT  TWO  NUMBERS  WITH  UP  TO  3  DIGITS 
EACh,   ONE  OR  TWO  REGROUPINGS' 

S9     SUBTRACT  TWO  NUMBERS  WITH  UP  TO  4  DIGITS 
EACH,   ONE  TO  THREE  REGROUPINGS. 
^fSKILLS  GO  BEYOND  THE  MFMT  REQUIREMENTS 

INCLUDING  M0R2  THAN  TWO  REGROUPINGS 


ACTIVITY  SUMMARY 

Students  are  presented  with  subtraction  problems  thac  require 
regrouping.  The  teacher  has  the  option  of  selecting  the  amount  of 
problems  for  the  student  to  work  on  In  a  set.  The  teacher  also  has  the 
option  of  selecting  the  types  of  problems  In  each  set  and  whether  a  game 
Is  played  at  the  completion  of  each  set  or  not. 

Students  enter  In  their  response  to  the  problem  by  pressing  the 
number  keys,  an  "R"  or  a  "B"  for  regrouping  or  borrowing,  ^-hen  Return. 
(Return  is  pressed  after  the  complete  answer  has  been  encered)  They 
enter  In  the  ones,  tens  then  hundreds  and  thous^nas  answer  In  that 
order. 

For  a  correct  sum  on  the  first  try,  the  students  see  a  positive 
message:  "Very  good!  You  made  no  mistakes."  If  a  student  makes  i 
mistake  and  eventually  completes  the  problem,  the  feedback  Is  "Right". 
There  is  no  feedback  until  the  student  enters  In  t^3  full  answer  and 
then  presses  Return. 

When  the  student  enters  an  Incorrect  sum  the  feedback  pro^Mdes 
check  marks  under  the  numbers  In  the  sum  that  are  Incorrect.  There  Is 
also  written  feedback  that  says:  "Hrong.  Please  try  again". 
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If  the  student  responds  Incorrectly  ^wlce.  the  program  then  assists 
them  by  guiding  them  through  the  problem  step  by  step.  A  line  crosses 
out  the  number  that  the  borrowing  is  necessary  from.  The  students  enter 
in  the  new  number  then  the  carry  number  over  the  next  column  to  the 
right.  This  continues  until  the  orginal  number  is  large  fiough  for 
subtraction  to  occcur.  If  they  subtract  incorrectly  more  than  twice 
they  are  assisted  with  a  number  line  and  the  written  statement  "  That 
number  is  still  wrong.  Maybe  the  numb?r  line  can  help...**  If  the 
student  continues  to  respond  Incorrectly,  the  sum  is  eventually  given. 

When  the  student  completes  a  set.  they  are  given  a  scoring  frame 
and  three  opt'ons. 

EX.  SUBTRACTION 
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Problems  worked  

Number  of  problems 

right  on  first  try  

You  Can: 

1.  Do  more  (-)  problems 

2.  Play  a  game 

3.  Return      tl.e  main  menu 
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TEACH12R  OPTIONS 


1. 


Press  Control-S  to  turn  the  sound  "off"  or  "on"  ai  any  point  In  the 
prograr.. 

2.    Press  Control-A  to  get  into  the  teacher  management  at  the  meln  menu. 

A.    The  teachf^r  could  turn  all  of  the  other  operations  or  activities 
•Off"  except  Subtraction*    Within  the  Subtraction  activity 
several  modifications  can  be  made  by  moving  the  highlighted  box 
with  the  arrow  rtys  and  pressing  the  Return  key: 

1.  Select  the  number  of  problems  from  5-25 

2.  Select  the  Mastery  percentage  from  0\-100% 

3.  Select  the  Problem  types:  (See  screen  or  manual) 
^SUBTRACTION  WITH  EXACTLY  TWO  REGROUPS  NEEDED; 
^SUBTRACTION  WfTH  EXACTLY  THREE  PSGROUPS  NEEDED; 
^SUBTRACTION  INVOLVING  MINUENDS  WITH  ONE  OR  MORE  INTERNAL 

ZEROES  AND  REGROUPING  ACROSS  THE  ZEROES  REQUIRED; 
^SUBTRACTION  INVOLVING  MINUENDS  ENDING  IN  ONE  OP  MORE  ZEROES 
AND  REGROUPING  TP  THE  ZEROES  REQUIRED. 

^SKILLS  GO  BEYOND  THE  MFMT  REQUIREMENTS  BY  INCLUDING  MORE 
THAN  TWO  REGROUPINGS. 


The  teacher  can  change  the  "Regroup"  Phras  s.    The  phraces  can 
be  changed  to  "rename"  or  "borrow".  These  phrases  will  appear  on 
the  students  screen  during  the  problem  solving  process. 
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The  following  game  modi fi'rat ions  can  be  made: 

1.  The  game  can  be  turned  "on"  or  "off". 

2.  The  number  of  games  allowed  following  a  set  of  problems  can 
be  changed.  Range  is  1-9. 

Uther  modifications  specific  to  the  games  can  be  made. 
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SUGGESTIONS 

1.  Leave  the  sound  "on-  If  It  does  not  distract  other  students.  Sound 
Is  an  Important  part  of  the  game  and  the-  feedback  lets  the  student 
know  what  Is  happening  that  he  might  not  otherwise  notice. 

2.  Modify  the  problem  types  and  phrases  to  the  ones  that  the  student 
has  had  practice  with. 

3.  a.  Limit  the  amount  of  games  to  keep  a  student  on  task  with  the  math 

problems. 

b.  Review  the  games  with  the  students  prior  to  the  learning 

activity.  There  Is  extensive  reading  Involved  In  the  directions 
and  the  gamea  are  challenging. 

4.  D.T.A.  Applications 
Warm-ur 

Independent  Practice 
Gulden  Practice 

Vocabulary:    Regroup,  Borrow,  Rename, 

5.  See  the  MECC  manual  for  further  Information. 
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Score  -  €50 


OBJECT I VESi 


MFMT:     3, 1,2  Plename  Fractions  as  Percents 
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SOFTWARE 
SUMMARY 


Company:    MECC  A-206 
Title:     DECIMAL  CONCEPTS 
Activity:     DECIMAL  BOUNCE 


iOr  this 
included 
percents 


P2     RENAME  FRACTIONS  AS  PERCENTS  ^ 

*This  activity  does  not  correlate  with  the  strategy  given 
objective  in  the  Dcraain  Directory,  However,  it  has  been 
because  some  teachers  may  wish  to  teach  fractions  and 
differently- 


NOTE:    Does  not  ran  on  the  Apple  IM 


ACTIVITY  SUMMARY 

DECIMAL  BOUNCE  is  an  educational  game  that  provides  students  with 
practice  in  coinparing  decimal  numbers  and  couinon  fracti  nr.  The  gai^ie  is 
played  by  guiding  numbers  that  t)ounce  between  two  numbe.  lines.  Points 
are  ecored  for  each  number  properly  placed.  The  speed  can  iDe  9et  before 
starting  the  game  and  can  be  adjusted  after  each  round.  Each  round 
uses  different  number  lines  ^nu  presents  a  total  cf  eight  numbers.  You 
are  allowed  to  oi&3  four  t.  's  during  a  game.  Each  miss  results  in 
losing  one  of  the  bi\lls  located  at  the  bottom  of  the  screen.  Depenc^^ng 
on  the  situation,  students  guide  the  numbers  to  either  the  e:  act 
locations  or  the  intervals  on  the  number  line  that  would  contain  the 
numbers.  The  first  two  rounds  of  DECIMAL  BOUNCE  rely  heavily  on  the 
definition  of  decimal  number?  and  simple  comparisons  between  decimal 
numbers.  Succeeding  rounds,  however.  Include  matching  decimal  numbers 
with  corresponding  coaiDon  fractions.  The  fractions  used  are  halves, 
fourths,  fifths,  eighths,  tenths,  and  hundredths. 


No  records  are  kept  for  this  game. 
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TEACHER  OPT ions 

To  access  teacher  management  options,  press  CONTROL-A  frccn  the  main 
menu.  The  only  option  available  Is  to  select  the  number  of  rounds  per 
game  between  three  and  seven. 


SUGGESTIONS 

The  teacher  should  prevlev  this  activity  to  check  on  the  difficulty 
level,  and  appropriateness  of  the  ^rtlvlty  for  his/her  students, 
Hore  than  one  skill  is  practiced  and  students  may  not  be  able  to 
deal  with  al 1  of  them. 

Set  the  number  of  rounds  in  the  teacher  management  options  to  three 
so  that  onl^'  the  easiest  problems  are  given.    The  easiest  rourd  Is 
round  1  so  students  could  stc^  after  round  1  and  press  Esc  twice  to 
return  to  the  main  menu  and  repeat  round  1, 
D.T,A.  Applications 
Warm-uF 

Independent  Practice 
Vocabulary:  none 
SeeHECC  manual  for  further  information. 
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A  9An«  consists  of  5  rounds. 
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scorod  for  oach  correct  natch 
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tound  4  of  5 
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slow  fast 

Us^  arrows  Co  move.    Press  t<iturn. 
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4  (,r-^r~-^]  SOFTWARE 

SUMMARY 


Your  9oal  in  this  round  ts  to 
9et  as  close  t     0  68  as 
possible  without  90in9  over 


Press  SPACE  BAR  to  continue 


Company:    MECC  A-206 
Title:    DECIMAL  CONCEPTS 
Activity:    DECIMAL  DUEL 


OBJECTIFIES: 


Add  Decimals^ 


xThis  activity  does  not  correlate  directly  with  any  the  skills  listed 
under  Add  Decimals.  However*  it  does  acquaint  students  with  the  concept 
that  decimals  are  parts  of  100.  Students  could  use  decimal  addition 
skills  in  playing  the  gam.. 

NOTE:    Does  not  ^un  on  the  Apple  114 


ACTIVITY  SUMMARY 

DECIMAL  DUEL  is  an  educational  game  that  gives  students  an  opportunity 
to  visualize  decimal  numbers  using  the  unit  decimal  square  model.  The 
game  alsc  gii^es  practice  in  the  mental  addition  of  decimal  numbers.  The 
game  can  ^  played  by  a  single  student  against  the  computer*  or  by  two 
students  p laying  against  each  other.  The  objective  of  the  game  is  to 
get  as  close  as  pos^^ible  to  a  target  value  without  exceeding  it.  A  game 
consists  cf  three  to  seven  rounds.  Target  numbers  are  random  numbers  in 
the  range  of  0.50  to  1.00.  One  round  of  each  game  has  a  target  of  1.00. 
Players  take  turns  selecting  a  number  from  the  three  values  given  (see 
the  pictures).  The  number  selected  is  then  added  to  their  square  as 
they  attempt  to  reach  the  target.  The  numbers  displayed  are  usually  in 
the  range  of  0.01  to  0.25.  A  larger  value,  however,  may  appear 
occasionally*  If  a  player  l3  unsatisfied  with  the  choices  available, 
tho  ?  (Chance)  may  be  selected.  Three  new  numbers  then  appear,  one  of 
which  Bust  be  selected*  When  a  player  has  reached  the  f  "^get  or  gotten 
as  close  as  he  can  without  going  over  he  then  seiects  'OMt.  Scores  are 
kept  for  each  round  equal  to  the  number  oi  :lecimal  places  the  player  was 
/ible  to  fill  in  without  going  over  the  target.  If  he  do.>s  go  over  the 
target,  he  loses  all  points  from  the  round.  If  he  matches  the  target 
exactly,  he  gets  dcibie  points* 

No  records  are  kept  for  this  game. 
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TEACHER  OPTIONS 

To  access  teacher  management  options,  press  CONTROL-A  frocn  the  main 
menu.  The  only  option  available  is  to  select  the  number  of  rounds  per 
game  between  three  and  sevj^n. 


SUGGESTIONS 

1.  Students  should  be  fan^iliar  with  the  use  of  a  unit     cimal  square 
divided  Into  100  parts. 

2.  D.T.A.  Applications 

Warm-up 
•  Independent  Practice 
Vocabulary    outwit,  opponent,  target,  duel 

3.  See  MECC  manual  for  further  information. 
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SOFTWARE 


SUMMARY 


Your  tins  u«s  closs  to 
tho  tines  of  Quick 

ick  <27.2  soconds)  and 
Cruisi'^'  Susan  (27.651 
%<  rt)nds>.    fut  thoso 
;s  m  ordor. 


Pick  the  fastest  ti 

fastest 

27.2 

27  47 

slowest 

■ 

Use  arrous  to  now     Press  Return. 


Company:    MECC  A-206 
Title:    DECIMAL  CONCEPTS 
Activity:     MAZE  RUNNER 


OBJECTIVES: 


MFMT 
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3.3.1 
SKILLS:  Nl 
N2 

N4 

N6 

NS 

NIO 


N12 

RAl 
0D2 


Write  Numbers  in  Words  and  Digits 
Choose  9  Reasonable  Answer  for  a 
Mavhemat ical  Problem 
Order  Decimals 
IDENTIFY  PLACE  VALUE 

IDENTIFY  WORD  NAMES  FOR  ONE  THROUGH 
NINETEEN 

IDENTIFY  WORD  NAMES  FOR  20 
40 ... 90 

IDENTIFY  HYPHENATED  NUMBER  WORDS  FROM 
TWENTY-ONE  THROUGH  NINETY-NINE 
IDENTIFY  THE  WORD  NAMES  FOR  HUNDRED 
AND  THOUSAND 

IDENTIFY  THE  WORD  NAMES  TENTHS  AND 
HUNDRE13THS  FROM  THE  DIGITS  <.l  AND 
.01  > 

RECOGNIZE  THAT  "AND"   REPRESENTS  THE 
DECIMAL  POINT 
ROUND  OFF  NUMBEPS 

ID^'NTIFY  THE  SMALLEST  IN  A  GROUP  OF 
NUMBERS 


NOTE:    Does  not  run  on  the  Apple  lU 


ACTIVITY  SUMMARY 

Students  work  their  way  through  an  Invisible  maze.  The  walls  of  the 
naze  are  displayed  only  after  they  have  been  bumped  into.  After 
students  reach  the  exit,  the  entire  maze  is  revealed.  If  the  student 
fails  to  reach  the  exit  before  time  runs  out,  the  question  set  that 
follows  will  pertain  only  to  the  distance  traveled.  Three  questions  are 
asked  after  each  maze  from  a  total  of  five  possible  questions. 
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HB 
Type  1:    ^Iven  the  time  as  a  decimal  number,  choose  the  correct  written 

Hform  of  the  number.    (Meets  Skills  Nl,  K2,  N4,  N6,  N8,  NIO,  N12)  Q 
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Hou  a«nv  seconds  did 


You  aado  ii«  Crt9ors' 
fr«ss  SPACE  tAR  to  continue 


d  (1  thousandths 


22  and  4€t  thousandths 

224C  and  I  ttnth 

224  and  61  hundredths 


a 

a 

a 
a 
a 

1^     Feedback:     "Wrong.    Please  try  again."    The  Incorrect  answer  Is  then  S 
r-l     muted.    This  continues  until  there  is  only  one  choice  left,  the  correct 
|g|     answer.   Correct  ar.awer  feedback:    "That's  right,  (student  name)!" 

a 
a 

BType  2:  Given  the  distance  run  In  written  form,  choose  the  correct  H 
decimal  number.    (Meets  SUlls  Nl,  N2,  N4,  M6,  N8,  NIO,  N12) 


Us«  Arrous  to  novc     ""rcss  Return 
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Feedback  Is  the  same  as  for  Type  1. 
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Type  3:  Given  either  the  time 
asked  for.    (Meets  Skill  RAl) 


or  distance,  round  It  to  the  place  value 


Please  round  vour  tirtc 
to  the  nearest 
hundredth  of  a  second 
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Wrong  answer  feedback:  'Wrong.  Please  try  again.*  for  flrfH  mistake. 
For  second  mistake,  'Wrong^  Here  is  some  help.*  Then  a  number  line  is 
given  so  that  students  can  visually  see  which  number  Is  closest  for 
rounding  off  a  given  number.  If  they  still  get  It  wrong,  the  activity 
asks,  'Is  it  closer  to  52.7  c  52.8?*  If  they  still  get  it  wrong  by 
typing  another  number,  the  '•ortect  answer  is  given- 
Correct  answer  feedback:    '^hat's  right,  ^student  name)/ 


numbers,  choose  the  smaller  one.  (Meets 
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Type  4:  6l\  n  two  decimal 
skill  0D2) 
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^   Your  tine  uas  30  04 
V  y  seconds  and  Clever 
▼  A    Trevor's  tine  uas 
^    30.42C  seconds  Uhich 
tine  was  faster? 


30.04  seconds 
Thev  are  •^ual. 


Use  arroMS  to  neve,    fress  letyrn. 


/our  tine  uas  30  04 
seconds  and  Clever 
Trevor's  tine  uas 
30  426  seconds  H^ich 
tine  Mas  faster? 


30.04 


30.04  seconds 
Thev  «rt  e^ual. 

30.4?€ 

A  


Use  arroiiS  to  novo.    Press  teturn. 


Wrong  answer  feedback:    "Wrong.    Please  try  again.*  for  firtt  mistake. 
For  the  second  nlstake»  o  number  line  Is  presented  so  that  students  can 
visually  see  vMch  nunber  Is  greater  or  smaller.    If  they  still  get  It 
wrong,  the  correct  answer  Is  given* 
Correct  answer  feedback:    •That's  rlfitit,  (student  name).^ 


Type  5t  Given  three  decimal  numbers,  arrange  t!  em  from  smallest  to 
largest.    (Heets  SKill  0D2) 
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Wrong  answer  feedback:  The  student  Is  given  the  correct  answer. 
Correct  ansv;er  feedback:    'That's  right,  Mary!" 

M  the  end  of  the  activity,  students  are  given  the  number  of  questions 
answered  and  the  number  right  on  the  first  try. 


TEACHER  OPTIONS 

To  access  teacher  management  options,  oress  CONTROL-A  from  the  main 
nenu. 

MAZE  RUKNER  can  be  modified  in  the  following  three  ways: 

1.  The  time  limit  can  be  set  within  the  range  of  40  to  90  seconds. 

2.  The  total  number  of  mazes  presented  may  be  set  between  three 
and  seven. 

3.  The  use  of  thousandths  can  be  disallowed. 

Up  to  75  student  sessions  can  be  stored  on  the  disk.  Once  the  file  is 
full,  the  oldest  sessions  will  t>e  deleted  each  time  a  new  score  is 
saved.  The  results  indicate  the  number  of  questions  answered  correctly 
on  the  first  try.    Student  scores  can  also  be  printed. 


SUGGESTIONS 

1.  Students  who  get  excited  and  continually  press  the  arrow  keys  may 
find  that  the  'MAN*  in  the  maze  does  not  move.  It  is  better  to 
press  the  arrow  key  once  and  wait  for  the  action  to  be  completed 
before  pressing  it  again. 

2.  Students  who  have  difficulty  with  directionality  may  have  difficulty 
with  the  maze. 

3.  Thousandths  are  not  dealt  with  on  the  MPMT  objective  listed  for 
this  program  so  It  Is  best  to  turn  them  off  In  the  teacher 
nanageroent  cations. 

4.  D.T.A.  Applications 

Varm-up 

Independent  Practice 

Vocabulary:    invisible,  maze,  aeter,  round  (off) 

5.  See  the  MECC  manual  for  further  Informp'lon. 
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•1  SOFTWARE  1 
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SUMMARY 


Coivany:  HBCC  A- 124  C3 

R Title:  ESTIMATItW  R 
Activity:  NUMBER  LINE 


i 

OBJECTIVES:  ^ 


H     „r«T.   2...1     READ  SCALES  ON  MEASUREMENT  INSTRUMENTS 

B     skills:     MM2  IDENTIFY  THE  APPROPRIATE  UNITS  OF  » 

B                       MM3  raA?E  TO  THE  NEAREST  WHOLE  UNIT  OF  g 

H                               MEASURE  g 

B   .   g 

g  ACTIVITY  SUMMARY 

HmJHBER  LINE  provides  student,  «ith  Pr-U«  g 

between  labelled  units  on  a  scale  and  "Jimaung  wnc                ^^^^^  g 

HS^uld  be  placed.    It  randor,ly  8*"*;*^"  »  "^^^^^^^             left  and  right  ■» 

^,i?ion  fhis  number  correctly  on  a  number  line  us.ng          ^^^^^^^^  „ 

H    ^orr^^^^t?e^^cSi:t'^^n^^^^^^^^^                    .  tne  answer  i,  wrong.  g 
the  correct  placement  will  be  shown. 

H    practlc.s.re  given.    There  l»  •  "'5^'",=;^';^  «h»t  It  Is  in  term  o<  .  K 

K    there  is  no  expunatlon  o«  h«  It  1»  *c'«°          „ter  cowlet.ng  the  g 

5    value.   Students                S/'f'Te.tlng  the  activity  again  with  10  K 

B    i'!«eV\%\V^C\rre&n{t     -  g 

B                     So^^a-S^-rnrr'^ie-X  a  range  o.  O.OO-.OO  | 

Q    Barked  in  intervals  of  .25.  ^ 

2   —  K 

H                                       TEACHER  OPTIONS  g 
B           .„  „o  teacher  -ag..«nt  *tlo^s  o^her         -  -Ic.  0^*0.. 

B    or  decimal  lnt«'-^*^^°"  O 

n    Bore  applicable  to  the  MFMT.  ^ 

la  B  B  B  B  B  B  iP  H  H  »  ^33BS^ 

Q  E.C.I,  for  E.S.E. 

ERIC 


B  
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SUGGESTIONS  ^ 


HI.  The  whole  number  Interval  selection  should  be  used  to  correspond  to  g 
the  MFMT  W** 
2.  Encourage  students  to  try  to  Increase  speed  as  they  estimate  as  well 

Has  to  Increase  accuracy.  tw* 
3.  Explain  to  students  what  a  tolerance  range  Is  and  how  It  affects  ine  ^ 


H closeness  of  their  answers.  . 
4.  Have  students  keep  track  of  how  many  they  answer  correctly  on  each 

Beet  of  10  questions.  p 
5.  D.T.A.  Applications:  ^ 
,  Warm-up 
B  Independent  Practice 

■I  Vocabulary:  interval 

8 tolerance 
6.  See  the  MECC  manual  for  further  information. 
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SOFTWARE 
SUMMARY 


1^  truth  fr»cii«*»»  SSHjil  %•  ^ 


MFMT  2.1.5 
MFMT  2.1.6 


SKILL: 
SKILL: 
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g  OBJECTIVES! 
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Company:    MECC  A-202   

Title:    FRACTION  CONCEPTS 
ictlvity:  CRUSHER/EQUAL 
FRACTIONS 


Add  Mixed  Numbers 
Subtract  Mixed  Numbers 


FIND  A  COMMON  DENOMINATOR  OR  LOWEST 
COMMON  DENOMINATOR 
A2       RENAME  FRACTIONS  TO  A  GIVEN 
DENOMINATOR 

NCrrE:    DOES  NOT  SUN  ON  ^PPLE  11* 


ACTIVITY  SUMMARY 


Fractions  .ove  along  a  conveyer  belt  into  pUce^    ^^Z,-/ wUh 'a 
fractions  equal   to  ^iven  at   the  top  ot  ^^^^ 

fraction.  The  student  must  P^^s^^*^*  f  ^^^^  tormat  provides  a  sound 
fraction  into  the  funnel  ';'JJ',%'''lJ^^^^^^  the  timer 

stimulus  and  Increase  in  score    or  a. orrecrsp     ^^^^  mcorrect 

turned  o"'  ^^..f  "^!"Uarl  and"  th^stldent  is  yiven  a  tar  ^raph  to 
^vtr;;:- dlf te°?:n": -^etw::^  the  two  fractions. 
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TEACHER  OPTIONS  O 
p„„  control-*  <rc»  th.  m.ln  ^nu  to  access  ts.  ...cS.r  »ana.e.en,  ^ 
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i 
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rlJudent  menu  selections  can  b.  s,.«.n.l.O  If  other  sel.ct.ons 
B  nS?  of  iractlons  in  .n  .ctlv.tv  «n  be  controlled  fre..  .0 

2.  The  s'p.ea'"o".1i;e  conv.vor  belt  -an  be  aojust.d  to  slou.  norfal  or 

3.  P?ess  Control-S  to  turn  the  sound  on  or  off  at  an.  time  In  the 
prograiTi. 


3. 


SUGGESTIONS 

Keeo  the  Caps  Lock  key  down  so  the  student  types  his  name  in  capital 

correct  answers. 
D.T.?-..  Ape"'  icat  ions: 
WarT.-Up 

Indeoenoent  Practice 
Vocabulary,    eq^jal.  compare 
See  MECC  manual  for  further  information. 
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Company:    MECC  A-202 
Title:     FRACTION  CONCEPTS 
Activity:  CRUSHER/ 

PROPER  FRACTIONS 
IMPROPER  FRACTIONS 
MIXED  NUMBERS 


OBJECTIVES: 

bFMT  2  1.7     Multiply  a  Whole  Number  by  a  Fraction 
SKILL:   CI     RECOGNIZE  PROPER  AND  IMPROPER  AND  MIXED 
NUMBERS 

NOTE:  DOES  NOT  RUN  ON  APPLE  11+ 


ACTIVITY  SUMMARY 

act  ions  ard  whole  numbers  move  along  a  conveyor  belt  at  a 
selectes  W.  The  cue  is  given  at  the  top  of  the  screen  'Crush  the 
prcpe-  fractions."  Tne  stuaent  must  press  the  Space  Bar  when  he 
recoonizes  a  proper  fraction  under  the  game's  funnel.  The  ff;action  Is 
the- 'crushed.  Vnen  a  studc:  has  a  correct  response,  a  sound  is  heard 
anc  the  score  increases.  When  the  student  makes  an  Incorrect  response, 
the  correct  name  for  the  fraction  or  the  whole  numtier  appears. 
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TEACHER  OPTIONS 

1.   Press  Control-A  from  the  main  menu  to  access  the  teacher  fr.anaaement 
options. 

A.  Student  menu  selections  can  be  simplified  If  other  selectiors 
are  turned  off. 

B.  The  number  of  fractions  In  an  activity  can  be  controlled  fror  2j 
to  60  (iPMst  be  multiples  of  lO>. 

C.  -Student  results"  gives  student  names,  activity      number  or 
fractions  and  score  achieved  with  possible  score.    Results  can 
be  printed. 

I.  The  speed  of  the  conveyor  belt  can  be  adjusted  to  slow,  normal  or 
fast. 

3.   Press  Control-S  to  turn  the  sound  on  or  off  at  any  time  during  the 
prograT. 


SUGGESTIONS 

1.  Keep  the  Caps  Lock  key  down  so  that  the  student  types  his  name  In 
capital  letters. 

2.  Have  the  student  type  his  first  name  and  last  initial  to  save  time. 

3.  If  it  does  not  disturb  the  other  students,  keep  the  sound  on  so  that 
you  can  listen  to  hew  the  student  Is  progressing. 

4.  D.T.A.  appl ications: 

Warm-up 

Independent  Practice 

Vocabulary:    improper  fraction,  proper  fraction,  whole  number, 
mixed  numter 

5.  See  MECC  manual  for  further  information. 
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SOFTWARE 
SUMMARY 


Company:    MECC  A-196 
Title:     FRACTION  MUNCHERS 
Activity:  EQUAL  FRACTIONS 


OBJECTIVES: 

MFMT  2.1.5  Add  Mixed  Numbers 

MFMT  2.1.6  Subtract  Mixed  Numbers 

SKILL:   R2     REDUCE  FRACTIONS  TO  LOWEST  TERMS 


NOTE:    DOES  NOT  RUN  ON  APPLE  11+ 
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ACTIVITY  SUMMARY 

The  game  is  similar  to  Pac  Man.  Given  a  recJucecJ  fraction,  the  stuaent 
must  maneuver  the  muncher  using  a  four  arrow  keys  (or  a  joysticic  if 
one  IS  connected)  in  a  5X6  gricJ  with  30  squares  containing  not  reouceo 
fractions.  He  must  then  press  the  Space  Bar  to  "muncn''  the  not  reoucea 
fraction  that  equals  the  given  recJuced  fraction.  As  the  stuaent 
progresses,  the  games  become  more  difficult.  The  stuaent  may  press  ? 
for  time  out.  If  he  does,  he  loses  points  but  may  continue  to  play.  An 
entirely  new  session  must  be  started  once  all  four  "munchers"  have  oeen 
lost.  A  muncher  can  be  lost  either  by  having  a  troggie  eat  it  or  by 
getting  a  wrong  answer.  Wrong  answer  feedback  is  a  negative  souno  ano  a 
statement  telling  the  student  what  the  reduced  equivalent  of  the 
fraction  is  that  he  had  'munched.' 


Sorry  your  answer  is  wrong. 
3/18  «  1/6. 

Press  Space  Bar  to  continue. 


The  score  is  shown  at  the  bottom.  Once  a  stuaent  successfully  completes 
a  few  games,  he  Is  given  a  graphic  of  an  Olympic  game  where  the  muncher 
is  a  winner  and  the  troggie  is  a  loser.  He  may  also  be  put  in  the 
Muncher  Hall  of  Fame  if  his  score  is  among  the  10  top  scores  for  that 
act ivity. 


E 
i 

B 

i 

i 
B 

B 


B  B  B  B  B  B  B      B  B  B  B  B  B  B  EM 


ERiC 


E.C.I,  for  E.S.E. 


P.C.C./U.  of  KD.  1988 


584 


.   E 

i 
i 


TEACHER  OPTIONS 

1.  Pres?  Control-A  from  the  main  menu  to  access  the  teach*^*-  management 

options.  ^Arr- 

h.    The  teacher  could  turn  all  the  other  activities  -Off  excep. 

Equal  Fractions-  >  ^^ 

B-    Denomindtor«5  can  De  modified  from  numbers  2  througn  10.  12.  an« 

16;  however,  at  least  four  numoers  must  De  chosen, 
C.    Game  settings  may  be  restored  to  their  original  settings  ano  the 

Kal 1  of  Fame  erased. 

2.  Press  Control-S  to  turn  the  sound  on  or  off  at  any  point  in  tne 
progrdT,. 


SUGGESTIONS 

I.    Leave  the  sound  on  if  it  does  net  distract  other  students,    Sound  is 
an  important  part  of  the  game  ano  the  feedback  and  lets  tne  student 
know  what  Is  happen ino  that  he  might  not  otherwise  notice. 

2-  Listen  for  sound  to  hear  if  the  student  is  progressing  and  getting 
correct  answers.  ^ 

3.  If  the  student  has  difficulty  getting  the  right  answers,  use  the  . 
for  Time  Out.  Let  the  student  figure  out  all  the  right  answers  on 
paper  and  then  go  bacK  to  the  game. 

4.  D.T.A.  Appl icat ions: 

Warm-up 

Independent  Practice 

Vocabulary:    equal  fractions,  equivalent  to 

5.  See  the  MECC  manual  for  further  information. 
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SOFTWARE 
SUMMARY 


Company:    MECC  A-196 
Title:     FRACTION  MUNCHERS 
Activity:  FRACTION 

EXPRESSIONS 
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OBJECTIVES: 

MFMT  2.1.5  Add  Mixed  Numbers 

SKILLS:  R2  REDUCE  FRACTIONS  TO  LOWEST  TERMS 

A3  ADD  FRACTIONS  WITH  LIKE  DENOMINATORS 

NOTE:    DOES  NOT  RUN  ON  APPLE  IH 


ACTIVITY  SUMMARY 

The  game  is  similar  to  Pac  Man.    Given  a  fraction,  the  student  must 
maneuver  the  muncher  using  all  four  arrow  keys  (or  a  joystick  if  one  is 
connected)    in    a    5X6    grid    with    30    squares  containing 
expressions.      He   must    then   press   the  space 
expressions  that  equal  the  given  fraction* 


bar  to 


fraction 
"munch"  tne 


Ex.  Equal  to  1/2 

Possible  answers  might  be:  7/10  +  0;  1/4  +  1/4;  1/12  ♦  4/12;  1/2  ^  0 

As  the  student  progresses,  the  game  becomes  more  difficult.  The 
student  may  press  ?  for  time  out.  If  he  does,  he  has  points  taken  away 
but  may  continue  to  play.  An  entirely  new  session  must  be  started  once 
all  four  munchers  have  been  lost.  A  muncher  can  be  lost  either  by 
having  a  troggle  eat  it  or  by  getting  a  wrong  answer.  Wrong  answer 
feedback  is  a  negative  sound  and  a  statement  telling  the  student  what 
the  reduced  equivalent  of  the  fraction  is  that  he  had  "munched." 

Ex.    Sorry  your  answer  is  wrong. 
1/4  ♦  2/4  «  3/4 
Press  Space  Bar  to  continue. 

The  score  is  shown  at  the  bottom.  Once  a  student  successfully  completes 
a  few  games,  he  is  given  a  graphic  of  an  Olympic  game  where  the  muncher 
is  a  winner  and  the  troggle  is  a  losef.  He  may  also  be  put  in  the 
Muncher  Mall  of  Fame  if  his  score  is  among  the  10  top  scores  for  that 
activity. 
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TEACHER  OPTIONS 

1.  Press  Controls  to  turn  the  sound  on  or  off. 

2.  Press  ControNA  fron  the  naln  menu  to  access  the  teacher  management 

options, 

A.  The  teacher  could  turn  all  the  other  activities  "Off*  except 
FRACTION  EXPRESSIONS,  Within  FRACTION  EXPRESSIONS,  the  game 
must  be  further  modified  td  work  only  with  /addition, 

B.  Denominators  can  be  modified  from  numDers  2  through  10,  12  ana 
16;  however,  at  least  four  numbers  must  be  chosen, 

C.  Game  settings  may  t)e  restored  to  their  original  settings  ana  the 
Ha! 1  of  Fame  erased. 


SUGGESTIONS 

y 

1.  Hodify  the  game  so  that  the  stuaent  deals  only  with  adaition.  (The 
subtraction  and  division  parts  of  FRACTION  MUNCHERS  do  not  correlate 
with  the  problems  on  the  MFMT.)    If  you  are  using  the  program  as  a  . 
review  for  Mixed  Number/Fraction  Operations*  you  could  use  the 
multiplication  and  addition  parts  together. 

2.  Leave  the  sound  on  If  It  does  not  distract  other  students.    Sound  is 
an  Important  part  of  the  game  and  the  feedback  and  lets  the  student 
know  what  is  happening  that  he  might  not  otherwise  notice. 

3.  Listen  for  sound  to  hear  If  the  student  Is  progressing  and  getting 
correct  answers. 

4.  If  the  student  is  having  difficulty  knowing  the  right  answers,  use 
the  ?  for  Time  Out.    Let  the  student  figure  out  all  the  rignt 
answers  on  paper  and  then  go  back  to  the  game. 

5.  D.T.A.  Applications: 

Warm -up 

Independent  Practice 
Vocabulary:    equal  to 

6.  See  the  MECC  manual  for  further  information. 
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OBJECTIVES: 


SOFTWARE 
SUMMARY 

Ccmpainy:    MECC  A- 196 
Title:     FRACTION  MUNCHERS 
Activity:  FRACTION 

EXPRESSIONS 


MFMT  2.1.7  Multiply  a  Whole  JJumber  by  a  Fraction 
SKILLS:   R2  REDUCE  FRACTIONS  TO  LOWEST  TERMS 

Mi  MULTIPLY  A  WHOLE  NUMBER  BY  A  FRACTION 

NOTE:    DOES  NOT  RUN  ON  mil  11  + 
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ACTIVITY  SUMMARY 

The  game  is  similar  to  Pac  Man.  Given  a  fraction,  the  student  must 
maniuver  the  muncher  using  all  four  arrow  ;<eys  (or  a  joystick  jf  one  is 
connected)  in  a  5X6  grid  with  30  squares  containirg  fraction 
expressions.  He  must  then  press  the  space  bar  to  'munch"  tne 
expressions  that  equal  the  given  fraction. 

Ex.  Equal  to  1/3 

Possible  answers  might  be:  i  X  1/3;  2  X  1/6;  1  X  9/10;  1/3  X  1/3 

The  answers  sometimes  involvs  multiplying  a  fraction  by  a  fraction  which 
Is  not  an  objective  of  the  MFMT.  'Equal  to  1/10"  had  quite  a  few 
•fraction  times  a  fraction*  problems:  however,  the  rest  of  the  levels 
aetm  to  have  a  majority  oi  problems  that  deal  with  a  fraction  times  a 
vhole  number. 

As  the  student  progresses,  the  game  becomes  more  difficult.  The  stuaent 
may  press  ?  for  time  out.  If  he  does,  he  has  points  taken  away  but  may 
continue  to  play.  An  entirely  new  session  roust  be  started  once  all  four 
nunchers  have  been  lost.  A  muncher  can  be  lost  either  by  having  a 
troggle  eat  It  or  by  getting  a  wrong  answer.  Wrong  answer  feedback  is  a 
negative  sound  and  a  statement  telling  the  student  what  the  reoucea 
equivalent  of  the  fraction  is  that  he  had  'Bunched.' 


Ex. 


Sorry  your  answer  is  wrong. 
1  X  2/4  «  1/2 

Press  Space  Bar  to  continue. 


The  score  is  shown  at  the  bottom.  Once  a  student  successfully  completes 
a  few  games,  he  Is  given  a  graphic  of  an  Olympic  game  where  the  muncher 
Is  a  winner  and  the  troggle  Is  a  loser.  He  may  also  be  put  in  the 
Huncher  Hall  of  F»jae  If  his  score  is  among  the  10  top  scores  for  that 
activity. 


E.C.I,  for  E.S.E. 


ERIC 


588 


i 

e 

B 

B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 

B  ^ 
£HHBHHBBB|MPHHHBBHH£ 


£B 
B  - 

B 

B  ' 
B 

B  . 
B 

B  ' 
B 

B  : 

B  . 

B  : 

g 

B 
fii 
B 
B 
B 
B 
B 
B 
B 


TEACHER  OPTIONS 
Press  Control-S  to  turn  the  sound  on  or  off. 

Press  Control-A  from  the  main  menu  to  access  the  teacher  manaaement 
options. 

A.  The  teacher  could  turn  all  the  other  activities  'Off  except 
FRftCTION  EXPRESSIONS.  Within  FRACTION  EXPRESSIONS,  the  game 
must  be  further  modified  to  work  only  with  multiol ication. 

B.  Denominators  can  be  modified  from  numbers  2  through  10,  12  ana 
16;  however,  at  least  four  numbers  must  be  chosen. 

C.  Game  settings  may  be  restored  to  their  original  settings  ana  the 
Hal  1  of  Fame  erased. 


SUGGESTIONS 

Modify  the  game  so  that  the  student  deals  only  with  multiplication, 

(The  subtraction  and  c*j vision  parts  of  FRACTION  MUNCHERS  do  not 

correlate  with  the  problems  on  the  MFMT.)    If  you  are  using  the 

program  as  a  review  for  Mixed  Number/Fraction  Operations,  you  coula 

use  the  multiplication  and  addition  parts  together. 

Leave  the  sound  on  if  It  does  not  distract  other  students.    Sound  is 

an  Important  part  of  the  game  ana  the  feedback  and  lets  the  student 

know  what  is  happening  thai  he  might  not  otherwise  notice. 

Listen  for  sound  to  hear  If  the  student  Is  progressing  and  getting 

correct  answers. 

If  the  studen:  is  having  difficulty  knowing  the  right  answers,  use 
the  ?  for  Time  Out.    Let  the  student  ifigure  out  all  the  rignt 
answers  on  paper  and  then  go  back  to  the  game. 
D.T.A.  Applications: 
Warm-up 

Independent  Practice 
Vocabulary:    equal  to 
See  the  MECC  manual  for  further  information. 
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SUMMARY 


Company:    MECC  A- 196 
Title:     FRACTION  MUNCHERS 
Activity:    FRACTION  TYPES 


OBJECTIVES: 

MFMT  2.1.5    Add  Mixed  Numbers  ^„„,,-,,t. 
SKILlT  Rl.  RECOGNIZE  REDUCED  AND  NOT  REDUCED 
FRACTIONS 

MPMT  5»  1  7    Multiply  a  Whole  Number  by  a  Fraction 
SKiIl^'cI     RECOGNIZE  IrOPER  AND  IMPROPER  FRACTIONS 
AND  MIXED  NUMBERS 

NOTE:    DOES  NOT  RUN  ON  APPLE  11+ 


ACTIVITY  SUMMARY 

Given  a  fraction  tyoe.  the  student  must  maneuver  tne  muncher  using  ali 
four  arrow  keys  cor  a  joystick  if  one  is  connected)  ma  5X6  jrid  w 
30  squares  containing  different  fraction  types.    He  must  then  press  the 
|?ac'e  Bar  to  -munch-  the  fraction  which  "Presents  the  type  ina.catea 

As  the  student  progresses,  the         ''''T' "°  n "^if  does   he  JL^^^^^ 
mav  press       to  stop  the  game  if  he  wishes.    If  he  does,  he  has  POints 

What  the  fraction  type  was  that  he  had  -muncheo-* 

Ex.   Sorry  your  answer  Is  wrong. 
5/8  IS  a  proper  fraction. 
Press  Space  Bar  to  continue. 

activity. 


i 

i 
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TEACHER  OPTIONS 

1,  Press  Control-A  from  the  main  menu  to  access  the  teacner  manager.e-.t 

A^^'lhe' teacher  could  turn  all  the  other  activities  "Off"  excep: 
Fraction  Types.    Within  Fraction  Types,  the  game  coula  furtner 
be  modif lea  to  work  with  only  four  of  the  fraction  types: 
Propers  &  Impropers.  Mixed  &  Wholes.  Given  Numerator.  Given 
Denominator.  Reduced.  Not  Reduced.    (Four  types  must  De 
indicated.) 

B.  Denominators  can  t>e  modified  from  numbers  2  througn  lo.  id.  ana 
16:  however,  at  least  four  numbers  must  be  cnosen. 

C.  Game  settings  may  be  restored  to  their  originai  settings  and  tne 
Hal  1  of  Fame  erased. 

2.  Press  Control-S  to  turn  the  sound  on  or  off  at  any  time  in  tne 
program. 


SUGGESTIONS 

1     Leave  the  sound  on  if  it  does  not  distract  other  students.    Sound  is 
'   an  important  part  of  the  game  and  the  feedback  and  lets  tne  stuoen; 
know  what  is  happening  that  he  might  not  otherwise  notice. 

2.  Listen  for  sound  to  hear  if  the  student  is  progressing  and  getting 
correct  answers.  , 

3.  If  the  student  has  difficulty  getting  the  rift  answers,  use  the  . 
for  Time  Out.  Let  the  student  figure  out  all  the  rignt  answers  on 
paper  and  then  go  back  to  the  game. 

4.  D.T.A.  Applications: 
Warm-up 

Independent  Practice  _      ^  ^.o 

Vocabulary:   proper,  improper,  mixed,  whole,  reduced,  not  reducea 

5.  See  MECC  manual  for  further  information. 
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Fraction  Munchers  Award 


Fraction  nuort»rT-s 
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This  award  is  to  certify  that 


is  an  award-winning  Fraction  Muncher! 
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SUMMARY 


Company:    MECC  A-203 
Title:     FRACTION  PRACTICE 

UNLIMITED 
Act  1 V  i  ty :  CHANGER/REDUCE 
FRACTIONS 


OBJECTIVES: 

MFKT  2.1.5  Add  Mixed  Numbers 
MFMT  2.1.6  Subtract  Mixed  Numbers 

SKILL:   R2     REDUCE  FRACTIONS  TO  LOWEST  TERMS 

NOTEi  DOES  NOT  WORK  D^:  XP?Ll  lU 


ACTIVITY  SUMMARY 

Students  are  given  a  fraction  that  needs  reducing.  They  are 
requjrec  to  press  the  appropriate  nuin£??r  keys  and  the  Return  key  in 
order  to  perforc  t^^e  tas^f.  For  a  correct  response,  they  receive  a  sound 
stimulus  and  an  increase  in  score.  With  the  timer  turned  off,  they  are 
given  two  chances  to  answer  correctly.  For  an  incorrect  response,  they 
receive  a  decrease  in  score  and  the  correct  answer  with  a  strategy.  Tne 
strategy  given  is  to  find  the  greatest  cownon  factor  and  divide  the 
parts  of  the  fraction  by  it.  If  they  do  not  reduce  the  fraction  to  its 
lowest  terms^  they  are  given  two  more  chances  to  do  so. 
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TEACHER  OPTIONS 


4. 


Press  Control-A  from  the  main  menu  to  access  the  teacher  manaoement 
Options. 

A.  Student  menu  selections  can  be  simplified  if  other  activities 
are  turned  'Off.'  ^iviwes 

B.  We  recommend  that  the  timer  be  turned  off. 

C.  Denominators  (the  denominator  the  fraction  reduces  to)  csn 
be  adjusted  with  Increasing  difficulty  from  2  through  16. 

Press  Control-S  to  turn  the  sound  or.  or  off  at  anv  point  in  the 
proorsir. . 


SUGGESTIONS 

K?ep  the  Caps  Lock  key  dour,  so  the  student  types  his  name  in  capita! 
letters. 

Have  the  student  type  his  first  name  and  last  Initial  to  save  time. 
Listen  for  sound  to  hear  if  the  student  js  progresslno  and  gettlno 
•correct  answers. 
D.T.A.  Appl icot jcns: 
Warn-up 

Guided  Practice 
Independent  Practice 

VocaDular\:  reduce,  lowest  terms.  G.C.F.  (greatest  common  factor) 
See  MECC  manual  for  further  information. 
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SUMMARY 


Company:    MECC  A-203 
Title:     FRACTION  PRACTICE 

UNLIMITED 
Activity:  CHANGER/RENAME 
FRACTIONS 


OBJECTIVES: 

MFMT  2.1.5  Add  Mixed  Numb'ers 
MFMT  2.1.6  Subtract  Mixed  Numbers 

SKILLS   A2     RENAME  FRACTIONS  TO  A  GIVEN  DENOMINATOR 

NOTE:    DOES  NOT  WORK  ON  APPLE  11+ 

ACTIVITY  SUMMARY 

Fractions  move  along  a  conveyor  belt  and  are  tunneled  into  position 
to  be  rensrned.  A  denominator  is  given  for  the  new  fraction,  and  the 
student  roust  enter  a  number  for  the  nuroerator.  The  game  forroat  provides 
positive  reinforcement  with  sound  and  an  increase  in  score.  With  the 
timer  turned  off.  the  student  is  given  two  trials.  For  the  first 
incorrect  response,  "wrong"  appears  and  possible  points  decrease.  Vjth 
a  second  incorrect  response,  "wrong"  appears  and  the  solution  is  given. 


Ex 


2X3 
3X3 


Muttiplymg  the  numerator  by  3  gives  you  the  right  answer. 
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TEACHER  OPTIONS 

Press  Control-A  from  the  main  menu  to  access  the  teacher  management 
options. 

A.  Student  menu  selections  can'  be  simplified  if  other  activities 
are  turned  'Off/  Denominators  (the  denominator  the  fractior. 
reduces  to)  can  be  selected  with  Increasing  difficulty  from  2 
through  16. 

B.  Ve  recommend  that  the  timer  be  turned  'Off.' 

C.  Difficulty  Level  can  be  aojusted  for  easy,  medium,  or  hard. 

D.  'Student  Results"  gives  student  names,  activity  t.  number  of 
fractions  and  score  achieved  with  possible  score.    Results  can 
be  printed. 

Press  .Control-S  to  turn  the  spund  on  or  off  at  any  point  in  the 
program. 


E 


SUGGESTIONS 

1.  Keep  the  Caps  Lock  key  down  so  the  student  types  his  name  In  capital 
letters. 

2.  Have  student  type  his  first  name  and  last  initial  to  save  time. 

3»    Listen  for  sounc  to  hear  if  the  student  is  progressing  and  getting 
correct  answers. 

4.  D.T.A.    ftppl icat.C"s: 

Warm-up 

Independert  Prart  jce 

Vocabulary:    rea-ce.  lowest  terms.  G.C.F.  (greatest  common  factor) 

5.  See  MECC  manua!  for  further  information. 
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SUMMARY 

Company:    MECC  A-203 
Title:     FRACTION  PRACTICE 

UNLIMITED 
Activity:  SORTER/PROPER  8. 

IMPROPER  FRACTIONS 


OBJECTIVES: 

MFMT  2  1  7  Multiply  a  Whole  Number  by  a  ^,'r**=iiS2^n 
SKILlT  Ri     RECOGNIZE  PROPER  AND  IMPROPER  AND  MIXED 
NUMBERS 

NOTE:  DOES  NOT  WORK  ON  APPLE  II* 
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ACTIVITY  SUMMARY 
Proner  and  imc'oper  fractions  move  along  a  conveyor  belt  at  a 

noise  is  made. 
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TEACHER  OPTIONS 

Press  Control-A  from  the  main  menu  to  access  the  teacher  manaaement 
options. 

A.    Denominators  to  be  used  can  be  selected  from  numbers  2-16. 
Student  menu  selections  can  be  simplified  if  other  activities 
are  turned  -Off.- 

•Student  Results"  gives  student  names,  activity  t.  number  ot 
fractions  and  score  achieved  with  possible  score.    Results  can 
be  printed. 

2.  The  speed  of  the  conveyor  belt  can  be  adjusted  to  slow,  medium  or 
fast  just  before  the  activity  is  selectee. 

3,  Press' Control-S  to  turn  the  sound  on  or  off  at  any  point  in  the 
progroT. 
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B. 

c. 


SUGGESTIONS 

Leave  the  sound  on  if  it  does  not  distract  other  students.    Sound  Is 

inDortant  part  of  the  game  and  the  feedback:  it  lets  the  student 
kncu  what  is  haoDenino  that  he  might  not  otherwise  notice.    It  also 
alerts  the  teacher  of  the  student's  activity.    The  more  sound  that 
IS  heard  often  means  the  student  is  getting  correct  answers. 
D.T.A  Appl icat ions: 
Vsrn-Up 

Independert  Pract !ce 
Vocabulary:  sort,  proper  and  improper 
See  MECC  manual  for  further  information. 
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rrstt  SPACE  •*!  to  Pick  up 


Company:    MECC  ^-203 
Title:     FRACTION  PRACTICE 

UNLIMITED 
Activity:  SORTER/REDUCED 
NOT  REDUCED 


OBJECTIVES: 


MFMT  2.1.5  Add  Mixed  Nuiyibers 
MFMT  2  1.6  Subtract  Mixed  Numbers 
SfS?  i'.l.T  Multiply  a  Whole  Number 


by  a  Fraction 


SKILL:  Rl 


RECOGNIZE  REDUCED  AND  NOT  REDUCED 
FRACTIONS 

NOTE:    DOES  NOT  WORK  ON  APPLE  IH 


ACTIVITY  SUMMARY 


..actions  .ove  e^cn.  a  --yer  .elt  at  a  ^H-te.^pay . ^^^u.ents 

must  press  the  Space  Bar  "JJJ^^  ^^^^'^  i^en  a  correct  response 
•Reduced-  funnel  or  the    Not  ReJ"«d  ^j^yj^g  ,nd  an  Increase 

IS  made,  the  student  is  "warded  with  «  sov^n^j  'n't,  ^  ^^^^^  ^^^^^ 

in  score.  For  an  ^"'^^^"^^^"'^^"Veceives  a  decrease  in  score.  No 
i^^.^r  iT°,"renT;\"e  J?.Vn^t  XV  this  happens.  There  are  10 
fractions  given  in  each  activity. 
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TEACHER  OPTIONS 

1.  Press  Control-A  from  ^he  naln  menu  to  access  the  teacher  management 

options.  _        ^  » .  ..i.o 

A.  Student  menu  selections  can  be  simplified  if  other  activities 

are  turned  'Off.' 

B.  'Student  Results*  gives  student  names,  activity  *,  number  ot 
fractions  and  score  with  possible  score.    Results  can  be 
printed. 

2.  The  speed  of  the  conveyor  belt  can  be  adjusted  to  slow,  medium  or 
fast  just  Defore  the  activity  is  selected. 

3.  Press  Control-S  to  turn  the  sound  on  or  off  at  any  point  in  the 
program. 


3. 


SUGGESTIONS 

Ke^P  the  Caps  Lock  key  down  so  the  student  types  his  name  in  capital 

Hale^the  student  type  his  first  name  and  last  initial  to  save  time, 
listen  for  sound  to  hear  if  the  student  is  progressing  and  getting 
correct  answers. 
D.T.A.  Apcl ications: 
Warm-Uo 

Independent  Practice 
Vccjcv:' 3.-y :    s-ft.  reduced 
See  .1ECC  manui!  for  further  information. 
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SUMMARY 


Cc3(npany:  Mecc  A137 
Title:  Graph 


Objective: 

MFMT    2.3.2  Use  Information  from  Grapns 

Skill:  UGl  Identify  Information  on  a  circle  graph 

UG2  Identify  Information  on  a  bar  graph 

UG3  Identify  Information  on  a  line  graph 

UG4  Identify  Intervals  on  horizontal  or  vertical 
seal es 


Activity  Suirmary 

MECC  Graph    Is  a  utility  program  ^ff "  ^"/'^^ * Vi'^"" P^^^^^^ 
aulcklv    graph    data    they    have    collected.       This  program 

^llmliitef  the  time  consuming  task  oJ,^-°"f,-,^ii"Uly" 
and   enhances   the   time   spent   on   organizing   and  anaiyzir.g 

Inf ormat Ion . 

The  program  will  utilize  two  types  of  data  and  P'^otluce  four- 
different  sty  le  graphs.  The  graphs  scales  and  ranges  may  be 
adjus^eS  and  th?  data  may  be  displayed  In  several  graph 
styles. 

Because  this  Is  a  utility  program  It  Is  highly  recommended 
tSat  a  teacher  read  the  MECC  manual  before  Implementing  the 
p^ogrin!  5here  fs  no  accurate  way  to  summarize  this  program 
without  leaving  out  pertinent  Information. 
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SUGGESTIONS  g 

1.  Have  the  students  collect  data  on  subjects  that  are  Q 
motivating  and  high  Interest  to  them.  q 
Ex.  Fashion,  food.  cars,  telephone  use.  movies...  || 

2.  Use  this  program  with  the  entire  class  as  a  group  D 
activity  initially,  then  with  smal  S'^^ups  until  It  Is  H 
appropriate  to  use  with  each  student  Indlvldualy.  jg 

3.  Having  access  to  a  printer  will  greatly  enhance  the  gj 
effectlvness  of  this  activity.  N 
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Basic  skills  for  the  information  age 
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INTRODUCTION 


MECC  Graph  is  an  easy-to-ise.  flexible  graphing  aid  for  students.   It  is  designed  to 
help  students  quickly  graph  data  they  have  collected. 

Mvrr  Graoh  offers  two  programs  based  on  the  type  of  data  the  students  have 
ScteHLe  nu^b^r  dat'a^id  number  pair  data,  Hame/ncm^r  <»ata  ^^J^ 
and  displayed  in  each  of  three  types  of  graphs:   line.  bar.  or  pie.   Number  pair  data 
can  only  be  displayed  as  a  line  graph. 

With  MFCC  Graoh  students  can  change  their  data  and  adjiBt  the  scale  of  their 
™hs^^^^«rWgVams  aUow  up  to  three  sets  of  data  to  be  entered,  stored,  and 
SsoC'ed  ^  the  s?Jle  of  g7i>h  sSected.  Students  can  display  the  mean,  median,  and 

su?dTd  (l^vlaUon'of  eac'h'Tet  of  data  entered.  ^^'^^.^^  ^.^nVa^naCe^^^  and 
be  printed.    The  printed  data-entry  screens  and  graphs  can  then  be  analyzea  ana 

included  in  student  reports. 

MECC  Graph  is  a  companion  to  the  MECC  Graohing  Primer  package.  MECCGra2niD£. 
^j^lTi^tended  to%einforce  a  student's  basic  understanding  of  the  concepts  of 
graph  construction  and  analysis. 

MFrr  Graoh  operates  on  the  Apple  n  series  of  computers.  The  use  of  two  disk  drives, 
a  data  dl;eUe.Tnd  a  printer  will  greatly  enhance  the  effectiveness  of  these  programs; 
however,  they  are  not  required  equipment. 
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BACKGROUMO  INFORMATION 

I 


MECC  Graph  allows  students  to  use  the  majority  of  their  time  and  effort  analyzing 
the  data  they  collect  and  the  graphs  they  produce.  Students  can  spend  a  great  deal 
of  lime  with  pencil  and  ruler  constructing  graphs.  All  too  often  these  students  spend 
air  of  their  energy  on  graph  construction  and  have  little  left  for  the  important  part- 
analyzing  both  the  data  and  the  graphs. 

Because  graphing  can  take  so  much  of  the  student's  time,  teachers  are  often  reluctant 
to  assign  various  graphing  tasks.  But  MECC  Graph  makes  it  possible  for  students  to 
graph  name/number  data  quickly  and  easily  in  three  different  graph  styles,  to 
manipulate  the  scales  of  line  and  bar  graphs,  and  to  print  and  analyze  graphs. 

MECC  Graph  is  also  a  useful  teacher  utility.  With  these  programs,  teachers  can 
quickly  graph  student-collected  data  in  various  graph  styles  and  scales,  and  print  and 
duplicate  the  graphs  for  discussion.  Before  MECC  Graph,  it  would  have  been  very 
time-consuming  to  prepare  a  class  on  the  best  way  to  display,  manipulate,  and  analyze 
student-collected  data. 

Students  can  end  a  program  at  any  point  where  the  program  is  waiting  for  a  response 
by  pressing  the  Escape  (Esc)  Key  twice. 

The  teacher  can  erase  data  the  students  have  saved  through  a  hidden  teacher  option. 
The  hidden  teacher  option  can  be  accessed  from  the  main  menu  by  pressing  the 
Control  Key  and  the  A  Key  at  the  same  time  (Ctrl-A). 


The  Print  Option 

Students  can  print  out  the  graphs  and  data-entry  screens  that  they  create.  The 
option  (P  =  print)  will  appear  on  the  bottom  of  the  graph  and  data-entry  screens  if 
the  option  is  turned  on.  If  that  option  does  not  appear,  either  the  Print  Option  was 
not  turned  on  or  the  printer  is  not  properly  connected. 

Turn  the  Print  Option  on  by  selecting  Option  4.  "Printer  Support,"  from  the  main 
menu.   "Printer  Support"  allows  you  to: 

1.  identify  the  kind  of  printer  and  interface  card  you  have  connected  to 
your  computer: 

2.  select  the  printer  slot  number; 

3.  test  your  printer; 

4.  turn  the  Print  Option  on  or  off. 

The  raphs  created  with  this  package  can  be  printed  if  you  have  one  of  the  following 
combinations  of  printers  and  interface  cards: 


The  interface  card  must  be  in  Slot  1  or  2.   Refer  to  your  printer  manual  for  further 


Apple  DMP  with  Parallel  Card; 


through  an  Orange  Micro  Grappler 


Card. 


instructions. 
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BACKGROUND  WPORMATIOH  (continued) 


Saving  Dato 

Ud  to  five  daU-entry  screens  can  be  stored  directly  on  thi  MECC  Graph  program 
diskette.  Data-entry  screens  can  be  saved  by  selecting  the  Save  Option  IS  =  save). 
The  Save  Option  is  displayed  below  the  data-entry  screen. 

Additional  data  can  be  stored  by  erasing  unwanted  data  or  by  •nd_^!"/,,; 
data  diskette.  A  data  diskette  can  be  created  by  selecting  Option  5.  "Diskette 
Support,"  from  the  main  menu. 

If  vou  are  electing  to  use  a  data  diskette,  it  would  be  best  to  iiave  two  disk  drives 
connected  to  your  computer.  To  configure  the  program  for  a  one-  or  two-drive 
system,  select  Option  5.  "Diskette  Si^)port,"  from  the  mam  menu. 

To  use  a  two-drive  system,  place  the  program  diskette  in  Drive  1  and  ^^e  data  diskette 
in  C^ive  2.  To  use  a  data  diskette  on  a  one-drive  system,  you  must  replace  the 
ioerTm  diskette  with  the  data  diskette  before  pressing  the  S  Key  to  save  the  data. 
Reverse  the  process  after  the  data  has  been  stored  on  the  diskette. 

Data  can  be  moved  from  the  program  diskette  and  stored  on  a  data  diskette  by  loading 
the  desired  data  onto  the  data-entry  screen  and  then  saving  it  on  a  data  diskette. 
You  can  clear  a  data-entry  screen  to  enter  a  new  set  of  data  by  returning  to  the 
main  menu. 


p  r»  r 
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DESCRIPTION 


MECC  Graph  is  an  easy-to-use,  flexible  graphing  aid  for  students  in  any  subject  area 
in  which  students  collect  and  graph  data.  The  programs  allow  students  to  graph 
name/number  and  number  pair  daU.  Up  to  three  sets  of  data  can  be  entered  and 
graphed.  Name/number  data  can  be  graphed  as  a  line,  bar.  or  pie  graph.  Students 
can  change  the  data  they  enter  and  adjust  the  scale  of  the  graphs  they  produce. 
Data-entry  screens  and  graphs  can  be  printed. 

Topic:  Graphing 

Type:  Student  Utility 

Reading  Level:  7  and  Under  (Flesch) 

Grade  Range:  7-9 

Classroom  Use:  Individual  or  Large  Group 


LEARNING  OBJECTIVES 

After  using  these  programs  successfully,  the  student  should  be  able  to 

•  produce  graphs  based  on  both  name/number  and  number  pair  data; 

•  graph  name/number  data  as  a  line,  bar,  and  pie  graph; 

•  adjust  the  scales  of  the  graphs  produced; 

•  print  both  data-entry  screens  and  graphs. 
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BOW  TO  BUN  THE  MECC  GRAPH  PROGRAMS 


Making  a  graph  with  MECC  Graph  is  as  easy  as  typing  the  data  you  have  collected 
into  a  data-entry  screen  and  pressing  the  letter  G.  That's  almost  all  there  is  to  it. 
On  the  next  couple  of  pages,  you  wUl  find  a  quick  reference  guide  to  each  of  the 
MECC  Graph  options. 

Before  beginning,  however,  you  will  need  to  examine  your  data  and  decide  whether 
it  falls  in  the  category  of  name/niwibcr  data  or  number  pair  data.  There  is  a  separate 
data-entry  screen  for  each  type  of  data  and  separate  options  available. 

Name/number  data  can  be  graphed  as  a  line,  bar.  or  pie  graph. 

Number  pair  data  can  only  be  graphed  as  a  line  graph. 

Look  at  the  following  examples  to  help  you  decide  which  category  your  data  falls 
into  and  then  make  that  choice  from  the  main  menu. 


Name/nurrber  data  \ 

Date  Avg.  Temp. 

January  53 
February  51 
March  49 
April  52 

Number  pair  data 
Trial  Pulse  Rate 


riECC  Graph 


Cra^h  N«r««/Nur)b*r  Data 
Cra^h  NuHb«r  fair  Data 

a^tiMSs 

(•ntral  Infftrfiaiian 
frinitr  Suffort 
Oislctitt  Sw^ort 
Cni 

ch  nuAbtr?  i 
Print  OfiiM  is  OM. 


Designate  your  data  drive  number  as  disk  drive 
1  or  2.   Create  a  data  diskette. 

Turn  the  Print  Option  on  or  off.    Identify  the  printer, 
interface  card,  and  slot  you  are  currently  using.  Test  your 
printer. 

ISee  descriptions  about  each  of  the  programs,  the  use  of  the  Escape  Key  to  end 
1  programs,  and  color  monitor  adjustment. 

eOW  TO  RUN  THE  MECC  GRAPH  PROGRAMS  (continued) 


Deoending  on  the  type  of  data  you  have  and  the  option  you  have  chosen  from  the 
main  menu,  you  will  see  one  of  the  two  data-entry  screens  shown  below. 


Type  the  ;iUes  of  the 
graph  and  the  x-  and 
y-axes,  as  well  as  the 
la^els  for  each  set  of  data 
in  response  to  the  directions 
at  the  bottom  of  the 
data-entry  screen. 


CCxtrctft  and  ^ulft  tatt 
X   fitnuttf  Y-  ratt 


5 

I!', 


7 


LIi 


Mar 


TvPt  vour  v&ph  tltlt 
crrtff  Y  for  htlr  > 


J 


While  the  cursor  is  in  the  data  columns,  you  can  use  the  options  at  the  bottom  of 
the  screen  by  pressing  the  key  shown  for  each  option. 


U,  D,  L.  and  R  Keys 
move  the  cursor  up» 
down,  left»  and 
right  around  the 
data-entry  screen. 
The  arrow  keys  will 
perform  the  same 
function.   The  T  Key 
will  move  the  cursor 
to  the  graph  title 
at  the  top  of  the 
data-entry  screen. 


Press  the  ?  Key 
to  receive  help 
entering  your 
data. 


Utathtr  fortcastin? 
Datt  Ttnptrsturt 


^\  Option*: 


TvPt  data  in  thtst  colunng 


?»htl^  •••avt  i«9raph  B-Pitnu  P'pn 


Press  the  S  Key  to  save 
your  data.  ^^^^ 


Press  the  G  Key  to  graph  the  data 
you  aee  on  the  data-entry  screen. 


Press  the  0  Key  to  return  to  a  menu  giving  you 
the  choice  of  another  type  of  graph.  


Press  the  M 
key  to 
display  the 
mean, 

median,  and 
the 

standard 
deviation 
of  each  of  the 
columns  of 
numbers. 
Press  the  M 
Key  again  to 
clear  the 
statistics  from 
the  "creen. 


[  Press  the  P  Key  to  print  the  data-entry  screen  that  you  see 

6 


above.  | 
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HOW  TO  BUH  THE  MECC  GRAPH  PROGRAMS  (continued) 


You  have  four  options  available  to  you  when  the  graph  of  your  data  is  displayed  on 
the  screen.   Those  options  are  displayed  at  the  bottom  of  the  screen. 


Press  the  A  Key 
to -adjust  the 
scale  of  the  x- 
and  y-axes. 


7e 


Utaihtr  fortcaftin9 


Press  the  Q  Key 
to  return  to  a 
menu  giving  you 
the  option  to 
graph  this  data 
in  another  style. 
(Your  data  will 
not  be  lost.) 


15  l€  17  18  19  2e  21  22  23  24  25  26 
Oatt 

ActualX    o  -  OntOav     O  -  FourDav 


Options:  g.l|d.u,t  ,c.l.  |:cpj-?t^?jt* 


Press  the  C  Key 
to  return  to  the 
data-entry  screen 
and  change  the 
data  you  entered 
there. 


Press  the  P  Key 
to  print  a  copy  of 
the  graph  that 
you  see^  ^ 


In  the  Adjust  Scale  Option,  you  can  change  the  minimum,  maximum,  and  increment 
values  on  the  yaxis  in  the  GRAPH  NAME/NUMBER  DATA  program  and  on  both  the 
X.  and  y-axes  in  the  GRAPH  NUMBER  PAIR  DATA  program. 


To  change  the 
axes  values, 
follow  the 
instructions 
at  the  bottom 
of  the  screen. 


15  16  17  Id  19  2e  21  22  23  24  i5 
Oatt 

O  -  fourOav 


Actual 


OntDav 


Praft  tht  t  or  t  ktv  to  ijowt  tht  EMO 
of  "t  SraPh  Itft  or  rjfht 


Horizontal  and 
vertical  lines 
across  the  graph 
will  show  you 
what  you  will  see 
on  the  new  graph. 
If  you  are 
dissatisfied  with 
the  new  graph, 
adjust  the  scale 
again.  Graphs 
are  not  saved, 
only  data.   If  you 
want  a  record  of 
your  new  graph, 
print  a  paper 
copy.  
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BOW  TO  USE  TBE  PROGRAMS  W  TBE  CLASSROOM 


This  section  of  the  manual  will  address  two  topics: 
I  -  Some  Ideas  for  Classroom  Use 

What  are  some  ways  in  which  the  package  can  be  ul  i  in  the  classroom 
setting? 

n  -  Orientation  Activities 

What  are  some  ways  to  get  the  students  started  and  to  help  them  become 
comfortable  with  each  function  of  the  programs? 

I.       Some  Ideas  for  Classroom  Use 

Business  education,  science,  social  studies,  and  physical  education  are  some  curriculum 
areas  in  which  students  could  gain  a  greater  understanding  of  facts  and  processes  if 
they  were  to  gather  and  analyze  data.  In  most  subject  areas  there  are  many 
opportunities  to  gather  numeric  information,  to  analyze  the  data,  and  to  draw 
conclusions  from  it. 

Students  often  enjoy  the  chance  to  be  actively  involved  in  data-gathering  activities. 
Teachers,  however,  are  often  reluctant  to  assign  graphing  tasks  because  students  find 
the  process  of  drawing  the  graphs  arduous  and  time-consuming.  And,  if  the  students 
should  draw  their  grar*  incorrectly  or  use  an  inappropriate  graph  style,  all  of  ther 
efforts  and  classroom    rne  are  wasted. 

Student  Tasks 

Have  the  students  gather  information  on  any  aspect  of  your  subject  area  that  can 
be  quantified.  If  possible,  duplicate  and  distribute  the  data  sheets  (pages  9  and  10) 
for  them  to  use  as  they  record  their  data.  Have  theip  type  the  data  into  the  MECC 
Graph  data-entry  screen,  graph  the  data,  and  print  the  graph. 

Because  graphing  with  MECC  Graph  is  so  easy,  have  them  produce  line,  bar,  and  pie 
graphs.  Discuss  the  possible  interpretation  of  the  graphs.  Discuss  some  possible 
conclusions  that  can  be  drawn  and  some  possible  implications  of  their  conclusions. 

Teacher  Tasks 

Create  lesson  plans  around  data  related  to  the  topic  at  hand  (from  references, 
textbooks,  or  student  activities).  Type  the  data  into  the  MECC  Graph  data-entry 
screen,  graph  the  data,  print  the  data,  and  duplicate  copies  for  each  student  in  class. 

Discuss  methods  of  collecting  data  and  sources  of  data.  Because  making  r«phs  with 
MECC  Graph  is  so  quick  and  easy,  generate  several  styles  of  graphs  with  the  same 
data.   Discuss  appropriate  and  inappropriate  styles  of  graphs  for  displaying  data. 

Distribute  grephs  on  which  you  have  adjusted  the  data  to  support  some  idea.  Discuss 
how  data  can  be  manipulated  and  how  students  should  analyze  graphs  carefuUy. 
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NAME     /     NUMBER     DATA  SHEET 


TTTLBt 


HORIZONTAL  AXISt 


VERTICAL  AXIS: 


LEGEND 


LABEL: 


LABEL: 


LABEL: 


I-" 

00 


NUMBER     PAIR     DATA  SHEET 


TTTLBt^  

X-AXB  LABELt  Y-AXIS  LAFJEL: 

LINE  At   LINE  B:  LINE  C: 


M 
M 
M 
I 

»-» 

ro 
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n.    Orientation  Aetivities 


MECC  Graph  is  an  easy-to-»Be  graphing  utUity.  Students  are  able  to  use  the  programs 
sueeessrully  with  very  little  instruction.  However,  you  may  want  to  provide  your 
students  with  a  structured  introduction  to  the  use  of  the  MECC  Graph  programs 
before  they  begin  collecting  and  graphing  their  own  dat^.. 

This  section  of  the  manual  provides  you  with  two  student  activities  (pages  12-17  and 
18-20).  These  activities  are  intended  to  provide  the  students  with  ready  data 
appropriate  to  each  graphing  program.  Each  activity  directs  the  students  to  enter 
the  data  and  to  perform  each  of  the  options  possible  within  that  program. 

Each  activity  sheet  can  be  duplicated  and  distributed  to  the  students  as  needed.  You 
may  want  to  discuss  and  reinforce  how  the  two  types  of  data  differ  before  the 
students  begin  these  activities. 

Answers  to  the  questions  in  each  of  these  activities  can  be  found  in  the  "Teacher 
Answer  Keys"  section,  beginning  on  page  21. 
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GRAPH  NAME/MUMBER  DATA  Progr»B  Aetiflty 


You  may  find  the  foUowing  activity  helpful  as  you  try  to  become  familiar  with  how 
to  use  the  GRAPH  NAME/NUMBER  DATA  program. 

Study  the  foUowing  information  and  carry  out  the  t«sks  listed  in  the  activity. 


Suppose  you  wanted  to  study  the  accuracy  of  a  television  station's  weather  forecasts. 

Each  evening  during  the  television  news,  the  meteorologist  gives  the  high  temperature 
for  that  day  and  predicts  the  high  temperatures  for  the  four  foUowing  days. 

For  each  of  twelve  days,  record  the  actual  high  temperature  as  well  as  the  temperatures 
predicted  for  one  and  four  days  in  advance. 

Here  is  the  weather  information      you  may  have  collected  it: 


Date 

The  Actual 
Temperature 

One-Day 
Prediction 

Four-Day 
Prediction 

October  15 

S3  deerees 

52  decrees 

60  decrees 

October  16 

51  decrees 

55  decrees 

65  decrees 

October  r 

47  decrees 

50  decrees 

58  decrees 

October  }i 

43  decrees 

50  decrees 

55  decrees 

October  19 

52  decrees 

51  decrees 

55  decrees 

October  20 

60  degrees 

58  decrees 

SO  decrees 

October  21 

61  decrees 

57  decrees 

48  decrees 

October  22 

52  decrees 

58  decrees 

50  decrees 

October  23 

48  decrees 

50  decrees 

45  decrees 

October  24 

40  decrees 

45  decrees 

50  decrees 

October  25 

49  decrees 

45  decrees 

53  decrees 

October  26 

63  decrees 

58  decrees 

48  decrees 

Use  the  weather  data  shown  above  and  Mi.:C  Graph  to  perform  the  tasks  listed  below: 

•  Enter  the  data  from  the  chart  above. 

•  Display  the  statistics  for  each  set  of  data. 

•  Print  the  data-entry  screen  in  small  size. 
0  Generate  a  line  graph  from  the  data. 

•  Prmt  the  line  graph  in  small  size. 
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Carefully  cut  out  the  data-entry  screen  that  you  printed  and  paste  it  in  the  space 
next  to  the  daU-entry  screen  shown  below.  If  you  have  entered  the  data  correcUy, 
the  two  screens  should  look  alike. 


Heather  Forecasting 
Date  Te«per«ture 


1 


18 
IS 

h 

\< 
j5 
26 


Actual 

i 

47. 
|6 

4! 
4e 


5S 


Fo'jrDsy 
60 


fi 

is 


Carefully  cut  out  the  graph  that  you  created  and  paste  it  in  the  space  next  to  the 
graph  shown  below.  If  the  two  data-entry  screens  above  look  alike,  the  two  graphs 
should  also  look  alike. 


70  t 


«  5c- 
n 

I  42 
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t  28 
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r 
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Weather  Forecasting 


6 


15  16  17  18  19  2e  21  22  23  24  25  26 
Date 

D  -  ftctual      0  -  OneDay     O  -  FourPay 


Carefully  study  the  graph.  Were  the  meteorologist's  temperature  predi.wons  very 
accurate?   ____ 

From  this  graph,  can  you  tell  how  accurate  or  inaccurate  the  predictions  were? 
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Suppose  you  wanted  the  graph  to  make  differences  between  the  actual  and  predicted 
temperatu.es  more  obvious.  To  make  a  graph  that  emphasizes  those  differences,  you 
need  to  change  the  scale  of  the  graph  you  have  just  created. 

Perform  the  tasks  listed  below: 

•  AdjvBt  the  scale  of  the  graph  to  show  greater  differences  between  the 
predicted  and  the  actual  temperatures.  ^     .  , 

•  Print  the  new  line  graph  (small  size)  that  resulted  from  changing  the  scale. 

Carefully  cut  out  the  graph  and  paste  it  in  the  space  below  If  you  h«ve  correctly 
adjusted  the  v-axis  scale,  your  new  graph  should  show  greater  differences  between 
the  actual  and  predicted  temperatures.  It  shoul::  show  up  the  bad  forecasts  more 
clearly. 


Does  the  new  grooh  do  a  be-Bf  job  of  displaying  the  data  and  describing  the  results 
of  the  study  than  your  Tirst  gr-iph  did?  Why  or  why  not? 


Who  might  want  to  use  the  first  graph?  Why^ 


Who  might  want  to  i  sf  the  second  graph?  Why? 
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Perform  the  tasks  listed  below: 


•  Graph  the  same  data  as  a  bar  graph. 

•  Adjust  the  scale  as  you  did  on  the  line  graph. 

•  Print  the  bar  graph  (small  siase). 

Carefully  cut  out  the  bar  graph  and  paste  it  in  the  space  provided 

graph  below.    Which  type  of  graph  Oine  graph  or  bar  graph)  does  the  best  job  of 

displaying  and  describing  the  data  collected?   Why? 
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Perform  the  tasks  listed  below: 

•  Graph  the  same  data  as  a  series  of  pie  graphs. 

•  Print  the  pie  graphs  (small  size). 

Carefully  cut  out  each  of  the  pie  graphs.   Paste  each  graph  in  the  space  provided 

below.   Are  pie  graphs  a  iBoful  way  to  display  this  type  of  data?    Why  or 

why  not? 


Could  the  data  be  rewritten  so  as  to  produce  useful  graphs? 
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Perform  the  tasks  listed  below: 

Record  a  new  set  of  data.  For  both  the  one-day  and  four-day  forecasts. 

•  S^ter  the  nlSr  of  times  the  forecast  was  exact  and  the  number  of 
times  it  was  within  two  degrees,  four  degrees,  six  degrees,  and  so  or.. 

•  Graph  the  data  as  a  series  of  pie  graphs. 

•  Print  the  pie  graphs  and  paste  them  below. 

Ccmipare  the  new  and  old  sets  of  pie  graphs.  Which  set  best  communicates  the 
accuracy  of  the  weather  forecasts? 
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GRAPH  HOMBBR  PAIR  DATA  Program  Activity 


You  may  find  the  following  activity  helpful  as  you  try  to  become  familiar  with  how 
to  use  the  GRAPH  NUMBER  PAIR  DATA  proiram. 

Study  the  following  information  and  perform  each  of  the  tasks  listed  in  the  activity. 


Suppose  you  wanted  to  study  the  effects  of  exercise  on  a  person's  pulse  rate. 

You  would  measure  the  resting  pulse  rate  (beats/minute)  of  several  people.  Yoi 
would  also  take  several  measurements  of  each  person's  pulse  rate  at  certain  times 
while  they  are  doing  the  exercise  and  again  alter  they  have  finished  the  exercise. 

You  would  record  ^ach  person's  pulse  rates  along  with  the  time  at  which  each 
measurement  was  taken. 

Here  is  the  pulse^rate  information  as  you  may  have  collected  it: 


John  Lynn  Mary 


Time 

Rate 

Time 

Rate 

Time 

Rate 

0 

60 

0 

70 

0 

81 

2.5 

75 

2.5 

93 

2.5 

99 

5 

102 

5 

115 

5 

126 

7.5 

77 

11 

84 

8 

111 

10 

63 

13 

81 

11 

101 

12.5 

60 

15 

76 

15 

93 

18 

71 

17 

84 

20 

81 

Use  the  pulse-rate  data  shown  above  and  MECC  Graph  to  perform  .he  following  tasks: 

•  Enter  the  data  from  the  chart  shown  above. 

•  Print  the  data-entry  screen  in  small  size. 

•  Graph  the  data. 

•  «>rint  the  line  graph  in  small  size. 
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Carefully  cut  out  the  data-entry  screen  that  you  printed  and  paste  it  in  the  space 
nexf  to  tht  data-entry  screen  s^own  below.  If  you  have  entered  the  data  correctly, 
the  two  screens  should  look  alike. 


X  Minutes 


Exercise  and  Pulst  Rat* 
Y=  Rate 


2.5 
5  5 

II: 


John 

i' 


Mary 


126 
til 

iv 

81 


Carefully  cut  out  the  graph  that  you  created  and  paste  it  in  the  space  next  to  the 
graph  Shown  below.  If  the  two  data-entry  screens  above  look  alike,  the  two  graphs 
should  also  look  alike. 


R 
a 
t 
* 


130 
184 
78 
52 

e 


Exercise  and  Pulje  Rate 


-4- 


e  e 

A  -  John 


4*1     8*2    12  3    16  4  2e 
Hxnutes 
B  -  Lynn         C  -Mary 


The  differences  between  the  three  sets  of  data  can  easily  be  seen  displayed  on  the 
graph    You  m  ;.  .however,  want  to  change  the  scale  of  the  r'aph  to  emphasize  those 


graph 

differences. 
Perfom  the  tasks  listed  below: 


Adjust  the  s-ale  of  the  r«Ph  to  show  only  thuse  pulse  rates  measured 
between  2  and  10  minutes  and  raise  the  bottom  of  the  graph  to  50  in 
order  to  show  greater  differences  among  each  person's  pulse  rates. 
Print  the  adjusted  graph  (small  size). 
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CarefuUy  cut  out  the  adjusted  graph  and  paste  It  in  the  space  provided  below.  The 
new  graph  wiU  show  just  the  part  you  wanted  to  see  and  the  differences  wiU  appear 
greater  than  on  the  previous  graph.  If  you  have  adjusted  the  scales  correctly,  the 
two  graphs  should  look  alike. 


R 

t 
ft 


Extrcise  arid  Pulse  Rate 


4  6  6 

Mxnutef 
B  -  Lynn         C  -  Mary 
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GRAPH  MAMR/MUIIBBR  DAtA  ?tognm  Aetivity 


You  m*y  find  the  foUowing  activity  helpful  as  you  try  to  become  familiar  with  how 
to  use  the  GRAPH  NAME/NUMBER  DATA  program. 

Study  the  following  information  and  carry  out  the  tasks  listed  in  the  activity. 


Suppose  you  wanted  to  study  the  accuracy  of  l  .elevision  station's  weathef  forecasts. 

Each  evening  during  the  television  news,  the  meteorologist  gives  the  high  temperature 
for  that  day  and  predicts  the  high  temperatures  for  the  four  following  days. 

For  each  of  twelve  days,  record  the  actual  high  temperature  as  v?ell  as  the  temperatures 
predicted  for  one  and  four  days  in  advance. 

Here  is  the  weother  information  as  you  may  have  collected  it: 


Date 

The  Actual 
Temperature 

One-Day 

Prediction 

Four-Day 
Prediction 

October  15 

53  degrees 

52  degrees 

60  degrees 

October  16 

^  51  degrees 

55  degrees 

65  degrees 

October  17 

47  degrees 

SO  degrees 

58  degrees 

October  18 

43  decrees 

50  degrees 

55  degrees 

October  19 

52  desrees 

51  degrees 

55  degrees 

October  20 

60  degrees 

58  degrees 

50  degrees 

October  21 

61  degrees 

57  degrees 

48  degrees 

October  22 

52  degrees 

58  degrees 

50  degrees 

October  23 

48  degrees 

50  degrees 

45  degrees 

October  24 

40  degrees 

45  degrees 

50  degrees 

October  25 

49  degrees 

45  degrees 

53  degrees 

October  26 

63  degrees 

58  degrees 

48  degrees 

Use  the  weather  data  shown  above  and  MECC  Graph  to  perform  the  tasks  listed  below 

•  Enter  the  daU  from  the  chart  above. 

•  Display  the  statistics  for  each  set  of  data. 

•  Print  the  data-entry  screen  in  small  siie. 

•  Generate  a  line  graph  from  the  data. 

•  Print  the  line  graph  in  small  size. 
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r«refuUy  cut  out  the  daU-entry  screen  that  you  printed  and  paste  It  In  the  space 
next  to  the  data-entry  screen  shown  below.  If  you  have  entered  the  data  correctly, 
the  two  screens  should  looh  alike. 


Wtathtr  Fortc*stin9 
O^tt  Ttwperature 


Carefully  cut  out  the  graph  that  you  created  and  paste  it  in  the  space  next  to  the 
graph  shown  below.  If  the  two  data-entry  screens  above  look  alike,  the  two  graphs 
should  also  look  alike. 


78  t 


Weathtr  Forecasting 


15  16  17  18  19  2e  21  22  23  24  25  2t 
0«t« 

0  -  Actual      0  -  OnePay      0  -  FourPay 


Carefully  study  the  graph.  Were  the  meteorologist's  temperature  predictions  very 
accurate?    tt'a  hard  to  tdl. 

From  this  graph,  can  you  tell  how  accurate  or  inaccurate  the  predictions  were? 
Mot  awQy,  beeauM  aU  the  lines  are  ao  doae  togethar. 
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Suppose  you  wanted  the  graph  to  make  differences  between  the  actual  \nd  predicted 
temperatures  more  obvious.  To  make  a  graph  that  emphasizes  t.hose  differences,  you 
need  to  change  the  scale  of  the  graph  you  have  Just  created. 

Perform  the  tasks  Msted  below: 

•        Adjust  the  scale  of  the  graph  to  show  greater  differences  between  the 

predicted  and  the  actual  temperatures* 
a        Print  the  new  line  graph  (small  size)  that  resulted  from  changin^  iht  scale. 

Carefully  cut  out  the  graph  and  paste  it  in  the  space  below.  If  you  have  correctly 
adjusted  tne  y-axis  scale,  your  new  graph  should  show  greater  differences  between 
the  actual  and  predicted  temperatures.  It  ^hould  show  up  the  cxi:d  forecasts  more 
dearly. 


15  l€  17  18  I?  2e  21  22  23  2'i  25  26 


Does  the  new  jjraph  do  a  better  job  of  displaying  '.he  data  ^  i  describing  the  results 
of  the  study  than  your  first  graph  did?  Taa>      Why  or  why  not? 

The  new  graph  is  better  because  the  «ffereooes  between  the  daU  and  plotted  lines 
are  more  easily  aaeo. 

Who  might  want  to  use  the  first  friph?  Why? 

Someone  who  wanted  to  demonstrate  that  wfiather  predieUons  are  nearly  aeeirate. 
Thia  graph  app^ara  to  show  little  ditterr^ot  between  actual  and  predicted 
temperatiraa. 

Who  might  want  to  use  the  second  graph?  Why? 

Someone  who  wanted  to  demon  ^te  that  Tfctthar  predietiom  are  not  very  aeeirete« 
This  graph  emphasisea  U>e  differeneea  between  acnial  and  predicted  temperaturea. 
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Perform  the  tasks  listed  below: 

9       tii«ph  the  same  <.«ta  as  a  bar  graph. 

0       Adjust  the  scale  as  you  did  on  the  line  graph. 

9       Print  the  bar  graph  (small  size). 

CarefuUv  cut  oi;!  the  bar  graph  and  paste  it  in  the  space  provided  next  to  th«  line 
?apht'ow.  Which  type'of  graph  (line  r.phor  bar  graph)  do^^  the  best  ,ob  of 
displaying  and  describing  the  data  coUected?  Unt  graph.  Why? 


It  is  easier  to  see  changw  in  actual  and  predicted  temperature*  on  a  line  graph. 


Page  4  of  t 


ERIC 


2S 

III-197 


6"^ 


Perform  the  tasks  listed  beicw: 

•  Graph  the  same  data  as  a  series  of  pie  graphs. 

•  Print  the  pie  graphs  (smaU  size). 

CarefuUy  cut  out  each  of  the  pie  graphs.  Paste  each  graph  in  the  space  provided 
below.  Are  pie  graphs  a  useful  way  to  display  this  type  of  data?  J?o^  Why  or 
why  not? 

The  daU  tfsplayed  on  these  pic  graphs  makes  no  sense;  It  cannot  be  interpreted. 
Could  the  daU  be  rewritten  so  as  to  produce  useful  grap^^?  T««. 
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Perform  the  tasks  listed  below: 

•  Record  a  new  set  of  d*»ta.  For  both  the  one-day  and  four-day  forecasts, 
enter  the  number  of  mes  the  forecast  was  exact  and  the  number  of 
times  it  was  within  two  degrees,  four  degrees,  six  degrees,  and  so  on. 

•  Graph  the  data  as  a  series  of  pie  graphs. 

•  Prin'  the  pie  graphs  and  paste  them  below. 

Compare  the  new  and  old  sets  of  pie  graphs.  Which  set  best  communicates  the 
accuracy  of  th-:  weather  forecasts?   The  new  set,  which  is  more  easily  interpreted. 
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GRAPH  MUMBBR  PAIR  DATA  Prograa  Activity 

You  may  find  the  foUowing  activity  helpful  as  you  try  to  become  familiar  with  how 
to  ise  the  GRAPH  NUMBER  PAIR  DATA  program. 

Study  the  following  information  and  perform  each  ol  the  tasks  listed  in  the  activity. 

Suppose  you  wanted  to  study  the  effects  of  exercise  on  a  person's  pulse  rate. 

You  would  measure  the  resting  pulse  rate  (beats/minute)  of  several  people  You 
would  also  take  several  measurements  of  each  person's  pulse  rate  at  certain  times 
IhUc  the?  a?e  doing  the  axercise  and  .gain  after  they  have  finished  the  exercise. 

You  would  record  each  person's  pulse  rates  along  with  the  tir^e  at  which  each 
measurement  was  taken. 

Here  is  the  pulse-rate  information  as  you  may  have  coUected  it: 


John 


Lynn  Mary 


Time  Rate  Time  Rale 


Time  Rate 


6u 


70   0  IL 


2.5   75 


5  102 


«  2-5   99^ 

5  126 


10     "        63  1- 


115  5  

%*  8  111 

li  11  101 


12.5   60 


15  76  ^  91 

18  71  17  11 


20   81 


Use  the  pulse-rate  data  shown  above  and  MECC  Graph  to  perform  the  following  tasks: 

•  Enter  the  data  from  the  chart  shown  above. 

•  Print  the  daU-entry  screen  in  sm.  '\  size. 

•  Graph  the  daU. 

•  Print  the  line  graph  in  small  size. 
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CarefuUv  cut  out  the  data-entry  screen  that  you  printed  and  paste  It  in  the  space 
Slct  to  tht  dfilw^^  screen  shown  below.  If  you  have  entered  the  data  correctly, 
the  two  screens  should  look  alike. 


Minutes 


Exercise  and  Pu..<  Rete 


Y 

nn 

lis 

64 

Rate 


1' 

81 

Carefullv  cut  out  the  grapn  that  you  created  and  paste  it  in  the  space  next  to  the 
graph  Ihown  b^lo«.  If  the  two  data-entry  screens  above  look  alike,  the  two  graphs 
Should  also  look  alike. 


4  1     e       12  3    16  4  2e  ^■ 
Minuter 
B  -  Lynn         C  -  Mary  


The  differences  between  the  three  sets  of  data  c  >sily  be  seen  displayed  on  the 
gfTph.  You  may.  however,  want  to  change  the  scale  of  the  graph  to  emphasize  those 
differences. 

Perform  the  tasks  listed  below: 

•  Adjust  the  scale  of  the  graph  to  show  only  those  puke  rates  measured 
between  2  and  10  minutes  .id  raise  the  bottom  of  the  graph  to  50  in 
order  to  show  greater  differences  among  each  person's  pulse  rates. 

•  Print  the  adjusted  graph  (small  size). 
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Carefully  cut  out  the  adjusted  graph  and  paste  It  in  the  space  provided  below.  The 
new  graph  will  show  just  the  part  you  wanted  to  see  and  the  differences  will  appear 
greater  than  on  the  previous  graph.  If  you  have  adjusted  the  scales  correctly,  the 
two  graphs  should  look  alike. 


Extrcire  and  Pulse  Rate 
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Bar  Graphs 
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SOFTWARE 
SUMMARY 


Company:  Mecc  A136 
Title:  Graph  Primer 
Activity:  Bar  Graph 
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Object Ive: 

MFMT    2*3.2  Use  Information  from  Graphs 

Skill:    UG2  Identify  information  on  a  bar  *^raph 

UG4  Identify  Intervals  on  horizontal  or  vertical 
scales 


Act  1 V  i  ty  Summary 


This   program   was    ceslgned    to   reinforce    a  basic 
understanding  of    the      co'^cepts  of   graph   construction  and 

the  use  of   1  Ine ,  bar 
is    Intended   to  be  a 
which   Is  a  graphing 
data  and  create  their 


analysis.     It  reviews  ten.,*  no  logy  and 
and  pie  graphs.      Mecc  Graph  Primer 
compan Ion   to   the  MECC   Graph  program, 
utility  that  allows  students  to  enter 
own  graphs. 


At  the  main  menu  the  student  can  select  a  type  of  graph 
to  review:  #1.  Line  Graphs,  #2.  Bar  Graphs,  #3  Pie  Graphs. 
The  general  information  option  #4  reviews  Mecc  software 
Information  and  Is  not  directed  towards  the  student. 

If  the  student  selects  option  #2,  he/she  will  begin 
the  Exploring  Bar  Graphs  activity.  This  activity  will  help 
a  student  see  how  a  bar  graph  Is  constructed,  how  it  relates 
to  real  life  events  and  how  to  Interpret  a  bar  graph. 

The  student  ha  four  practice  activities  to  choose 
from.  By  pressing  U,  the  program  will  display  a 
description  of  each  activity: 
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2.  Quick  Review:  Provides  a  short  review  o^'^ar  graphs 

3.  Bar   Games:   Allows   you   to   control    events   and  create    a  g 

4.  Find^a^Fact:  shows  you  a  bar  graph  and  then  asks  you  to 
find  specific  data  within  the  graph.       ,     ,  .   K^r-  H 

6    Tell    The  Story:      presents   the   task   of   studying   a  bar  "« 

•  graph  and  creaUng  a  possible  story  describing  the  graph.  Q 
'  A  short  sentence  is  given  to  get  you  started. 

B 

students  enter  their  responses  by  pressing  the  Return  g 

key.    They  press  the  Space  Bar  only  when  it  is  requested  at  M 

the  bottom  of  the  scree".  g 

In  the  activity  Bar  Games,   the  student  creates  a  bar 
graph  by  choosing  one  of  two  activities:  ||| 

1.  Estimate  Time  H 

2.  Test  Your  Typing  Speed 

In  the  first  activity  the  student  is  given  five  chances  Q 
to  estimate  the  length  of  ten  seconds.     The  student  presses 

the  "S"   key   to  start   the  program.     When  he/she   feels  ten  H 

seconds  have  passed  they  press  the  "S"  key  again  to  Ptop  the  ^ 

clock.    The  computer  will  plot  each  attempt  with  a  bar .  kg 

After  the  graph  is  completed,  the  student  i;  presented 
with  two  questions:  IM 

1.  Which  trial  would  you  consider  the  best?  Why?  M 

2.  Which  two  bars  showed  the  greatest/least  variation?  ^ 

These  questions  are  not  to  be  answered  at  the  compute. .  N 
The  program  will   ask  if  the  student  wants  to  print  out  the 

graph   for   further  examination  and   if   the  student  wants  to  || 

create  another  graph.  CD 

The    activity   Test   Your   Typing  Speed  presents  the 
student  with  the  task  of  typing  five  different  words.     They  kg 
can  choose  word   lengths   of   seven,    ^Ight   or   nine    letters.  Wm 
The  student  has  five  attempts  to  type  the  word  correctly  and  a 
the  results  will    be   plotted  on    a  bar   graph.      The  tirst 
fetter  of   a  word  starls  the  clock.     Pressing  Return  after 
each  word  stops  the  clock. 
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 above  are  offered  to  H 


The  same  questions  and  options  as  above  are 
Q     the  student. 
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above. 


The   activity  Find  a  Fact   Is  ^^^^  ^^/^^^^^^^^ 
Below  is  an  example  of  the  screen  display. 


described 


frtUtst  F«rc*ni  incrtatt  in 

i>  north  Easttrn  3>  Urban 
Z>  South  4>  turol 

Uhich  nufvbor^ 


The  activity  Tell  the  Story  Pre-ts  the  studen^^^^^^^ 
graph  and  the  ^Ir^t   Une  of  a    f  „i  j  1  be  In 

information  on  the  fl'^*?^ '    J^*  'J^'^^st  press  delete  or  the 

options: 


1 . 

2. 


Tvpe  another  story  about  this  graph 
Type  a  story  abeut  6  new  graph 
Return  to  bar  graph  menu 


Teacher  Options 

This  program  offers  printer  options  only.    See  the  HECC 
mnual  for  mS?e  information  on  printer  support. 
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Suggest  ions 


The  Quick  Review  portion 
an  Introductory  activity 


of  this  program  cou\d 
with  a  small  group  of 


be  used  as 
students. 


2. 


This  program  Is 
reviewed  by  the 


challenging 
teacher . 


and  should  be  thoroughly 


4. 


Find  a  Fact,  is  a  good  practice  activity  that  best 
Jii-t^hts'tfe  Skin  Sg2  -.^UG4      a  student  s  ou  d  w^^ 

This  program  would  best  be  used  after  '^udentfj  have  been 
instructed  how  to  create  their  own  8^ *P^s.  Teachers 
ni^gbt  want  to  use  the  MECC  Graph  program  in  t  lal  ly 
?if  students  to  motivate  them  to  learn  about 
then  use  this  program  for  further  practice. 


with 
graphs  and 


5. 


6. 


7. 


8. 


If  the  student  Is 
they  should  begin 
option  <»5. 


using  this  program  for  the  first  time 
with  option  tl  then  work  their  way  to 


The  Tell  a  Story  actlvi* 
beyond  the  MFMT  objectives 

Press  the  Escape  key  twice 
get  out  of  an  activity. 


requires  skills  that  are  well 
at  any  point  In  the  program  to 


See  the 
program 


MECC 


manual  for  more  Information  about  this 


Vocabulary: 

Increase 

decrease 

change 

fluctuate 

rise 

decl Ine 

growth 

trends 

data 

rate 

speed 

temperature 
tposltlon  among 
slrnllarltles 
variation 
contrast 
produced 


UTA  appl I cat  I on: 
Guided  Practice  twlth  group) 
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Line  Graphs 


mi  lint  friths  art  ^raun  m 
9rid  syftt^  of  horizontal  ond 
vorticol  lints. 
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SOFTWARE 
SUMMARY 


Company:  Mecc  A136 
Title;  Graph  Primer 
Activity:  Line  Graph 


Object  ive : 

MFMT    2.3.2  Use  Information  from  Graphs 

Skill:    UG3  Identify  information  on  a  line  graph 

UG4  Identify  intervals  on  horizontal  or  vertical 

scales 


Activit/  Summary 


Th  1  s  progr am  was  des  1  gned  to  rein  jice  a  bas  1  c 
understanding  of  the  concepts  of  graph  construction  and 
analysis.  ""t  reviews  terminology  and  use  of  line,  bar  and 
pie  graphs.  Mecc  Graph  Primer  Is  Intended  to  be  a  companion 
to  the  MECC  Graph  program,  which  is  a  graphing  utility  that 
a) lows  students  to  enter  data  and  create  their  own  graphs. 

At  the  main  menu  the  student  can  select  a  type  of  graph 
to  review:  #1.  Line  Graphs,  #2.  Bar  Graphs,  #3  Pie  Graphs, 
The  genera 1  1 n  format  1  on  opt  I  on  #4  rev  1 ews  Mecc  sof  tware 
Information  and  Is  not  directed  towards  the  student. 

If  the  student  selects  option  #1,  he/she  will  begin  the 
Exploring  Line  Graphs  activity.  This  activity  will  help  a 
student  see  how  a  line  graph  Is  constructed,  how  It  relates 
to  real  life  events  and  how  to  interpret  a  line  graph. 


The  student  has 
By  pressing  #1,  the 
each  activity: 


six  practice 
program  will 


activities 
display  a 


to  choose  from, 
descr ipt Ion  of 
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2. 
3. 

4. 
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Quick  Review:  Provides  a  short  review  of  line  graphs. 
L  ne  Games:    Allows  you    to  control    events  and   create  a 
\ ine  graph . 

IJHiS!'."^"*?;,''^^'  present  a  line  graph  of  three  lines.  A 
quest  on  will  appear  below  the  graph.  You  are  to  select 
the  1  ne  that  best  describes  the  events  described  in  the 
question. 

5.  Find  a  Fact:  shows  you  a  line  graph  and  then  asks  you  to 
find  specific  data  within  the  graph, 

6,  Tell  The  Story:  presents  the  task  of  studying  a  line 
graph  and  creating  a  possible  story  describing  cne  graph, 
A  short  sentence  is  given  to  get  you  started. 

Students  enter  their  responses  by  pressing  the  Return 
key. They  press  the  Space  Bar  only  when  it  is  requested  at 
the  bottom  of  the  screen. 

In  the  activity  Line  Games,  the  student  creates  a  line 
graph  by  selecting  a  hcrse  or  a  car.  They  control  the  speed 
of  travel  for  either  of  these  by  pressing  the  number  1,  2. 
or  3  keys  (slow,  medium  and  fast)  or  the  "S"  key  for  stop. 
After  sixty  seconds  the  student  will  see  a  line  graph  that 
represents  the  time  and  distance  that  they  controlled. 
After  the  graph  is  completed,  the  svudent  is  presented  with 
two  questions: 
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1'  How  far  did  the  horse/car  travel? 
2,  Between  what  two  times  did  the  horse/car  travel 
fastest/slowest? 


These  questions  are  not  to  be  answered  at  the  computer. 
The  program  will  ask  if  the  student  wants  to  print  out  the 
graph  for  further  examination. 


The  activity  Which  Line?  is  sufficient  1 y  explained 
Below  is  an  example  the  screen  display: 


T 


Uhich  lint  thOMS  %hm  mumbmr 
c*rt       %hm  ttrttts  Utftrt  and 
tfttr  t  teif  tocctr  %Mmm7 


Mhich  lint? 
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The  activity  Find  a  Fact  Is  also  sufficiently  described  Q 
gj    above.    Below  Is  an  example  of  the  screen  display:  g 
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^etaiots  M  Cuba  product  in 

IMO? 
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The  activity  Tell  the  Story  presents  the  student  with  a 
graph  and  the  first  line  of  a  "story"  that  describes  thf 
Information  on  the  grjtph.  The  student^s  story  will  be  In 
all  capital  letters.  To  edit  they  press  Delete  or  the  back 
arrow  key  and  all  characters  to  t^,e  left  of  the  cursor  will 
disappear.  When  they  complete  the  story,  they  should  press 
the  Return  key.  Next,  they  are  presented  with  three 
opt  ions: 

1,  Type  another  story  about  this  graph 

2,  Type  a  story  about  a  new  gra  h 

3,  Return  to  line  graph  menu 


Teacher  Opt lona 

This  program  offers  printer  options  only.     See  the  MECC 
manual  for  more  inforr^tion  on  printer  support. 


Suggest  Ions 

1.  The  Quick  Review  portion  of  this  program  could  be  used  as 
an  Introductory  activity  with  a  small  group  of  students, 

2.  This  program  is  challenging  and  should  be  thoroughly 
reviewed  by  the  teacher. 


i.c.z.  for  r 
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mm      3.  Which  Line?  and  Flnci  a  Fact,  are  good  practice  actlyitief 

Hthat  best  match  skills  UG3  and  UG4.  A  studei.v  should  B 
work  with  a  teacher  or  aid  on  thee-*  activities  until  N 

H he/she  has  demonstrated  ability  to  use  them  n 
Independently.  H 

H4.  This  program  would  best  be  used  after  students  have  been  B 
'  instructed  how  to  create  their  own  graphs.  Teachers 

H might  want  to  use  the  MECC  Graph  program  In  1 1 la i 1 y  wl th  g 

the  stuaents  to  motivate  them  to  learn  about  graphs  and  N 

g  then  use  this  program  for  further  practice.  g 

^      5.  If  the  student  Is  usl-^g  this  program  for  the  first  time  _ 

Ht^ey  should  begin  with  option  #1  then  work  their  way  to  gg 
option  1^6.  Q 

O  6.  The  Tell  a  Story  activity  require.,  skills  that  are  well  W 
g        *  beyond  the  MFMT  objectives.  g 

"      7.  Press  the  Escape  key  twine  at  any  point  In  the  program  to 

Jjjj^  get  out  of  an  activity.  g|| 

H8.  See  the  MECC  manual  for  Tiore  informal"  Ion  about  this  B 
program.  ^ 

^ijjl      Vocabu )  ary :  Ml 

a increase 

decrease  y— | 

H change  M 
fluctuate 

Hrlse  B 
decline 

growth  CI 

B      trends  M 

data  t— J 

n 

11  3  speed 

i 

H 
i 
i 
i 


temperature 
constant 


B 

DTA  Appl  Ic.       t:  S 

Developmental  Activity  (with  group)  B 
Guided  Practice  (with  group)  ^ 

■ 
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SOFTWARE 
SUMMARY 


Company:  Mecc  A136 
Title:  Graph  Primer 
Activity:  Pie  Graph 


Object  Ivc! 

MFMT    2.3.2  Use  Information  from  Graphs 
?^kill:    UGl  identify  information  on  a  circle 


graph 


Activity  Summary 

This  program  was  designed  to  reinforce  a  basic 
understanding  of  the  concepts  of  graph  construction  and 
anal ysls .  1 1  rev  lews  terml nol ogy  and  use  of  1  ine ,  bar  and 
pie  graphs.  Mecc  Graph  Primer  Is  Intended  to  be  a  companion 
to  the  MECC  Graph  program,  which  is  a  graphing  utility  ""hat 
allows  students  to  enter  data  and  create  their  own  graphs* 

At  the  main  menu  the  student  can  select  a  type  of  graph 
to  review:  #K  Line  Graphs,  #2.  Bar  Graphs,  #3  Pie  Graphs. 
The  general  information  option  *4  reviews  Vecc  software 
information  and  is  not  directed  towards  the  student. 

If  the  student  selects  option  3,  he/she  will  begin  the 
Exploring  Pie  Graphs  .activity.  This  activity  will  help  a 
student  see  how  a  p^e  graph  is  cor  >tructed,  how  it  relates 
to  real  life  events  and  how  to  interpret  a  pic  graph. 

The  student  has  three  pract ice  act  1 vl t ies  to  choose 
from.  By  pressing  #1,  the  program  wi !  1  display  a 
description  of  each  activity: 

*2.  Quick  Review:  Provides  a  short  review  of  line  graphs. 

3.  Pie  Games:  Allows  you  to  control  events  and  create  a  pi^. 
graph . 

4.  Tell  The  Story:  presents  the  task  of  studying  a  pie 
graph  and  creating  a  possible  story  describing  the  graph. 
A  short  sentence  is  given  to  get  you  started. 
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Students  enter  their  responses  by  pressing  the  Ret    n  " 

Hkey .    They  press  the  Space  Bar  only  when  It  is  requested  at  a 

the  bottom  of  the  screen*  IB 

HIn  the  activity  Pie  Gaines,   the  student  creates  a  pie  H 
graph  by  selecting  one  of  two  activities: 

B     li  School  Principal  H 

g|     2;  Pet  Store  Owner  g 

HIr    the   School    Prlnclp^.l    activity    the   student   must  _ 

decide   or    the    number   of    students   that    received   a    letter  || 

grade  of:  A,  B,  C,  D,  or  F-  _ 

■i                        the   Pet   Store   Owner    activity    the   student    must  H 

H distribute    720    fish    into   catagories    of:    Betta,    Catfish.  gjj 

Goldfish,  Guppy,  Neon  or  Zebra.  H 

B              The  program  will  record  the  following  information  and  ^ 
_     create  a  pie  graph: 

H                     ^  H 

■■     1.  The  total  number  ot  i  ^ems 

D     2.  The  number  of  parts  the  total   is  divided  into  D 
■1     3.  The  number  of  items  In  each  part 

B     After  the  graph  is  completed,   the  student   is  presented  with  ^ 

~~     the  request :  q 

■I     "DescrlL**  how  each  part  of  the  pie  graph  compares  to  the 
Cj|     total  amount." 

n             This  request  is  not  to  be  answered  at  the  computer.  q 

B     The  program  will   ask  if  the  student  wants  to  print  out   the  ^ 
graph  for  further  examination. 

H             The  activity  Tell  the  Story  presents  the  student  with  a  WM 

H graph  and  the   first    line   of   a   "story"    that   describes   the  Q 

information  on  the  graph.     The  student^s  story  will   be   in  Em 

Hall  capital   letters.     To  edit  they  press  Delete  or  the  back 

arrow  key  and  all   the  characters  to  the  left  of  the  cursor  m 
^     will  disappear.     When  they  complete  the  story,   fney  should 

B     press  the  Return  key.     Next,  they  are  presented  with  three  || 
options: 

B     1-    Type  another  story  about  this  graph  mt 

H2.     Type  a  story  about  a  new  graph  CI 

3.    Return  to  pie  graph  menu  H 

i  B 
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H   8 

Q  Teacher  Options  Jj^ 

H  This  program  offers  printer  options  only.    See  the  MECC  S 

U  manual  for  more  information  cn  printer  support.  g 

B   i 

BR 

Suggestions  ^ 

H  R 

«  1    Tho  nu\ck  Review  portion  of  this  program  could  be  used  as 

B  In  introductory  activity  with  a  small  group  of  s.udents.  ^ 

B  2.  This  program  is  challenging  and  should  be  thoroughly  g 

revi?wecl  by  the  teacher.  n 

H  " 

D  Jhen  use  this  program  for  further  practice.  g 

2  option  «3.  D 

■  5    The  Tell  «  Story  activity  requires  skills  that  are  well  H 

g  *  beyond  the  MFMT  objectives.  Q 

2  6.  Press  the  Escape  key  twice  at  any  point  in  the  program  to 

■H  get  out  an  activity. 

H7.  See  the  MECC  manual  for  more  information  about  this  g 

nrnaram.  ""^ 
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HH 
Vocabulary: 

Hj          component  fisi 

*7          percent  r-j 

EM         -portion  _ 

H share  W 
values 

H fraction  C3 

total  ME 

H  a 

■■  DTA  appl  Ication: 

H  Introductory  Activity 

„          Developmental  Activity  (with  group)  gj 

H          Guided  Practice  (with  group)  H 

a 

B 

B  ^ 

a  g 

aw 

3  n 

a  " 

i  B 
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SOFTWARE 
SUMMARY 


Cpmpany:  MECC  A- 160 
Title:  MARKET  PLACE 
Activity:    SELL  APPLES 


OBJECTIVES: 


MFMT«     2.3.1  USE  INFORMATION  FROM  TABLES 
2.3.2  USE  INFORMATION  FROM  GRAPHS 
6.1.2  SOLVE  MONEY  PROBLEMS  USING  ADDITION 
AND  SUBTRACTION 
SOLVE  MONEY  PROBLEMS  USING 
MULTIPLICATION  AND  DIVISION 


5.1 .3 


SKILLS: 


UTl   IDENTIFY  INFORMATION  ON  A  TABLE 

UG3  IDENTIFY  INFORMATION  ON  A  LINE  GRAPH 

MAS)   SOLVE  MONEY  PROBLEMS  USING  IDITION 

AND  SUBTRACTION 
MMDl  SOLVE  MONEY  PROBLEMS  USING 

MULTIPLICATION  AND  DIVISION 


ACTIVITY  SUMMARY 

In  SELL  APPLES,  students  set  ^?  their  own  apple  stand  and  then  detenclne 
the  day's  price  for  selling  apples.  The  object  of  the  program  is  to 
figure  out  the  price  that  will  brin'^  «n  the  most  inrone. 

Students  are  asked  to  set  a  price  for  selling  apples  for  one  day.  The 
program  will  give  the  number  of  apples  sold  and  the  Income  for  that  day. 
The  student,  with  help  from  the  computer,  figures  the  income  by 
■ultiplylng  the  price  tlaes  the  apples  sold.  The  information  is  then 
put  in  table  form  day  by  day.  The  table  is  com  ?rted  into  a  line  graph 
to  futher  illustrate  sales  and  Income.  The  students  are  asjked  to 
predict,  baser  on  the  previous  day's  income,  how  they  can  adjust  the 
price  and  earn  ■ore  income.  If  the  best  price  is  hot  determined  in  the 
first  week,  students  have  an  opportunity  to  play  for  three  more  weeks. 

The  best  price  is  a  randomly  generated  number  so  that  it  changes  each 
time  the  students  use  the  program. 
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TEACHER  OPTIONS 
There  are  no  teacher  management  options. 


SUGGESTIONS 

1   Rr-lew  the  vocabulary  before  beginning  the  program. 

2*.  Use  the  student  worksheets  ^^f'.^*^*  "3*1-  .  v«n  as  a  r.«view  of 
<A  review  of  tables  and  graphs  Is  Included  as  wen  «3  « 

dol lars  and  cents. > 

3.  D.T.A.  Applications: 

Developmental  Activity 

?"niS2l«*,f'p'lc.--the  «T«v,nt  .<  l«n.,  .  P.r»,n  P«»  for  . 

product  ,     ,  , 

incoroe--the  money  received  fron  the  sale  of  a 
product 

4.  See  the  MECC  manual  for  futher  instructions. 
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BEFORE  YOU  SELL  APPLES 


Name 


1. 


2. 


 -  .'J>  ' — 

Use  the  graph  to  help  you  answer  these  questions. 

Apple  Stand  Salef 


1 


atJ       15  38 
C«nts/Apple 


What  pr  -e  earned  the  BOfSt  money  during  the  week?  

What  pr.-*  earned  the  least  amount  of  money  during  the  week?  

How  much  money  was  made  when  the  price  was  15  cents  per 
Apple?  

.t two  colony  <^'>:-j^%:\'^rTi:LyZ^^''r^X 

between  ttt  columns. 

Example:    $.02     is  equal  to 
Hi  cents  is 


c 


AFTER  YOU  SELL  APPLES  !S=J 


Name 


1 


Answer  these  questions  after  you  have  used  the  SELL  APPLES  program: 

1.  Were  you  able  to  find  the  "best  p'ice"  fo.  your  apples?  

If  so,  what  was  it?    

Wow  long  did  it  take  you  to  find  the  b<ist  price?  

2.  AS  you  changed  prices,  how  did  the  number  of  apples  you  sold  change? 


3.       AS  the  number 


of  apples  you  sold  changed,  how  did  your  income  change' 


4.       Why  do  stores 


want  to  find  the  best  price  for  their  p-oducts? 


5.       Why  do  stores  sometimes  raise  and  lower  their  prices^ 
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^  SOFTWARE  ^ 

SUMMARY 


conslrucllon 

visit fc3  Mour 
st^nd  todjg 


t^nd  todjg    ,  I  . 


Coapany:  MECC  .'.-160 
Title:  MARKET  PLACE 
Actlvtty:     SELL  LEMONADE 


OBJECTIVES 
MFMT:  2.3.1 
2.1 .14 
5.1.2 
5.1.3 
SKILLS:  UTl 
UF2 

MASl 

MMDl 


Use  Information  from  Tables 

Use  a  Simple  Formula 

Solve  Money  Problems  <+,-) 

Solve  Money  Problems  <x,/) 
IDENTIFY  INFORMATION  ON  A  TABLE 
SUBSTITUTE  NUMBERS  FOR  THE  VARIABLES  IN  THE 
FORMULA 

SOLVE  MONEY  PROBLEMS  USING  ADDITION  AND 
SUBTRACTION 

SOLVE  MONEY  PROBLEMS  USING  MULTIPLICATION  AND 
DIVISION 


ACTIVITY  SUMMARY 


Sell  Lemonade  Is  the  most  challenging 
activities. 


and  Involved  of  the  Market  Place 


In  this  simulation  activity  the  students  set  up  their  own  lemonade 
stand  with  the  goal  of  making  the  greatest  profit.  They  decide  on  the 
price  of  the  lemonade  and  on  the  amount  of  advertising  signs  *nd  glasses 
of  lemonade  to  make.  Their  decisions  are  based  on  several  variables: 
the  amount  of  cash  that  they  have  on  hand,  the  rising  cost  of  materials 
and  random  events  In  the  environment  that  may  effect  their  business. 

As  many  as  thre«i  stands  can  be  operated  at  one  time  so  that  students  can 
coi>pete  with  each  other.  Students  have  an  Initial  operating  budget  of 
$4.00,  and  cash  on  hand  that  llflts  their  spending  on  materials. 

An  animation  of  a  passing  day  is  simulated  including  road  construction 
or  surprise  thurxJerstorm.  Students  can  see  if  these  conditions  helped 
or  hindered  the  day's  sales.  A  dally  sales  report  is  glv«n  which 
Includes  Income,  expenses,  profit  and  remaining  cash  on  hand.  At  the 
end  of  five  days,  students  are  given  a  summary  sales  report  for  the 
•ntlreweek.  If  the  students  wish  to  continue  the  activity,  they  are 
told  that  their  operating  expenses  have  increased  and  the  potential  for 
uncontrolled  disasters  may  also  increase. 
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SUGGEST' jj»S 


4. 


5. 


Review  the  v-:abu1ary  before  working  with  this  program. 
Actlvl^  Insituctlons  wist  be  carefully  read. 
Use  the  student  worksheets  from  the  oanuel. 
D.T.».  Applications: 

Introductory  Activity  (Economics) 
Guided  Practice 

Vocabulary:  price— the  amount  cf  money  a  person  p/iys  for  a 

prodL'Ct 

Income— the  money  recelvec  from  the  s&le  of  a  proauct 
advertising— calling  attention  to  a  product  that  Is 
for  sale 

expenses— the  amount  of  money  that  Is  s.  ^-nt  on  making 

and  advertising  a  product 
profit— the  money  earned  once  all  expenses  have  been 
paid 

cas>>  on  hand— the  total  amount  of  money  you  have  for 
your  business 
See  the  MECC  manual  for  further  Information. 
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g   There  are  no  teacher  management  options. 
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BEFORE  YOU  SELL  LEMONADE 


Ntme 


1.      List  some  ways  ycu  could  advertise  a  real  lemonade  stand. 


2. 


Whf'.  types  of  expenses  do  you  think  you  might  have  in  running  a 
lemonade  stand? 


3. 


If  you  set  a  price  for  your  lemonade  at  $.05  per  glass  ana  you  tell  25 
glasses,  how  would  you  calculate  your  income? 


4.      If  you  had  a  profit  of  $.50,  did  you  make  money  or  lose  money  that  day? 


If  you  sell  30  glasses  of  lemonade  at  $.06  each  and  have  expenses  of 
$1.20.  what  is  your  profit  tjr  that  day? 


6. 


In  managing  a  lemonade  stand,  is  it  better  to  make  a  lot  of  lemon»dc 
and  biive  some  left  over  or  na;;e  a  litUe  and  tell  it  til?  Why? 


7. 


Is  It  better  to  charge  a  low  ?riee  and  sell  a  lot  of  lemonade  or  to  charge 
a  higher  price  and  sell  less  lemonade?  Why? 
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AFTER  YOU  SELL  LEMONADE 


Name  

Answer  the  questions  below  ts  If  yop  were  setting  up  a  lemonade  ftand  to 
na?;e  money  for  yourself.  ^ 

i.       What  price  would  you  ask  for  your  lemoriade?  


2.       Would  you  make  any  ao^rertising  signs  to  put  up  around  the  neighborhood? 
Why  or  why  nott 


3.       Would  you  make  the  same  amount  of  lemonade  each  day  regardless  of 
the  weather  forecast?    Why  or  why  not? 


4.       In  what  ways,  othei^  than  by  using  signs,  could  you  advertise  your 
lemonade  stand? 


5.       How  could  you  cut  down  ^.i  your  expenses  so  that  you  would  make  a 
greater  profit? 


r 
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AFTER  70U  SELL  LEMONADE 
(continued) 


6.       Would  you  rather  operate  a  lemonade  stand  by  yourself  or  with  a  group? 
What  would  be  the  advantages  and  disadvantages  of  each? 


7.       What  do  you  think  would  happen  if  aiiother  lemonade  stand  opened  across 
the  street  selling  lemonade  for  $.02  per  glass  less  than  your  own? 


8.       What  would  you  do  to  change  your  business  if  the  other  lemonade  stand 
kept  cutting  iu  price  to  stay  below  yours? 


Tomato  plants 
for  solo 


SOFTWARE 
SUMMARY 

Co-.'iJ«ny:  H'^.CC  A-160 
T.cl«:  KARKET  PLACE 
Activity:    SELL  PLANTS 


OBJECTIVES I 


MFMTi     2.3.1  USE  INFORMATION  FROM  TABLES 

5.1:2  SOLVE  MONEY  PROBLEMS  USING  ADDITION 

AND  SUBTRACTION 
5.1.3  SOLVE  MONEY  PROLBElMS  USING 

MULTIPLICATION  AND  DIVISION 


SKILLS: 


UTl 
MASl 


ON  A  TABLE 
SOLVE  MONEY  PROBLEMS  USING  ADDITION 
AND  SUBTRACTION 
MMDl  SOLVE  MONEY  PROBLEMS  USINC? 

MULTIPLICATION  AND  DIVISION 


IB 


ACTIVir*  SUMMARY 

Setennlni  h«  ouch  .dvertlalOB  thjy  en  afford  each  day  baaed  on  the 
wcuwlaled  profit  of  the  d4v<8)  before. 

to  Mke  enough  noney  to  go  on  »  field  trip. 

'^T^,  ^;.rt-o"  frr't'h'atX^  if/'^HS 
r::t>Xji«^;,^^^^  -'Sir, 

•^f^"^  w!?.  /r;«  t?J  tkble   .nd  to  decide  if  tdvertiaing  increased 

il'IrVflt'^id  If  Seu'^STfor  the  field  trir  ha,  bee. 

>et.   sound  If  u«d  nm^dCaaeSQ 
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TEACHER  OPTIONS 
There  are  no  teacher  manageinent  optlo; 


1. 
2. 


3. 
4. 


SUGGESTIONS 

Review  vocabulary  before  beqlrnlng  the  program. 
Encourage  students  to  refer  frequently  to      of  signs"  and  "profit" 
columns  on  the  table  to  guide  them  toward  the  optimal   level  of 
advertising  for  the  greatest  profit. 
Use  the  student  worlcsheets  frooi  the  manual . 
OfTA.  Applications: 
Developmental  Activity 
Guided  Practice 

Vocabulary:   price  -  the  amount  of  money  a  person  pays  for  a 

product 

Income  -  the  money  received  from  the  sale  of  a  product 
advertising  -  calling  attention  to  a  product  that  Is 
for  sale 

expenses  -  the  amount  of  money  that  Is  spent  on  making 

an.1  advertising  a  product 
profit  -  the  money  earned  once  all  expenses  have  been 
paid 

5.    See  the  MECC  manual  for  further  information. 
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BEFORE  YOU  SELL  PLANTS 


Name 


Answer  the  following  questions: 

l.'      What  ar.  some  ways,  other  than  making  signs,  that  you  could  advertise 


a  plant  "^rel 


2. 


Do  you  think  iv  i«  a  good  idea  for  the  class  to  try  to  sell  all  of  the 
plants  or  to  have  some  left  over?  Why? 


your  income,  expense,  and  profit? 


Income 

Expense 

Profit 
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AFTER  YOU  SELL  ^^LANTS 


Name 


Answer  the  following  questions: 

i.       Why  did  advertising  affect  the  number  of  plants  you  sold? 


/ 


2.       If  you  kept  making  more  and  more  signs,  do  you  think  you  would  continue 
to  sell  more  plants? 


ADVERTISWG:  WHAT  DO  YOU  THINK? 


Name 


Directions: 

Put  a  1  t)y  tha  choice  that  you  like  best,  k  2  by  your  second  choice,  and  a  3 
by  your  last  choice. 

A.  Which  irind  of  advertising  do  you  pay  the  most  attention  to? 

  radio 

 television 

 p*-  "spapers 

B.  If  you  wanted  to  buy  something,  how  would  you  get  information  about 
the  thing  you  wanted  to  buy? 

 ask  a  friend  or  parents 

 ask  the  salesperson  in  the  store 

reac  ads  for  the  different  brands  of  what  you  war..ed  to  buy 


C.      What  is  the  most  important  thing  to  consider  when  buying  something? 

 price 

^^^^  how  well  something  is  made 
 how  weU-known  the  company  is  that  made  the  product 

Circle  the  answer  that  best  describes  the  way  you  feel: 
I  think  that  ads  are: 

always  truthful 

mostly  truthful 

mostly  l;es 

always  lies 
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SUMMARY 
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Company:  WECC  A-738 

Title:    MATHEMATICS    VOL.  3 

Activity:  PERIMETERS 


OBJECT I VESx 
MFMTt  3.2.1 


riND  THE  PERIMETER  AND  AREA  OF  SIMPLE 
POLYGONS 


SKILLS!     MPAl   IDENTIFY  A  SQUARE 

MPA2  IDENTIFY  A  RECTANGLE  „^o.«„e 
MPA3  COMPUTE  THE  PERIMETER  OF  VARIOUS 
POLYGONS 


ACTIVITY  SUMMARY 

PPPIMFIERS  alves  the  students  a  definition  of  perleeter  and  then 
ISlJucS'them m  calculating  the  perimeter  of  th'  :onowlng  6  shape* 
using  the  basic  formulas  lU"' 

i.  Square:   P«  4s 

b.  Rectangle:   P«  2<l*w) 

c.  Parallelogr    :    P»  2<b-rh) 

d.  Rhombus:    P«  48 
t.  Trapezoid:  p»  a  ♦  b  ♦  c  ■♦  d 
f.  Triangle:  ?•  a  ♦  b  ♦  c 

wf  MECC  activity.  SHAPES  OP  POLYGONS  froo  the        P/f  ^.Jj 
,d  prerequisite  for  using  this  program.   As  the  students  do  the 
thi^v  Aould  fill   in  Worksheet  §3  frotn  the 
iJJdouVMn  i  used  for  lefercnce  as  the  students  do  the 


in  expect 
tutor 
coopleted 


practice  problem  option. 

30  practice  probleiss  ^^^^^^'^^^T^^       Sroblens  were  solved 

end  of  the  practice  problems  that  shows  how  wny  P^*'*^ 
correctly  on  the  first  attwt.  There  .c  no  sound  to  the  program. 
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TEACHER  OPTIONS 

The  teacher  can  deslde  whether  to  do  the  instruct lona]  lesson  first  or 
have  the  students  go  directly  to  th<>  practice  problems  for  irill.  The 
teacher  can  also  indicate  to  the  student  how  many  practice  i^roblems  to 
key  in. 


1. 
2. 


4. 


*^'JGGESmONS 

Students  should  compute  thi;  prograni,  SHAPES  OF  POLYGONS, 
same  disk  before  doing  this  program. 
Worksheet  13  shsuld  be  done  to  aid  students 
formulas. 

D.T.A.  Applications: 
Varm-up  (practice  problems) 
fjevelopmental  Activity  (instructional  lesson) 
Guided  Practice  (practice  problems  after  using 

instructional  tess-o") 
Independent  Practice  (practice  problems) 
See  HECC  manual  for  further  information. 
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PERIMSTBR  FORMULAS 


Name: 


As  you  run  the  progra 
reference. 


m  PERIMETERS  copy  the  lormulas  on  this  sheet  for  your 


PERIMETER  OF  A  SQUARE 


PERIMETER  OF  A  RHOMBUS 


PERIMETER  OF  A  RECTANGLE 


S2 


SI 


S3 


S4 


PERIMETER  OF  A  TRAPEZOID 


PERIMETER  OF  A  PARALLELOGRAM 


SI 


S2 


PERIMETEE  OF  A  TRIANGLE 
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PERIMETER  FORMULAS  (Page  I) 


HOW  .M.  you  h...  nnUh..  runnin,  PERU  cTERS^rvM.^-^^ 
word  "pcrime:cr": 


■„  th.  "»r«ti«  problems",  r«.rd  th.  number  of  pr.=ti«  Problems 
After  running  the  pracuce  yvw 
you  did  and  your  score. 


NUMBER  OF  PROBLEMS 


SCORE 
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SOFTWARE 
SUMMARY 


Company:    MECC  A- 738 
Title:    MATHEMATICS-  VOL.  3 
Activity:    SHAPES  OF  POLYGONS 


OBJECTIVES: 
MFMT :  3.2.1 


SKILLS: 


FIND  PERIMETER  AND  AREA  OF  SIMPLE 
POLYGONS 

MPAl     IDENTIFY  A  SQUARE 
MPA2     IDENTIFY  A  RECTANGLE 


ACTIVITY  SUMMARY 

SHAPES  OF  POLYGONS  Is  a  drill  and  practice  exercise  on  6 
basic  shapes:  rectangle,  square,  parallelogram,  rhombus,  trapeze! J  ana 
triangle.  The  program  displays  a  shape  on  the  screen.  ^ 't"^'" 
asked  to  select  the  name  of  that  shape  from  a  list  of  6  "^'I* 
figure  is  a  rho»nbu8  and  a  student  choost-  -paral leiograit/  the 
win  be:  -Correct,  but  there  is  a  better  answer.'  J^e  ''"'^fJ^iJ 
expectea  to  answer  the  aost  specific  name  for  the  «hape.  H  wo 
incorrect  ehoices  are  cade,  the  program  will  indicate  what  the  correct 
choice  18. 

The  student  can  ask  for  up  to  30  questions.    Handcjit  sheet  •!  frojn^he 
Mnual  is  expected  to  be  completed  »>*  o«  PJ^^^^L.-r^^^^^^ 
sheet  12  8ho.jld  be  used  after  completing  the  program      ^«*»^*»  J^SJt 
overlap  of  definitions  of  some  shapes.    The  teacher 

and  rhomb..ses  night  appear  sli*tly 
ftonltci-  used,  and  should  note  this  to  t{ ,  students.    There  is  nu 
to  the  program. 
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TEACHER  CPTIONS 


There  are  no  teacher  options  other  than  to  Indicate  to  the  students  how 
many  drill  problems  to  key  in  (up  to  30>. 


SUGGESTIONS 


the 


3. 


5. 


6. 


Worksheet  il  from  the  manual  should  be  conjpleted  before  using 
program  and  should  be  available  during  the  use  of  the  Prosf*"*-  ^ 
Bnphaslze  to  students  about  the  overlap  In  the  classification  o. 
shapes  and  the  use  of  the  most  specific  name  possible. 
Worksheet  12  from   the  manual    is  a  good   follow-up   to  use  in 
discussion  of  the  classification  overlapping.  .„«^r.rt 
Have  students  keep   track  of  how  many  questions   they  answered 

correctly. 

D.T.A.  Applications: 
Warm-up 

Independent  PractKe 
Vocabulary:  rectangle 
square 

paral lelogram 
rhnmbus 
trapezoid 
triangle 

See  the  MECC  manual  for  further  information. 


-CEOnETRlC  SHftPES- 

THE  rHOCRftM  THftI  FOLLOWS  HILL  CIUE 
YOU  fRftCTlCE  IH  iOENTlFYlHC  SIX 
IftSIC  CEOfETRlC  SHAPES. 


BEFORE  VOU  HftRT  YOU  »HOULO  COMPLETE 
HftNDOUT  •!  -  CEOriETRlC  SHftPES. 


Prtu  •$poc»  lor"       9©  on 


i  .    THE  »H«PC  tELCU  :t  A  • 

1>  RECTftH&tE 
2  iQUAKE 
3)  PARftLLELOCRftl 
•()  RHOniUS 

5>  TMPE20I0  ^; 
TRIftHCLE 
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CHOOSE  (\  HUHBER  <i-<> 


 ^« 


1 


GEOMETIUC  SHA?ES 


You  «m  M  =.lcul.tin6  p.rimet«  mi  f  ""•jf,trm^%?^: 

G«n,.tric  -  figure  wM=h  «.  m.*  up  of  .t™i8ht  lln«,  tri».El.s, 
circles  or  other  regular  forms. 


SHAPES 


study  the  group  of  shapes  to  find  out  what  is  rimilar  between 
S  a  definition  for  the  shape  based  on  the  «mUarities  you 

3       HavTy^^ur  teacher  check  your  definitions. 

Run  "GEOMETRIC  SHAPES". 
5'       Revise  your  definitions  If  necessj^ry. 


BECTANGLE 


1. 
2. 


Revised  definition; 


ERIC 
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GEOMETRIC  SHAPk^  (Page  S) 


RHOMBUS 


Your  definition:  


Revised  definition 


TRAPEZOID 


Your  definition: 


Revised  definition 


GEOMETRIC  SHAPES  (Page  4) 


TRIANGLE 


Your  definition: 


RevisecJ  definition: 


Have  your  ttacher  look  at  '^our  definitions". 

Then  run  "GEOMETRIC  SHAPES"  on  the  Teacher 

microcomputer  and     -ise  your  definitions  Initials 

if  necessary.   Recort  your  number  of  problems 

and  score  below: 

Number  of  ,  oblems:   

Score: 


After  running  the  program,  look  at  the  design  below.  What  shapes  caii  you  find 
and  how  many  of  each  shape? 


711-240 


GEOMETRIC  SHAPES  FLOWSHEET 


Name  . 

Use  the  flowshset  to  identify  the  shapes  shown  below.  The  Unes  below  eech 
SvTpe  are  numbered.  Number  1.  would  be  the  name  of  the  largest  group  the 
shape  belongs  to,  followed  by  more  specific  names  or  name. 


III-241 


ERIC 


Q  o 


TrUngle 
STOP 


GEOMETRIC  SHAPES  FLOWSHEET  (Page  2) 

No 


Does  it  have  straight  sides? 


Yes  ^ 
How  many  sides?  | 


^ot  a  polygon^ 
iSTOP 


Does  it  have  at  least 
1  pair  of  parallel  sides? 


Ye. 


(Is  it  a  Trapezoid^ 
CONTIVUE  J 


Does  it  have  2  pairs 
of  parallel  sides? 


No 


(It  is  a  Parallelogram^ 
_  rONTINUE  y 


Are  all  the  sides 
same  length? 


It  is  a  Rhombus 

CONTINUE 


No 


.STOP  yNo 


Are  aB 

angles  sq'iare? 


Are  aB  the 
angles  square 


No 


->  /Ptrallelogr 
VSTOP 


Yes 
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SOFTWARE 
SUMMARY 

Ccampanyj     «ECC  A- 195 
Title:  MONEY  WORKS 
Activity:  COUNT  CHANGE 


DOES  NOT  RUN  ON  THE  APPLE  II  + 


OBJECTIVES 


MFMT: 


SKILLS; 
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5.1.2.  Solve  Money  Problems  Using 

Addition  and  Subtraction 
5. 1.5.  Make  Change 

KW2  SELECT  AN  OPERATION  FROM  KEY  WORDS  OR 
PHRASES 

MCI    IDENTIFY  THE  VALUE  OF  A  PENNY,  A 
NICKEL,  A  DIME,  AND  A  QUARTER 

MC3  CONVERT  A  SUM  OF  MONEY  INTO  THE  FEWEST 
BILLS  AND  COINS 


ACTIVITY  SUMMARY 

COUNTING  CHANGE  is  an  activity  that  gives  students  practice  In 
determining  the  correct  change,  given  the  amount  of  money  offered  for  a 
purchase  and  the  cost  of  the  purchase.  The  program  encourages  the 
student  to  use  the  fewest  bills  and  coins  possible. 

COUNTING  CHANGE  first  displays  the  purchase  price  for  an  Item  and  the 
amount  offered  for  payment.  Then,  the  student  Is  presented  with  a  money 
changer  that  has  a  limited  amount  of  bills  and  coins. 

The  student  uses  the  arrow  keys  to  move  an  Icon  of  a  hand  to  the  coins 
that  are  to  be  selected  and  presses  the  Space  Bar.  Each  time  the  space 
bar  Is  pressed  one  coin  or  bill  is  dropped.  The  student  continues  this 
until  the  correct  amount  of  change  is  counted  out.  The  Return  key  Is 
then  pressed.  If  they  counted  out  too  much  change  and  wish  to  correct 
It.  they  can  press  the  'R"  key  to  remove  change. 

For  an  Incorrect  response  the  program  will  respond  In  the  following 
ways:  If  amount  dropped  is:        Program  responds: 


Not  enough  change  - 
Too  much  change  - 


•No,  you  need  more  change" 

•No,  you  need  to  remove  some  money* 


I.C.Z.  for  E«S«B« 
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H  For  two  Incorrect  responses  the  student  Is  given  the  answer  with  the  Q 
Q      cuest  "No,  watch  the  money  changer*  then,  'The  correct  change  Is  XXXX"  ^ 

H For  a  correct  answer  the  program  responds  with  "Right!   The  correct 
change  is  XXX  and  a  sound.    An  animated  money  bag  smiles  and  moves.  B 

jj3      For.  two  Incorrect  responses  the  student  Is  given  the  answer  with  the  Q 
cues,  "No,  watch  the  money  changer*  then^  'The  correct  change  Is  XXXX" 

B 

For  a  correct  answer  the  program  responds  with  "Right!   The  correct 
jjpl      change  Is  XXX  and  a  sound.    An  animated  money  bag  smiles  and  moves.  |pj| 

H Students  may  experience  difficulty  recognizing  computer  Images  of  coins 
or  counting  stacked  coins.      The  teacher  needs   to  monitor   student  p| 
responses  and  level  of  frustration. 

B  B 

B   B 

„  TEACHER  OPTIONS  jg 

1.    Press  Control -A  from  the  main  menu  to  access  the  teacher  management 

H options. 
A.    Select  appropriate  skill  level  (given  as  a  grade  level  1-4  or 

Hnon  graded).  CI 
B.    Select    the     visual     representation    of     coins    and    bills  H 

a (heads/tal Is/both):   set   the  maximum  amount;   and  choose  the 
money  expression  and  currency  system. 
2.    Press  Control-S  at  any  time  to  turn  sound  off  or  on. 

B    B 

H  SUGGESTIONS  B 

Ej[  1.  A  brief  demonstration  of  the  program  and  a  review  of  the  visual  Q 
representation  of  money  units  may  be  necessary   If  students  have 

B  difficulty  with  visual  discrimination.    The  ability  to  change  from  wM 

heads  to  tails  format  may  eliminate  this  difficulty.  ^ 

H2.    It  may  be  helpful  to  provide  a  chart  of  coins  and  bills  and  their  B 
values. 

H3.    D.T.A*  Applications:  |3 

Varm-up  !■ 

Guided  Practice  ^ 

Independent  Practice  Bj 

4.   See  the  MECC  manual  for  further  information.  _ 

B  B 
B  B 
B  c  .  g 

ErHHBBBBBHBBBBBBBBBH 

L^ta  I.C.I.  for  I.S.E.  F.C.C./O.  of  MD.  1988 


4 

i 
B 
B 
B 
B 
B 
B 


BBBBHBBBBBHBBBBBBM 

SOFTWARE 


B 


B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
•B 

B 


•0.94  j 

1 

•047 

1 

•042 

mm  ^ 

SUMMARY 


Company:    MECC  A- 195 
Title i  MONEY  WORKS 
Activity:  HOW  MUCH  MONEY? 


DOES  NOT  RUN  ON  THE  APPLE  1 1 + 


OBJECTIVES: 


MFMT! 


5.1.5.  Make  Change 


SKILLS:     MCI   IDENTIFY  THE  VALUE  OF  A  PENNY,  A 
NICKEL.   A  DIME,  AND  A  QUARTER 


ACTIVITY  SUMMARY 

HOW  MUCH  MONr>'?  Is  an  activity  that  gives  students  practice  In  coin 
recognition  and  matching  the  value  of  a  collection  to  a  written  money 
expression. 

Students  are  asked  to  count  the  money  In  a  safe.  They  the  up  and 
do^m  arrow  keys  to  move  an  Icon  of  a  hand  to  the  Intended  position. 
Next,  they  press  the  K.turn  key  to  select  the  correct  matching  value. 

For  a  correct  response  the  student  hears  a  si  Igjht  noise  fn^l  s^es  a" 
animated  money  bag.  The  word  RIGHT  appears  at  the  bottom  of  the  screen. 

For  an  Incorrect  response  the  words  'No.  try  again."  appear  at  the 
bottom  of  the  screen.  Each  time  the  student  selects  an  '^correct  answer- 
that  option  is  removed  from  the  screen.  The  student  has  a  total  of  four 
answers  to  choose  from.  They  receive  credit  only  when  they  get  an  answer 
correct  on  the  first  try. 

Students  may  have  difficulty  recognizing  computer  Images  of  coins 
especially  Jhen  counting  stacked  coins.  The  teacher  needs  to  monitor 
student  responses. 
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TfcACHER  OPTIONS 

Press  Control-'A  from  the  main  menu  to  access  the  teacher  management 
options. 

A.  Select  the  appropriate  skill  level  (given  as  a  greide  level  1-4 
or  nongraded). 

B.  Select  the  visual  representation  of  coins  and  bills 
(heads/tal Is/both),  set  tne  maximum  amount,  and  choose  the 
money  expression  and  currency  system. 

Press  Control  S  at  any  time  to  turn  the  sound  off  or  on. 
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5. 


SUGGESTIONS 

A  brief  demonstration  of  the  prograiti  and  a  review  of  the  visual 
representation  of  money  units  may  be  necessary  If  students  have 
difficulty  with  visual  discrimination.  The  ability  to  change  from 
heads  to  tails  format  may  eliminate  this  problem. 
It  may  be  helpful  to  provide  a  chart  of  coins  and  bills  and  their 
values. 

D.T.A.  AppI Icat Ions: 
Warm-up  (if  set  at  a  simple  level) 
Guided  Practice 
Independent  Practice 
Vocaoulary:  dollar(s) 
cent(s) 
remove 
amount 
money 
word 

names  one  through  ninety 

hypenated  word  names  twenty-one  through  ninety-nine 

Look  In  the  upper  right  corner  of  the  screen  to  see  the  students 
problem  number. 

See  the  MECC  manual  for  further  Information. 
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SOFTWARE 
SUMMARY 


Company:     MECC  A- 195 
Title:  MONEY  WORKS 
Activity:  MONEY  MACHINE 


DOES  NOT  RUN  ON  THE  APPLE  II  + 


OBJECTIVES: 

MFMT:     5.1.5.  Make  Change 


MC3 


FEWEST 
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SKILLS:   MCI   IDENTIFY  THE  VALUE  OF  A  PENNY, 
NICKEL,   A  DIME,   AND  A  QUARTER 
CONVERT  A  SUM  OF  MONEY  INTO  THE 
NUMBER  OF  BILLS  AND  COINS 


ACTIVITY  SUMMARY 

HONEY  MACHINE  Is  an  activity  that  gives  students  an  opportunity  to  count 
money  and  Identify  the  value  of  coins  and  bills. 

The  program  gives  the  student  a  written  dollar  amount  and  the  cue 
■Select  money  to  show  XXX" .  Students  use  the  arrow  keys  to  move  an  Icon 
of  a  hand  to  the  coins  that  are  to  be  selected.  They  press  the  Space 
Bar  to  drop  the  coins.  The  "R"  key  can  be  used  to  remove  coins  that  were 
selected.  When  they  are  satisfied  with  their  selection  the  Return  key 
Is  pressed. 


For  a  correct 
answer  Is  XXXX. 


answer  the  students  see  the  cue  "Right!,  the  correct 


For  an  Incorrect  response  the  program  will   respond  In  the  following 

ways:  If  amount  dropped  Is:      Program  responds: 

Not  enough  change  -         "No,  you  need  more  change" 
Too  much  change  •  "No,  you  need  to  remove  some  money" 

For  two  Incorrect  responses  the  student  Is  given  the  answer  with  the 
cues,  "No,  watch  the  money  changer"  then,  "This  Is  the  correct  amount." 

Students  may  experience  difficulty  recognizing  computer  Images  of  coins 
or  count  1 ng  stacked  co 1 ns .  The  teacher  needs  to  mon 1  tor  student 
responses. 
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TEACHER  OPTIONS 

Press  Control-A  from  the  main  menu  to  access  the  teacher  management 

options*  ^    ,      y  4  A 

h.    Select  the  approprate  skill  level  (given  as  a  grade  level  1-4 

or  nongraded) • 

B.    Select     the     visual     representation    of     coins    and  bins 
<heads/tal Is/both),  set   the  maximum  amount,   and  choose  the 
money  expression  and  currency  system. 
Use  the  sound  option  on  the  main  menu  to  turn  scund  off  or  on- 


SUGGESTIONS 


chart  of  coins  and  bills  and  their 


A  brief  demonstration  of  the  program  and  a  review  of  the  vlsua. 
representation  of  money  units  may  be  necessary  if  students  have 
difficulty  with  visual  discrimination-  The  ability  to  change  from 
heads  to  tails  format  may  eliminate  this  difficulty- 
It  may  be  helpful  to  provide  a  "  ' 
values- 

D-T-A-  Applications: 
Warm-up 

Guided  Practice 

Independent  Practice 

Vocabulary: 
Look  in  the  upper  right  corner 
problem  number - 

See  the  MECC  manual  for  further  information 
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SOFTW.RE 
SUMMARY 


Company:    MECC  A- 147 
Title:  MULTIPLICATION 

PUZZLES 
Activity:     CARROT  PATCH 


OBJECTIVES 


2v??ri'^.:?  Multiply  Whole  Numbers 

SKILLS:  M4  MULTIPLY  1-DIGIT  BOTTOM  NUMBER  TIMES 
M.^  ln?l^LTJ^°^  NUMBER,  NO  REGROUPING 

?n  rStX^i'^^^^"^  BOTTOM  NUMBER  TIMES  UP 
TO  4-DIGIT  TOP  NUMBER,  NO  REGROUPING 


ACTIVITY  SUMMARY 

?nrt*i^II^^''^M^^'''"^^°  »°  ^^^^  does  five  problems 

«nd  then  15  allowec  to  play  a  game.    CARPOT  PATCH  deals  with: 


multiplyino  &  one-djgit  number  by  a  two- 
or  three-digit  number  with  no  regrouping 

multiplying  a  cne-digit  number  by  a  three-digit 
number  with  one  regrouping. 


905 

317 


students  are  given  two  opportunities  to  answer  •  problem  correctlv.  if 

t^ll  fn'IJr..  ""!f*'^  °"  •'""'^  ^*'P  »»  Provitita  by  forcing 
ISrJ.*?tv  h!5  *  P^'^tJlem  must  be  answered 

correctly  before  proceeding  to  the  next  problem. 

Students   receive   a   »core   at    the   end   of    the    lesson.      They  are 
congratulated  If  they  score  at  or  above  the  mastery  level.    The  maste-v 
eve    IS  set  4t  BO'S  of  25  problems.     If  they  .core  belc;w  the  Zlllry 
level,  they  are  encouraged  to  repeat  the  program. 

The  game  CAPROT  PATCH  Involves  trying  to  track  down  a  rabbit  In  the 
tVn        P""'"'      carrots.    The  rabbit  moves  during  the  gane. 
but  It  win  onlj'  move  to  an  edjacent  coordinate  containing  an  uneaten 
carrot . 
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TEACHER  OPTIONS 

Number  8  from  the  m%in  menu  Is  used  to  turn  the  sound  on  or  off. 
Press  Control -A  from  the  main  menu  to  access  the  teachi^r  moT\io^^fr.\ 
options. 

A.  Number  1  'Turn  graphics  off;*  will  remove  the  games  from  the 
activities  so  that  the  sturient  is  not  allowed  to  plav  any  games. 

B.  Number  3  'See  names  and  "icores*  allows  you  to  print  student 
 scores  or  view  them  on  the  screen. 

C.  Number  4  allows  you  to  'Clear  names  and  scores.'    (100  scores 
may  be  saved.    After  that,  the  oldest  score  Is  removed  each  time 
a  new  score  is  entered.) 

D.  HumDer  6  allows  you  to  specify  whether  you  want  T^oroav.  i^^iZlfi. 
or  LiLIv  used  In  the  problems'.    It  also' tells  you  what  the 
current  setting  is. 
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3. 


SUGGESTIONS 

The  game  CAPPCT  PATCH  requires  a  lot  of  guessing  and  may  be 
frustrating  to  students.    It  takes  too  long  to  play         so  the 
teacher  may  want  to  eliminate  the  game  by  turning  the  graphics  off 
in  the  teacher  mai^agement  options. 

If  the  problems  are  toe  easy,  press  Escape  twice  to  go  on  to  the 
nevt  art:vity,  20C  TP!?. 
D.T.A  Applications: 
Warm- Up 

Cuioed  Pr act  ice 
Independent  Practice 
Vocabulary:  regroup,  rename,  carry 
See  the  MtCC  manu     for  further  informat  ior;. 
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Company:  MECC  A-H? 
Title:  MULTIPLICATION 

PUZZLES 
Activity:    DESERT  ISLAND 


OBJECTIVES: 

MFMT  2. J. 3  Multiply  Whole  Numbers 
SKILLS:   M2  MULTIPLY  1 -DIGIT  BOTTOM  NUMBER  TIMES 
2-DIGIT  TOP  NUMBER.  NO  REGROUPING 
M3  MULTIPLY  1-DIGIT  BOTTOM  NUMBER  TIMES  UP 
TO  4-DIGIT  TOP  NUMBER.  NO  REGROUPING 


ACTIVITY  SUMMARY 

*1u't  iri  icf*  .g-  Ptrr'fs  is  set  up  sc  that  the  studert  does  five 
probleT.s  and  ther.  is  illoupa  to  play  a  gane.    DESERT  ISLAND  deals  with 
proDlems  such  as: 

r.-jUip'.ymg  C.  1.  10.  or  a  multiple  of  10  by 
a  sinple-digit  number 


6  X  10  « 


multiplying  a  sing'.e-dlgit  number  by 
nunaer  with  no  regroup inp 


a  two-  or  three-digit 


63 
O 

21 


Students  are  given  two  opportunities  to  answer  a  problem  correctly.  If 
thev  answer  Incorrectly  on  the  second  try.  the  student  Is  taken  through 
the  problem  one  step  at  a  time.  In  typing  answers  such  as  72,  the 
student  must  work  from  the  rig*>t  to  the  left  and  type  the  2  first  which 
is  opposite  the  way  one  would  write  it.  The  problem  must  be  answered 
correctly  before  proceeding  to  the  next  problem. 

Students   receive    a   score    it    the   end   of    the    lesson.      They  are 
■congratulated  if  they  score  at  or  above  the  mastery  level.    The  mastery 
level  is  set  at  80\  of  25  problems.    If  they  score  below  the  mastery 
level,  they  are  encouraged  to  repeat  the  program.' 

The  object  of  the  game  DESEPT  ISLAND  is  for  the  student  to  estimate 
where  along  a  given  number  line  a  raft  should  be  dropped  fron  a  plane  so 
that  an  escape  can  be  made  fron  a  desert  island. 
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TEACHER  OPTIONS 

Number  8  from  the  main  menu  Is  ysed  to  turn  the  sound  on  or  off. 
Press  Control-A  from  the  main  menu  to  access  the  teacher  management 
options. 

h.    Number  I  •Turn  graphics  off*  will  remove  the  games  from  the 

activities  so  that  the  student  Is  not  allowed  to  play  any  ganes, 

B.  Number  3  "See  names  and  scores'  allows  you  to  print  student 
scores  or  view  them  on  the  screen, 

C.  Number  A  allows  you  to  •Cle^r  names  and  scores,*    (100  scores 
may  be  saved.    After  that,  the  oldest  score  is  removed  each  time 
a  new  score  is  entered,) 


SUGGESTIONS 

If  DESEPT  7SLAND  ta»fes  toe  Jong  to  play,  the  teacher  may  want  to 
eliminate  the  game  by  turning  off  the  graphics  In  the  teacher 
management  options. 

If  the  student  gets  the  tirst  ten  problems  correct.  prM5  Escape 
twice  to  go  on  to  the  next  activity,  CARROT  PATCH, 
D.T,A  Appl icat ions: 
Varm-Up 

Gulden  Practice 
Independent  Practice 
Vocabulary:  ncr.e 
See  the  MECC  mar.jal  f^t  further  information. 
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SOFTWARE 
SUMMARY 


Ccxnpany:  MECC  A-147 
Title:  MULTIPLICATION 

PUZZLES 
Activity:    LIGHTS  OUT 


OBJECTIVES: 


MFMT  2.1.3  Multiply  Whole  Numbers 

SKILLt  Ml  RECALL  MULTIPLICATION  NUMBER  FACTS 


ACTIVITY  SUMMARY 

Hultiol  icatior  Pu;;lgs  is  set  up  so  that  the  student  does  five 
problems  ind  then  is  allowed  to  play  a  game.  LIGHTS  OUT  deals  with 
problems  such  as: 


ERIC 
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multiplication  facts  with  factors  from  2  to  5 
multiplyinc  0  or  1  by  a  single-digit  number 


2  X  5  « 
1  X  6  «  


7 


students  are  given  two  opportunities  to  answer  a  problem  correctly.  If 
thev  answer  Incorrectly  on  the  second  try,  the  student  Is  given  a 
graphic  representation  of  the  problem  and  told  to  thin*c  In  groups  or  he 
is  given  basic  multiplication  rules  that  cover  the  problem: 

Any  number  times  one  is  the  same  number. 
Any  number  tines  zero  is  zero. 

The  problem  must  be  answered  correctly  before  proceeding  to  the  next 
problem. 

St\.  ^nts  receive  a  score  at  the  end  of  the  lesson.  They  are 
congratulated  if  they  score  at  or  above  the  mastery  level.  The  mastery 
level  is  set  at  60\  of  25  problems.  If  they  score  below  the  mastery 
level,  they  a«*e  encouraged  to  repeat  the  program. 


HThe  object  of  the  game  LIGHTS  OUT  Is  to  try  to  turn  off  the  lights  using 
the  switches  shown  within  25  tries-  When  any  light  is  turned  off,  the 
light  switches  in  the  adjoining  rooms,  pointed  at  by  the  arrows,  are 
also  twitched. 
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TEACHER  OPTIONS 

1.  Num£)er  8  from  ♦'he  mam  menu  is  used  to  turn  the  sound  on  or  off. 

2.  Press  Control-A  from  the  main  menu  to  access  the  teacher  management 
opt  ions. 

A.  Number  1  •Turn  graphics  off"  will  remove  the  games  from  the 
activities  s:;  that  the  student  Is  not  allowed  to  play  any  games. 

B.  Number  3  "See  names  and  scores"  allows  you  to  print  student 
scores  or  view  them  on  the  screen. 

C.  Number  4  allows  you  to  "Clear  names  and  scores.*    UOO  scores 
may  be  savec.    After  that,  the  oldest  score  is  removed  each  tine 
a  new  score  is  enterea.) 


3. 


4. 


SUGGESTIONS 

The  game  LIGHTS  OUT  is  very  difficult  and  time-consuming.  Ve 
reccrr.end  that  the  teacher  turn  the  graphics  off  In  the  teacher 
management  options  so  the  game  is  eliminated. 

If  the  problems  are  too    easy  for  the  student,  press  Escape  twice  to 
go  on  to  the  next  activity.  PAPEP.  ROCK,  SCISSORS. 
D.T.A  App^ icaticns: 
Warm- Up 

Guided  Pract ice 
Independent  Pract 
Vocabulary:  nc*e 
See  the  MECC  ra^^a' 


:ce 


for  further  information. 
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Company:  MECC  A-U7 
Title:  HUITIPIICATION 

PUZZLES 
Activity:    PAPER.  ROCK, 
SCISSORS 


OBJECTIVES: 

MFMT  2.1.3  Multiply  Whole  Numbers 

SKILL:  m  RECALL  HULTIPLICATION  NUMBER  PACTS 
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ACTIVITY  SUMMARY 

Mult  iPr  leat  icr  P^rrieg  Is  set  up  SO  that 
problems  and  then  is  a!  i owed  to  play  a  game, 
deals  w:th  proolems  sjcr.  as: 

multiplication  facts  with  factors  froci  2  to  5 

multiplication  facts  with  at  least  one  factor 
greater  or  equal  to  6 


the  student  does  five 
PAPER.  POCK.  SCISSORS 


2  X  5  « 


9X3 


Students  are  given  two  opportunities  to  answer  a  problem  correctly.  If 
they  any^er  Incorrectly  on  the  second  try.  the  student  Is  given  a 
graphic  representation  of  the  problem  and  told  to  think  in  groups.  He 
could  count  the  smoll  squares  on  the  screen  to  get  the  answer*  but  that 
would  be  rather  difficult  when  the  answer  is  more  than  ten.  The  problem 
Dust  be  answered  correctly  before  proceeding  to  the  next  problem*  . 

Students  receive  a  score  at  the  end  of  the  lesson.  They  are 
congratulated  if  they  score  at  or  above  the  nastery  level.  The  mastery 
level  is  set  at  80%  of  25  problems.  If  th^y  score  below  the  mastery 
level •  they  are  encouraged  to  repeat  the  program. 

The  object  of  the  game  PAPER.  ROCK.  SCISSORS  is  to  outguess  your 
opponent,  the  computer. 
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TEACHER  OPTIONS 

Numbe*'  8  from  the  main  ir.?nu  is  used  to  turn  the  sound  or.  or  cff. 
Press  Control-A  fror.  the  niciP  wenu  to  access  the  teacher  manooemert 
opt  Ions. 

A.  Number  1  'Torn  graphics  off"  will  remove  the  games  fror.  the 
activities  so  that  the  studer,:  !S  not  allowea  to  piay  any  games. 

B.  Number  3  "See  names  and  scores"  allows  you  to  print  student 
scores  or  vie'-  their,  on  the  scrt?en. 

C.  Number  4  allows  you  to  "Clec'"  names  and  scores."    (IOC  ijcores 
may  be  savea.    After  that,  the  oldest  score  is  removec  each  tine 
a  new  score  is  entered.) 


SUGGESTIONS 

1.    The  game  PAPEP.  ROCK.  SCISSORS  takes  approy urate ly  30  seconds  to 
play  and  is  very  motivational.    It  does  not  interfere  with  the  time 
spent  on  the  drill.    However,  if  the  teacher  wishes  to  eliminate  the 
gane.  turn  the  graphics  off  In  the  teacher  management  options. 

Z.    if  the  student  gets  the  first  ten  pro&lems  correct,  press  Escape 
twice  to  go  on  to  the  next  activity,  CARROT  PATCH. 

3.    D.T-A  Applications: 
Varm-Up 


4. 


Guided  Pract ice 
Independent  Pract 
Vocabulary:  nee 
See  the  MECC  maroa! 


ice 


for  further  information. 
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SOFTWARE 
SUMMARY 


Cim'<xnyi  HECC  A- 147 
Tltl«j  MULTIPLICATION 

PU22LES 
Activity:  TIC-TAC-TOE 


OBJECTIVES: 


il^Tr^'L-^  Multiply  Whole  Numbers 

SKILL:  Ml  RECALL  MULTIPLICATION  NUMBER  FACTS 


ACTIVITY  SUMMARY 

ByltjPlice.^ign  Pwzzlrf!  is  set  up  so  that  the  stuaent  does  five 
prob  ems  anc  ther,  js  allowed  to  play  a  game.  TIC-TAC-TOE  deais  witn 
problems  such  as; 


multiplication  facts  wjth  factors  from  2  to  5 

multiplication  facts  with  at  least  one  factor 
greater  or  equal  to  6 


2  X  5  »   

9  X  3  -  


providing  missing  factors  to  multiplication  facts       4  X   


32 


Students  are  given  two  opportunities  to  answer  a  problem  correctly.  If 
they  answer  Incorrectly  on  the  second  try,  the  student  is  given  a 
graphic  representation  of  the  problem  and  told  to  thinit  in  groups.  He 
could  count  the  amall  squares  on  the  screen  to  get  the  answer,  but  that 
would  be  rather  difficult  when  the  answer  is  more  than  ten.  It  is  mucn 
easier  to  use  the  graphic  help  when  the  answser  is  a  missing  factor. 
The  problem  nust  be  answered  correctly  t>efore  proceeding  to  the  next 
problem. 

Students  receive  a  score  at  the  end  of  the  lesson.  They  are 
congratulated  if  they  score  at  or  above  the  mastery  level.  The  mastery 
level  is  set  at  60%  of  25  problems.  If  they  score  below  the  mastery 
level,  they  are  encouraged  to  repeat  the  program. 

The  Object  of  the  game  TIC-TAC-TOE  is  to  get  three  markers  in  a  row 
before  the  computer  does.  The  difficulty  level  of  the  game  can  oe 
adjusted  in  the  teacher  nanageaent  options. 
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1. 


TEACHER  OPTIONS 

Nunoer  8  frotr.  the  main  menu  is  used  to  turn  the  sounc  on  or  off. 
Pres5  Control-A  from  the  main  menu  to  access  the  teacher  monage-^e-.t 
ODtiens.  ^, 
a".    Njr.!Der  1  'Turn  graphics  off  will  remove  the  games  frorr.  the 

activities  so  that  the  student  Is  not  allowed  to  play  any  garres. 
Njr.cer  3  "See  nar.es  and  scores"  allows  ycu  to  print  stuaent 
sccres  or  view  ther.  on  the  screen. 

Numrser  4  allows  you  to  "Clear  names  ana  scores."    UOO  scores 
may  be  sa-'ed.    After  that,  the  oldest  score  is  removed  each  tir.e 
a  new  score  is  entered.) 

Num^e^  6  'Set  level  for  TIC-TAC-TOE"  allows  you  to  adjust  the 
cifficu'.ty  cf  the  gar.e  to  easy,  medium,  or  hard.    It  also  tells 
yo-j  the  current  setting. 


B. 
C. 


SUGGESTIONS 

The  gane  TIC-TAC-TOE  takes  approximately  50  seconds  to  play  and  is 
very'mctivational .    If  the  teacher  wishes  to  eliir.inste  the  game, 
turn  the  graphics  off  in  the  teacher  management  options. 
If  the  student  gets  the  first  ten  problems  correct,  press  Escape 
twice  to  go  or.  to  the  next  activity,  DESEPT  ISLAND. 
D.T.A  Apcl icot  ens: 
Varm-Up 

Cuided  Pract ice 
Independent  Practice 
Vocabulary:  nc^e 
See  the  MECC  manual  for  further  information. 
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SOFTWARE 
SUMMARY 


Company:  MECC  A-147 
Title:  MULTIPLICATION 

PUZZLES 
Activity:    ZOO  TRIP 


OBJECTIVES: 

MFMT  2.1.3  Multiply  Whole  Numbers 

SKILLS:  Ml  RECALL  MULTIPLICATION  NUMBER  FACTS 

M2  MULTIPLY  1 -DIGIT  BOTTOM  NUMBER  TIMES 

2-DIGIT  TOP  NUMBER.  NO  REGROUPING 
M3  MULTIPLY  1 -DIGIT  BOTTOM  NUMBER  TIMES  UP 

TO  4-DIGIT  TOP  NUMBER.  NO  REGROUPING 
M4  MULTIPLY  1 -DIGIT  BOTTOM  NUMBER  TIMES 

2-DIGIT  TOP  NUMBER.  REGROUPING 
M5  MULTIPLY  1-DIGIT  BOTTOM  NUMBER  TIMES  UP 

TO  3  OR  4-DIGIT  TOP  NUMBER.  REGROUPING 


ACTIVITY  SUMMARY 

200  TP!P  Is  a  review  of  all  the  activities  in  Hult iplieat ion  Pu;2les  m 
&  tiiped  drill  forKot.  Graphic  reinforcement  is  provided  by  a  trip  to 
the  zoo.  The  amojnt  of  time  allowed  to  complete  each  problem  can  be  set 
in  the  teacher  management  options.  If  the  graphics  are  turned  off.  the 
dri 1 1  in  not  timed. 

Twenty-five  randocilv  generated  review  problems  are  presented.  Students 
are  piven  as  many  chances  as  needed  to  answer  a  problem  correctly  within 
the  time  allotted.  If  they  answer  Incorrectly  after  the  allotted  time 
has  run  cut.  help  is  provided.  The  problem  must  be  answered  correctly 
before  proceeding  to  the  next  problem. 

Students  receive  a  score  at  the  end  of  the  lesson.  They  are 
congratulated  if  they  score  at  or  above  the  mastery  level.  The  mastery 
level  is  set  at  60%  of  25  probrtms.  If  they  score  below  the  mastery 
level,  they  are  encouraged  to  repeat  the  program. 
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TEACHER  OPTIONS 

Number  8  from  the  main  menu  is  used  to  turn  the  sound  on  or  off. 
Press  Control-A  from  the  main  menu  to  access  the  teacher  management 
options. 

A.  NumDer  1  'Turn  graphics  off  will  reu.ove  the  games  from  the 
activities  sc  that  the  student  is  not  allowed  to  play  any  games. 

B.  Nanoer  2  'Set  review  time'  allows  you  to  change  the  amount  of 
time  for  completing  each  problem  from  a  minimum  of  2  seconds  to  a 
maximum  of  255  seconds.    The  default  setting  is  30  seconds. 
Kurr^Der  3  'See  na.nes  and  scores"  allows  you  to  print  student 
scores  or  view  them  on  the  screen. 

Number  4  allows  you  to  'Clear  names  and  scores.*    <100  scores 
may  be  saved.    After  that,  the  oldest  score  is  removed  each  time 
a  new  score  is  entered.) 

Kumoer  6  allows  you  to  spec.fy  whether  you  want  reoroup.  ttnirs. 
or  carrv  used  in  the  problems.    It  also  tells  you  what  the 
current  setting  is. 


C. 
D. 


SUGGESTIONS 

I*    The  teacher  will  have  to  use  his/her  own  judgement  as  to  the 
aopropriote  timing  for  this  review  drill. 

2.  D.T.A  Appl i cat  ions: 

Warm-Up 

Guided  Practice 

Independent  Practice 

Vocabulary:  regroup,  rename,  carry 

3.  S.^e  the  MECC  manual  for  further  information. 
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SOFTWARE 
SUMMARY 


Company:    MECC  A-170 
Title:    Number  Munchers 
Activity:  EOUALITy 


OBJECTIVES: 

MFMT  2.1. It  2.1.2  Add  Whole  Numbers  and 
Subtract  Whole  Numbers 

SKILL:  Al     RECALL  ADDITION  NUMBER  PACTS 

SI     RECALL  SUBTRACTION  NUMBER  FACTS 


ACTIVITY  SUMMARY 

This  game  is  similar  to  Pac  Man.    Tho  student  Is  given  a  number  In 

the  statement    "Equals    V    The  student  must  maneuver  the  •Muncher" 

using  all  four  arrov  keys  Cor  a  joystick  if  one  is  connected)  in  a  5X6 
grid  with  30  squares  containing  equations.  He  must  then  press  the  space 
bar  to  'munch"  those  equations  that  have  an  answer  that  equals  the 
number  given  at  the  top.  Certain  squares  are  indicated  as  safe  from  the 
trogg'es  which  try  to  catch  the  muncher.  Beeps  tell  the  student  when 
the  safe  squares  are  changed.  Four  notes  also  announce  the  arrival  of  a 
troggl*  onto  the  game  board.  As  the  student  progresses  from  game  to 
game,  more  trogoles  appear,  and  they  do  not  always  move  in  straight 
lines  as  at  the  beginning.  The  student  may  press  ■?•  to  stop  the  game 
if  he  wishes.  If  he  does,  he  loses  points  but  can  continue  to  play.  An 
entirely  new  session  must  be  started  once  all  four  •munchers'  have  been 
lost.  A  muncher  can  be  lost  either  by  having  a  troggle  it  or  by 
getting  a  wrong  ansx^r. 

Sound  is  used  as  feedback.  It  announces  wrong  answers,  right 
answers,  and  a  game  successfully  completed.  Wrong  answer  feedback  is  a 
negative  sound  and  a  statement  telling  the  student  that  the  munched 
^equation  does  not  equal  the  given  number. 

Ex.  Look  again!  4-2  is  not  equal  to  1. 
Press  Space  Bar  to  continue. 

The  score  is  shown  at  the  bottom.  Once  a  student  does  a  couple  of 
games  correctly,  he  is  given  a  cute  graphic  of  •Great  Moments  in  Muncher 
History  •where  the  muncher  is  a  winner  tnd  the  troggle  is  a  loser.  He 
nay  also  be  put  in  the  Muncher  Hall  of  Fame  if  his  score  is  among  the  10 
top  scores  for  that  activity. 
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g                                         TEACHER  OPTIONS  g 

J?      1.    Press  Control-S  to  turn  the  sound  'on"  or  'off.  q 

B      2.    Press  Control-A  from  the  main  menu  to  access  the  teacher  management  |H 
options. 

HA.    Select  the  activity  of   "Eci'jaUty"  by  pressing  the  Return  key  W 
doun  once  to  see  "yes"  under  the  'Use"  category.    The  same  can 

Hbe  done  to  turn  "off"  this  activity,  just  press  Return  to  see  Q 

■no"  in  the    'Use*  category.    The  highlighted  box  should  be  or  H 
the  word  "yes"  or  "no"  in  this  category,  if  teacher  was  just  in 

Hthe  game.     If  not  the  highlighted  box  is  moved  by  using  the  p| 
arrow  keys. 

BB.    Select  the  range  of  numbers  by  using  the  arrow  key  to  move  the  M 
highlighted  box  to  the  'Range"  category.  Then  press  Return.  The 

Hallov3-le  range  of  numberys  used  in  this  activity  is  1-50.  The  CSj 

teac'.    follows  the  screen  directions  by  entering  In  the  lower  H 

limit  iio  the  upper  limit.  Q 
B           C.    Selec:    either    'random"    or    "in    order"    for    the  •Sequence" 

™                 category.      Do   this  by  moving  the  highlighted  box   to   that  _ 

H category  and  pressing  return.  This  will  allow  the  numbers  that  W 
were^selected  in  the  range  category  to  be  presented  in  order  or 

HrandorJy.  B 

D.    Select    the    operations    that    will    be    used    by    moving    the  H 

highlighted  box  under  the  'Other"  category.  Press  Return  and  g-i 

H enter  the  selections  by  following  the  sceens  directions.  In  this  U 

activity  It  means  pressing  the  arrow  keys  and  the  Return  key  to  _ 

Hturn  the  operations  'on*  or  'off.'  H 
♦Note*   Descriptions  of   the  categories  are  available   if   the  Teacher 

H presses  the  key  when  the  highlighted  box  is  on  the  category  u 
in  quest  ion. 

e   H 

g                                              SUGGESTIONS  }/g 

HI.    Listen  for  sound  to  hear  if  the  student  is  progressing  and  getting  B 
correct  answers. 

1^     2.    Leave  the  sound  'on*  if  it  does  not  distract  other  students.    Sound  D 

H           is  an  important  part  of  the  game  and  the  feedback  and  lets  the  H 

student  know  what  is  happening  that  he  might  not  otherwise  notice.  j-j 

3.  C.T. A.  Applications:  H 
Warm-up  r-i 
Independent  Practice  H 
Vocabulary:  Equals 

4.  See  the  MECC  manual  for  further  Infonnatlon. 




RigKies,  Helpers  move  in  rtndom  directions.  S 


i 

I jcyL  ■      txeept  thftt  if  they  enter  cells  containing  t  r-i 
lelpers  ffllUPv     number  or  txpression.  they  will  cat  them  M 


Helpers  behave  in  a  manner  similar  to  Reggies 


i 
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SOFTWARE 
SUMMARY 


Company:    MECC  A-170 
Title:     NUMBER  MUNCHERS 
Activity:  FACTORS 


OBJECTIVES: 

MFMT  2.1.3 
SKILLS:  Ml 


MuUiply  Whole  Numbers 

RECALL  MULTIPLICATION  NUMBER  FACTS 


ACTIVITY  SUMMARY 

This  game  is  similar  to  Pac  Man.    The  student  is  given  a  number  In 

the  statement     'Factors  of    The  student  must  maneuver  the 

*MMr»chef*  i*5in$  ai  i  lour  arrow  keys  (or  a  joystick  if  one  is  connected) 
in  a  5X6  grid  with  30  squares  containing  other  numbers.  He  must  then 
press  the  space  bar  to  "munch**  those  numbers  that  are  factors  of  the  one 
given  at  the  top.  Cert&in  squares  are  indicated  as  safe  from  the 
troggles  which  try  to  catch  the  muncher.  Beeps  tell  the  student  when 
the  safe  squares  are  changed.  Four  notes  also  announce  the  arrival  of  a 
troggle  onto  the  gar^e  board.  As  the  student  progresses  from  game  to 
game,  more  troggles  appear,  and  they  do  not  always  move  in  straight 
lines  as  at  the  beginning  The  student  may  press  to  stop  the  game 
If  he  wishes.  If  he  does,  he  loses  points  but  can  continue  to  play.  An 
entirely  new  session  must  be  started  once  all  four  'munchers*  have  been 
lost.  A  muncher  can  be  lost  either  by  having  a  troggle  eat  it  or  by 
getting  a  wrong  answer. 

Sound  is  used  as  feedback.  It  announces  wrong  answers,  right 
answers,  and  a  game  success':?ul ly  completed.  Wrong  answer  feedback  is  a 
negative  sound  and  a  statement  telling  the  student  that  the  punched 
number  is  not  a  factor  of  the  given  one. 

Ex.  Look  again!!  2  Is  not  a  factor  of  3. 
Press  Space  Bar  to  continue. 

The  score  is  shown  at  the  bottom.  Once  a  student  does  a  couple  of 
games  correctly,  he  is  given  a  cute  graphic  of  *Great  Moments  in  Muncher 
History"  where  the  muncher  Is  a  winner  and  the  troggle  is  a  loser.  He 
may  also  be  put  In  the  Muncher  Hal)  of  fame  if  his  score  is  among  the  10 
top  scores  for  that  activity. 


o  HBBBBBBBBBBBBBBBBB 

ERIC         I.C.I,  for  E.S.E.  III-243  F.O.e./O.  of  H).  1988 

'™'  '695 


B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 

B 
B 
B 
B 

B 

□ 


i 
i 
i 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 


TEACHER  OPTIONS 


Press  Control-S 
Press  Control -A 
options. 


to  turn  the  sound  "on"  or  'off.*" 

from  the  main  menu  to  access  the  teacher  manage^^ent 


Select  the  artivjty  of  "Factors"    by  pressing  the  Return  tey 
down  once  to  see  -yes"  under  the  'Use"  category-    The  same  can 
be  done  to  turn  off  this  activity,  just  press  Return  to  see  "no- 
jr  the    -Use-  category.    The  highlighted  box  shoula  be  on  the 
word  -yes"  or  -no"  m  this  category,  if  teacher  was  just  in  ^■ 
oome.    If  not  the  highlighted  box  Is  moved  bv  using  the  arrow 
keys. 

Select  the  range  of  numbers  by  using  the  arrow  key  to  move  the 
higMightea  box  to  the  "Pange*  category.  Then  press  Return.  The 
ailowable  range  of  numbers  used  jn  this  activity  is  3-99.  The 
teacher  follows  the  screen  directions  by  entering  in  the  lower 
1 imit  and  the  upper  limit. 

Select  e:ther  "random"  or  "in  order"  for  the  'Sequence" 
category.    Do  this  by  moving  the  highlighted  box  to  that 
category  anc  pressing  Return.    This  will  allow  the  numbers  that 
were  selected  in  the  range  category  to  be  presented  in  order  or 
randomly, 


♦Note*  Descriptions 
presses  the 
in  quest  ion . 


of 


the  categories  are  available  if  the  Teacher 
key  when  the  highlighted  box  is  on  the  category 


SUGGESTIONS 

Lister,  for  sound  to  hear  if  the  student  is  progressing  and  getting 
correct  answers. 

Leave  the  souna  "on"  if  it  does  not  distract  other  students.  Sound 
Is  an  important  part  of  the  game  and  the  feedback  and  lets  the 
student  know  what  is  happening  that  he  might  not  otherwise  notice. 
D.T.A.  Appl icat ions: 
Varm-up 

Independent  Practice 
Vocabulary:  Factors 
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SOFTWARE 
SUMMARY 


CoiT^)any:    MECC  A- 170 
Title:    Number  Munchers 
Activity:  INEQUALITY 
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OBJECTIVES: 

MFMT  2.1.1,  2.1.2  Add  Whole  Numbers  and  Subtract 
Whole  Numbers 

SKILL:     Al     RECALL  ADDITION  NUMBEP  FACTS 

SI     RECALL  SUBTRACTION  NUhBER  FACTS 


ACTIVITY  SUMMARY 

This  Qwie  is  s;milAr  to  Pac  Man.   The  student  is  given  a  number  In 

the  statement    'Grecter  than    \    'Less  than   •    or  "Not  equal 

to   The  student  must  maneuver  the  'Muncher*  using  all  four 

arrow  keys  (or  a  joystick  if  one  is  connected)  in  a  SX6  grid  with  30 
squares  containing  equations.  He  oust  then  press  the  space  bar  to 
•aunch*  those  equations  that  have  an  answer  that  is  'greater  than*, 
•less  than'  or  'not  equal  to  the  number  given  at  the  top.  Certain 
squares  are  indicateo  as  safe  from  the  troggles  which  try  to  catch  the 
muncher.  Beeps  tell  the  student  when  the  safe  squares  are  changed. 
Four  notes  also  announce  the  arrival  of  a  troggle  onto  the  game  board. 
As  the  student  proortsses  from  game  to  game,  more  troggles  appear,  and 
they  do  not  always  move  in  straight  lines  as  at  the  beginning.  The 
student  may  press  *?'  to  stop  the  game  if  he  wishes.  If  he  does,  he 
loses  points  ixjt  can  continue  to  play,  hr)  entirely  new  session  must  be 
starttd  once  all  four  'munchers*  have  been  lost.  A  muncher  can  be  lost 
either  by  having  a  trogole  eat  it  or  by  getting  a  wrong  answer. 

Sound  Is  used  as  feedback.  It  announces  wrong  answers,  right 
answers,  and  a  game  successfully  completed.  Wrong  answer  feedback  is  a 
negative  sound  and  a  statement  telling  the  student  that  the  munched 
touation  that  is  incorrect. 

Ex.  Oops!  0  ♦  1  Is  equal  to  1. 
Press  Space  Bar  to  continue* 
The  score  is  shown  at  the  bottom.  Once  a  student  does  a  couple  of  ganes 
correctly,  he  is  given  a  cute  graphic  of  'Great  Moments  in  Muncher 
History  'where  the  muncher  is  a  winner  and  the  troggle  Is  a  loser.  He 
may  also  be  put  In  the  Muncher  Hall  of  Fame  if  his  score  Is  among  the  10 
top  scores  for  that  activity. 
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„                                         TEACHER  OPTIONS  g 

!•    Pres?  Control-S  to  turn  the  sound  on  or  off. 

D      2,    Press  ControNA  from  the  main  menu  to  access  the  teacher  man6aer;er:t  p|| 
M  ODtions. 

a A,    Select  the  activity  of  •Inequdl  ity*  by  pressing  the  return  >cey  H 

down  orice  to  see  'yes*  under  the  "Use"  category.    The  same  can  " 

Hbe  done  to  turn  off  this  activity,  just  press  return  to  see  "no"  Q 

in  the     'Use"  category.    The  highlighted  box  should  be  on  the  Ml 

word  "yes"  or  'no*-  in  this  category,  if  teacher  was  just  in  the  a 

Hgame.     If  not  the  highlighted  box  is  moved  by  using  the  arrow  p| 

keys.  1^ 

HB.    Select  the  range  of  numbers  by  using  the  arrow  key  to  move  the  H 
highlighted  box  to  the  'Range"  category.  Then  press  return.  The 

H allowable  range  of  numbers  used  in  this  activity  is  1-50,  The  Q 
teacher  follows  the  screen  directions       enter;ng  in  the  lower 

limit  and  the  upper  limit,  Q 

He.    Select    either    •random*    or    Mn    order**    for    the    'Sequence*  || 
category.      Do   this  by  moving  the  highlighted  box   to  that 

H category  and  pressing  return.  This  will  allow  the  nurnbers  that 
were  selected  in  the  range  category  to  be  presented  in  order  or 

H randomly.  C3 
D,    Select    the    operations    that    will    be    used    by    moving  the 
hiahl  ig>-ted  bcv  under  the  "Other"   category,  Pre'^s  return  and 

H enter  the  selections  by  following  the  screen  directions.  In  this  p| 
activity  It  n^**^"?  pressing  the  arrow  keys  and  the  return  key  to 

Hturn  the  operations  on  or  off, 
•Note«  Descript jor:s  of   the  categories  are  available   if  the  Teacher 

H presses  the        key  when  the  highlighted  box  is  on  the  category  Q 

in  question,  IH 

B   m 

g                                             SUGGEST I ONS  Q 

HI,    Listen  for  souno  'co  hear  if  the  student  is  progressing  and  getting  B 
correct  answers. 

2.    Leave  the  sound  on  if  it  does  not  distract  other  students.    Sound  is  CI 

m          an  important  part  of  the  game  and  the  feedback  and  lets  the  stuoent  Mi 

know  what  is  happening  that  he  oight  not  otherwise  notice,  rjji 

H3.    D*T*A.  Applications:  || 

Warm-up  y i 

Blndeoendent  Practice  M 
Vocabulary:  Equals 

g    4.    See  the  HECC  manual  for  further  information.  g 

Reggies  are  the  mo«:t  common  species  of  C3 
^3  iflbiSy^      Troggle    The  creatures  travel  in  straight  H 

Mi  lt«i«  lIViluDQ^      lines*    When  Resflries  inter  cells  containine  r— i 


Riffitt  .  ilV^QQQ^      lines*    When  Reggies  inter  cells  contiining 

fhosglui  MnaJus)  ^lohiml      ^  number  or  txpression»  they  lat  them  an^ 

liavt  mother  (tt^it  or  distractor)  in  their 
place 
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SOFTWARE 
SUMMARY 


t  ChOOM  USt 


Company:  MECC  A- 170 
Title:  Number  Munchers 
Activity:  MULTIPLES 


OB JECTI VES : 

MFMT  2.1.3  MULTIPLY  WHOLE  NUMBERS 

SKILL:  Ml     RECALL  MULTIPLICATION  NUMBER  FACTS 


ACTIVITY  SUMMARY 

This  game  is  similar  to  Pac  Man.   The  student  is  given  a  number  in 

the  statement     •Multiples  of    The  student  must  maneuver  the 

•Kuncher"  using  all  four  arrow  keys  (or  a  joystick  if  one  Is  connected) 
in  a  5X6  grid  with  30  squares  containing  other  numbers.  He  must  then 
press  the  Space  Bar  tc  "munch*  those  numbers  that  are  multiples  of  the 
one  given  at  the  top.  Certain  squares  are  indicated  as  safe  from  the 
'^Troggles'  which  try  to  catch  the  rouncher.  Beeps  tell  the  student  when 
the  safe  squares  are  changed.  Four  notes  also  announce  the  arrival  of  a 
•Troggle*  onto  the  game  board.  As  the  student  progresses  from  game  to 
game,  more  •Troggles"  appear,  and  they  do  not  always  move  In  straight 
lines  as  at  the  beginning.  The  student  may  press  *?*  to  stop  the  game 
if  he  wishes.  If  he  does,  he  loses  points  but  can  continue  to  play.  An 
entirely  new  session  must  be  started  once  all  four  'munchers*  have  been 
lost.  A  muncher  can  be  lost  either  by  having  a  *Troggle*  eat  It  or  by 
getting  a  wrong  answer. 

Sound  is  used  as  feedback.     It  announces  wrong  answers,  right 
answers,  and  a  game  successfully  completed.    Wrong  answer  feedback  is  a 
negative  sound  and  a  statement  telling  the  student  that  the  munched 
number  is  not  a  multiple  of  the  given  one. 
Ex.  Oops*  46  is  not  a  multiple  of  13. 
Press  Space  Bar  to  continue. 
The  score  is  shown  at  the  bottom.    Once  a  student  does  a  couple  of  games 
correctly,  he  is  given  a  cute  graphic  of  *Great  Moments  in  Huncher 
History  'where  the  muncher  tt  a  winner  and  the  'Troggle*  is  a  loser.  He 
say  also  be  put  in  the  Huncher  Mall  of  Fame  if  his  score  Is  among  the  10 
top  scores  for  tha.  activity. 
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g                                        TEACHER  OPTIONS  Q 

HI.    Press  Ctontrol-S  to  turn  the  sound  'un'  or  "off  at  any  point  m  the  Q 
prograni. 

H2-    Pres?  Control -A  from  the  main  menu  to  access  the  teacher  management 

options  H 

A.    Se'       the  activity  of  Multiples  by  pressing  the  Return  key  down  ^ 

Bonre  to  see  "yes"  under  the  "Use"  category.    Tne  sane  car.  be  H 

aone  to  turn  "off"  this  activity,  press  Return  to  see  "no"  in  ^ 

Hthe    'Use"  category.  B 

B.    Select  the  range  of  numbers  by  us:-g  the  arrow  *cey  to  move  the  ■■ 
higr.lightec  bov  to  the  "Range"  category.  Then  press  Return.  Tne 

B                allowable  range    f  numbers  used  in  this  activity  is  2-20.    The  p| 

teacher  follows  the  screen  directions  by  entering  in  the  lower  q 

H limit  and  the  upper  lim:t<  B| 

C.    Select  either  'ranaom'*  or  'in  order"  for  the  'Sequence-  ^ 

H category.    Do  this  by  moving  the  highlighted  box  to  that  B 

category  and  pressing  return.  This  will  allow  the  numbers  that  N 
were'selectea  in  the  range  category  to  be  presented  in  order  or 

randomly .  H 

D.    Select  the  multiples  of  the  key  values  by  moving  the  highlighted  _« 

HbcY  under  the  'Other"  category.  Press  return  and  enter  the  H 
number  by  following  the  screen  directions. 

«Note«    Descriptions  of  the  categories  are  available  if  the  Teacher 

^                presses  the        key  when  the  highlighted  box  is  on  the  category  g 

in  question.  ^1 

i    H 


SUGGESTIONS  Q 

  B 

Leave  the  sound  "on'  if  it  does  not  distract  other  students.  Sound 

His  an  Important  part  of  the  came  and  the  feedback  and  lets  the 
student  know  what  is  happening  that  he  might  not  otherwise  notice. 
D.T.A.  Applications: 
Varm-up 


B 

^  I.  Listen  for  sound  to  hear  if  the  student  is  progressing  and  getting 
hri  correct  answers. 


B 

Hinaepenoeni  rraciice 
Vocabulary:  Multiples 
4.    See  the  MECC  manual  for  further  information 


B 
B 


Independent  Practice 
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Hjf(flffT%      Smtrties  travel  in  an  unpredictable  pattern  H 
Saarti«  ifU&C      ^^^^^  *^*y  Muncher  and  then 


•tttmpt  to  cttch  it  They  hive  no  effect  on  pi 
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SOFTWARE 
SUMMARY 


Company:    MECC  A- 170 
Title:    Number  Munchers 
Activity:  PRIMES 


OBJECTIVES; 

MFMT  2.1.3  MULTIPLY  WHOLE  NUMBERS 
SKILL 5  NOT  REQUIRED  ON  THE  MFMT 


ACTIVITY  SUMMARY 

This  game  is  similar  to  Pac  Man.  The  student  is  given  the 
statement  'Prime  NumDers.'  TJ student  must  maneuver  the  •Wuncher" 
using  all  four  arrow  keys  (or  a  Joystick  if  one  is  connected)  In  a  5X6 
grid  with  30  squares  containing  other  numbers.  He  must  then  press  the 
space  bar  to  'munch*  those  numbers  that  are  prime  numbers.  Certain 
squares  are  Indicated  as  safe  from  the  troggles  which  try  to  catch  the 
muncher.  Beeps  tell  the  student  when  the  safe  squares  are  changed. 
Four  notes  also  announce  the  arrival  of  a  troggle  onto  the  game  board. 
As  the  student  progresses  from  game  to  game,  more  troggles  appear,  and 
they  do  not  always  move  In  straight  lines  as  at  the  beginning.  The 
student  may  press  to  stop  the  game  If  he  wishes.  If  he  does,  he 
loses  points  but  can  continue  to  play.  An  entirely  new  session  must  be 
started  once  alt  four  'munchers*  have  been  lost.  A  muncher  can  be  lost 
either  by  having  a  troggle  eat  it  or  by  getting  a  wrong  answer. 

Sound  is  used  as  feedback.  It  announces  wrong  answers,  right 
answers^  and  a  game  successfully  completed.  Wrong  answer  feedback  is  a 
negative  sound  and  a  statement  telling  the  student  that  the  munched 
number  is  not  a  prime  number. 

Ex.  Oops!  4  is  not  a  Prime  number. 
Press  Space  Bar  to  continue. 
The  score  is  shown  at  the  bottom.  Once  a  student  does  a  couple  of  games 
correctly,  he  is  given  a  cute  graphic  of  "Great  Moments  in  Muncher 
History'  v^^re  the  muncher  is  a  winner  and  the  troggle  is  a  loser.  He 
Bay  also  be  put  in  the  Muncher  Ball  of  fame  if  his  score  is  among  the  10 
top  scores  for  that  activity. 
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TEACHER  OPTIONS  H 

Press  Control-S  to  turn  the  sound  on  or  off.  H 
Press  Control-A  frotr.  the  main  menu  to  access  the  tejcher  manaaemer.t 


H options. 
A.    Select  the  activity  of  Primes  by  using  the  arr.3w  keys  to  move 
it-    u  .  _v  I  .  ..^w.-    t-K*    •Ilc»"    naf.nnru        Pf  #55   thC  Tetum 


B 
B 


the  highlighted  box  under  the  •Use"  category.    Press  the  return 

Hkey  down  once  to  see  'yes".     The  same  can  be  dene  to  turn  off 
this  actPMty.  press  return  to  see  •no'  in  the    "^Jse"  categorv. 
Descriptions  of   the  categories  are  available   if   the  Teacner  H 
presses  the        key  when  the  highlighted  box  is  o-^  the  category 
m  quest  ion . 
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SUGGESTIONS 

H       1.    Listen  for  sound  to  hear  if  the  student  is  progressing  and  getting 

H correct  answers. 
2.    Leave  the  sour.a  cn  if  it  does  not  distract  other  students.    Sound  is 
_  an  important  part  of  the  game  and  the  feedback  and  lets  the  stuaer.t  g 

Q  know  what  IS  happening  that  he  might  not  otherwise  notce.  H 

3      Ti  T  a    Ann  1  1  cat  1 015:  r~l 

B 

H Vocabulary:  Prime  numners 
A     See  the  MECC  manual  for  further  information 
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BB  muncners  iinrec  m  reserve  «iiu  wne  wd  ^ 

fame  screen!    You  may  tarn  one  additional  W 
H  tafhH        Muneher  if  your  score  reaches  1.000  points  and  *■ 

RuBbcr  Munchen  another  at  10.000  points.   Mumber  Munchers  D 

HCMunchieus  dvitus)  I  |         are  under  your  control  This  means  that  you 

«J  L.      choose  the  direction  that  the  Number  Muneher  q 

Hvovss  and  when  it  cats  a  number  or  expression  B 
(tarfctsl    If  the  target  eaten  matches  the 
key  value  displayed  at  the  top  of  the  gane  B 
C3  acreen.  then  points  are  earned  ■■ 
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Indepenoent  Practice  q 
Vocabulary:  Prime  numbers  |H 
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You  start  the  same  with  four  Number 
Munchers  (three  in  reserve  and  one  on  the 
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Level:       Multiples  of  3 
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SOFTWARE 
SUMMARY 

Company:    MECC  A-167 
Title:  QUICKFLASH! 
Activities:  NUMBER  NAME, 
WORD  NAME,  TENTHS, 
HUNDPEDTHS,  DECIMAL  PT. , 
NUMBERS  TO  WORDS 


OBJECTIVES: 

MFMT  3.1.1  Write  Numbers  In  Words  and  Digits 


SKILLS: 


Nl 
N3 


N5 
N7 
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IDENTIFY  PLACE  VALUE 
WRITE  DIGITS  FOR  WORDS  ONE  THROUGH 
NINETEEN 

WRITE  DIGITS  FOR  WORDS  TWENTY, 
THI RTY ,  FORTY . . . NI NETY 
WRITE  DIGITS  FOR  HYPHENATED  NUMBER 
WORDS  FROM  TWENTY-ONE  THROUGH 
NINETY-NINE 
NIO     DENTIFY  WORD  NAMES  TENTHS  AND 

HUNDREDTHS  FROM  THE  DIGITS  <.l  AND 
.Dl> 

N12  RECOGNIZE  THAT  ''AND"  REPRESENTS  THE 

DECIMAL  POINT 
N13  WRITE  NUMBERS  IN  WORDS  AND  DIGITS 

NOTE:  A  apeclal  data  disk  with  the  activities  listed  under  the  ACTIVITY 
SUMMARY  is  required  to  cover  the  above  skills. 


ACTIVITY  SUMMARY 

OuicKf Ifl^!  enables  the  teacher  to  construct  electronic  flashca'-is  with 
the  following  additional  elements:  automatic  record  keeping, 
randomization  of  questions,  control  over  the  level  of  mastery  required, 
printed  progress  reports,  and  spelling  tolerance.  When  a  spelling 
tolerance  is  set  Into  a  flashcard  set,  the  student  gets  the  feedback 
that  the  answer  was  correct  but  the  correct  spelling  was....  iu£ 
teacher  may  also  limit  the  pool  of  fl{\shcards  the  student  works  with 
until  mastery  of  those  items  is  obtained.  A  time  limit  may  be  set  if 
you  wish  the  student  to  work  at  a  faster  rate.  Students  must  type  in 
the  answers  either  as  words,  letters,  or  numbers.  Once  a  question  is 
presented  the  student  can  answer  it,  press  Return  to  see  the  correct 
answer,  or  press  Escape.  If  he  presses  Escape,  he  will  be  given  the 
total  number  of  questions  and  the  ones  he  has  learned  so  far.    He  is 
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Hnaln  nenu.    If  the  student  gets  a  wrong  answer  on  the  first  try.  the  tg 
correct  answer  Is  displayed.     When  a  student  has  mastered  a  set  or  ^ 
„      msJMrds.^he  progr^  will  continue  to  show  his  level  of  performance 
B     as  mastered  even  if  he  does  not  get  them  all  right  at  a  later  time. 

HThe  following  activities  have  been  developed  especially  for  this  tg 
project.  They  are  on  a  special  data  disk  that  is  needed  to  run  with  the  W 
Quiekf lash!  program.  g 

B      NUMBER  NAME  meets  skills  N3,  N5,  and  N7  listed  above.     Students  must 

H enter  the  numbers  In  this  set  of  100  questions.  An  example  is:  Write  mg 
the  number  for:   ninety-eight.     The  student  must   type   in  98  as  the 

H answer.    (Caution:      Do  not    change   the  spelling   tolerance   for   this  U 
activity  since  a  spelling  tolerance  will  allow  any  number  to  be  accepted 
as  correct.) 

™      WORD  NAME  meets  skill  NIO.     Ten  multiple  choice  questions  deal  with  _ 

H recognizing  numbers  having  tenths  or  hundredths.    An  example  is:  Choose 
the  word  name:  .29 

HA.  Twenty-nine  hundredths  iK 
B.  Twenty-nine 

H TENTHS  meets  skills  Nl  and  NIO.    Ten  questions  are  set  up  as  follows:  Q 
Write  the  digit  in  the  tenths  place:    298.07   The  student  must  then  type 
Jjgj^      In  0  as  the  answer.  pK 

H HUNDREDTHS  meets  skills  Nl  and  NIO.  Ten  questions  are  set  up  as  Q 
follows:    Write  the  digit  in  the  hundredths  place:  786.05    The  student  mm 


B 

DECIMAL  POINT  meets  skill  N12.    fifteen  questions  are  sei  uf  as  lui.L^ro. 
Write  the  word  that  represents  the  decimal  point:  1.907    The  student  |||| 
Bust  then  type  in  AND  as  the  answer. 


must  then  type  in  5  as  the  answer 

DECIMAL  POINT  meets  skill  N12.    Fifteen  questions  are  set  up  as  follows: 


the  MFMT.) 


t')  ■;  n 


B 


B 
B 

H  NUMBERS  TO  WORDS  meets  skill  N13  which  is  a  culmination  of  all  the 
!S  skills  needed  for  this  objective.  Twenty  questions  are  set  up  as 
B  follows:  Write  the  number  name  for:  38.05  The  student  must  then  type 
In  THIRTY-EIGHT  AND  FlVii  HUNDREDTHS.  (Note:  You  might  want  to  set  a 
spelling  tolerance  in  this  flashcard  set  since  spelling  is  not  a  part  of  || 

B 
B 

-  B 
B 
B 


B 
B 
B 
B 
B 
B 

Ibbbbbbbbbbbbbbbbb 


rnV!^  E!c.lT?or?.s"  IU-'274  P.G.C./D.  of  MD.  1988 


m 

H 
H 
H 
H 
i 

i 
H 
H 
B 

B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
P. 

a 

ERLC 


TEACHER  OPT^  DNS 

1.  Press  CONTROL-A  fron  the  main  menu  to  access  the  teacher  management 

A^'lryou  wish  to  enter  student  names  so  that  students  m"st  pick 
their  names  from  a  list  displayed  on  the  screen,  chcx  ^  Option  2, 
^'Create/Edit  class  list." 

B.  If  you  wish  to  create,  edit,  or  delete  existing  sets  o 

f lashcards.  choose  CREATE/EDIT  FLASHCARDS  from  the  main  menu  or 
the  "Management  Options*  menu.    (See  the  manual  for  more 
information  on  how  to  create  f lashcards  if  you  do  not  understand 

what  to  do. )  t  «.  ' 

1.  If  you  wish  to  set  the  mastery  level,  spelling  tolerance,  time 
limits,  and  the  number  of  flaohcards  in  the  '^^^^i^Q  • 
choose  Option  4,  "Set  levels  and  limits/  from  the  CREATE/EDIT 
FLASHCARDS  menu. 

2.  If  you  do  not  set  the  levels  and  limits,  the  program 
automatically  assigns  the  following: 

a.  Mastery  level  is  2  meaning  the  student  must  get  the  answer 
correct  twice  before  he  is  considered  as  mastering  the 
concept.    (It  may  be  set  from  1  to  10.) 

b.  Spelling  variation  is  not  allowed. 

c.  No  time  limit  is  olven.    (Time  may  be  set  from  0,  for  no 
limit,  to  30  seconds.) 

d.  Working  pool  is  the  number  of  questions  in  the  set.  (The 
pool  may  be  set  from  1  to  N  with  N  t)eing  the  number  of 
questions  in  the  set.) 

C.  To  prin^  f lashcards,  choose  Option  5,  "Print  Flashcards"  from  the 
Management  Options  menu.    (NOTE:    Any  diacritical  marks  or  special 
characters  used  in  a  set  will  not  print  as  they  appear  on  the 
screen. ) 

D.  Student  records  may  be  printed  or  displayed  from  Option  6, 
•Printer  Support." 

E.  Option  4  allows  you  to  control  v^ether  the  CREATE/EDIT  FLASHCARDS 
program  will  be  displayed  on  the  main  menu. 

2.  Diskette  support  from  the  main  menu  allows  you  to  select  one  or  two 
disk  drives,  create  a  data  diskette,  or  copy  a  data  diskette. 
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2. 


4. 


5. 


6. 


SUGGESTIONS 

If  you  are  not  sure  whether  the  program  is  set  for  1  or  2  disk 
drives*  choose  Diskette  Support  frcni  the  main  menu  and  set  the 
program  according  to  the  number  of  disk  drives  that  you  have* 
Unless  you  plan  to  have  students  create  their  own  f lashcards  (which 
could  be  a  good  learning  experience),  choose  Option  4  frcxii  the 
Management  Options  menu  and  set  the  program  so  that  CREATE/EDIT 
FLASHCARDS  does  not  appear  on  the  main  menu. 

Instruct  students  to  choose  tl  'Use  Flashcards"  from  the  main  menu 

and  then  the  activity  you  want  them  to  do  on  the  data  diskette, 

(See  the  Student  Handout  which  follows  this  summary  for  further 

information  on  what  the  student  must  do.> 

Adjust  the  time  limit  and  the  working  pool  according  to  your 

student's  needs  and  the  difficulty  of  the  activity,    (See  Teacher 

Options.) 

O.T.A.  Applications: 
Warm-up 

Guided  Practice    (Students  are  given  the  choice  to  redo  missed 

questions. > 
Independent  Practice 

Vocabulary:    See  examples  from  individual  activities. 
See  the  MECC  manual  for  further  information. 
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STUDENT  HANDOUT 
A  QUICK  GUIDE  TO  QUICKFLASH! 


How  to  use  Quickflash!: 

1.  Turn  on  the  computer  monitor,  insert  the  Quickflash!  program  diskette 
in  Drive  1,  and  turn  on  the  computer* 

If  your  computer  has  two  disk  drives,  put  the  data  diskette  your  teacher 
wants  you  to  use  in  Drive  2. 

if  your  computer  has  only  one  disk  drive,  you  will  need  to  follow  the 
directions  on  the  computer  screen  carefully.  The  computer  will  tell  you 
when  to  take  out  the  program  diskette  and  when  to  put  in  the  data 
diskette. 

2.  Type  the  number  1  for  the  USE  FLASHCARDS  program  on  the  main  menu 
and  press  Return. 

3.  If  you  see  your  name  in  the  list  of  students  shown  on  the  computer 
screen,  type  the  number  of  your  name. 

If  your  name  is  not  on  vhe  list,  type  0  (zero,  not  the  letter  0)  and  add 
your  last  name  and  then  your  first  name  when  the  computer  asks  you 
for  them. 


4.       Type  the  number  of  the  set  of  flashcards  you  want  to  use  and  press 
Return. 


5.  When  you  see  a  flashcard  shown  on  the  screen,  type  the  answer  to  the 
question.  If  your  answer  is  wrong,  the  computer  will  show  you  the  right 
answer.  If  you  do  not  know  the  answer,  you  can  press  Return  to  see  it. 

6.  If  you  want  to  stop  using  the  flashcards,  press  the  Escape  Key  once. 
The  computer  will  tell  you  how  many  of  the  flashcards  you  have  learned. 
Now  you  can: 

•  choose  to  go  over  the  flashcards  you  have  learned; 

•  work  on  those  you  have  not  learned; 

•  choose  to  use  a  different  set  of  flashcards;  or 

•  go  back  to  the  main  menu. 
It's  up  to  you! 
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Africa.  ^li  »«.  . 
our  j«b  to  find 
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fress  SPACE  tAt  to  coniinot 


SUMMARY 


Company:    MECC  A- 148 
Title:     QUOTIENT  QUEST 
Activity:     AFRICAN  SAFARI 


OBJECTIVES: 

MFMT  2.1.4  Divide  Whole  Numbers 
SKILL:   Dl   RECALL  DIVISION  NUMBER  FACTS 


ACTIVITY  SUMMARY 

Ouo* = entOuest  IS  set  up  so  that  the  student  does  five  problems  and  then 
is  alioued  to  play  a  game.  In  AFRICAN  SAFARI,  students  wili  receive 
practice  in: 


dividina  nuMers  with  divisors  2 


to  9 


■  c 


Twenty-five  ra'-.cor.l 
division  formats: 


Generated  problems   are  presented  using  common 


6  )  36 


36  -r  6:  3C/6: 


6 


(The  fraction  formats  are  optional.) 

Students  are  given  two  opportunities  to  answer  a  problem  correctly.  If 
they  answer  incorrectly  on  the  second  try,  help  >s  provided  by 
dlsplaylns  *n  array  that  Illustrates  the  problem  or  by  f Patina  bas^c 
divis.on  rules  that  cover  the  problem.  The  problem  must  be  ansuereC 
correctly  before  proceeding  to  the  next  problem. 


They  ar » 
The  mastery 
the  mastery 


Students   receive   a  score   at    the   end   of    the  lesson, 
congratulated  If  they  score  at  or  above  the  mastery  level, 
level  is  set  at  85\  of  25  problems.     If  they  score  below 
level,  they  are  encouraged  to  repeat  the  program. 

The  object  of  the  game  of  AFRICAN  SAFARI  Is  to  locate  four  hidden 
chUanzees  in  the  African  landscape.  Students  have  ten  Chan,  es  to 
locate  a  chimp  before  returning  to  the  division  practice. 
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TEACHER  OPTIONS 

HmbsT  8  froir,  the  main  menu  is  used  to  turn  the  sound  on  or  o** 
Press  Control -A  from  the  main  menu  to  access  the  teacher  manaaement 
options. 

A.    Numoer  1  •Turn  graphics  off*  wll 


C. 


,  '     remove  the  games  from  the 

J  f      ^^^^        student  is  not  allowed  to  play  any  games. 


lows  you  to  print  student 


fhrter  3  -See  names  and  scores*  al 
scores  or  view  them  on  the  screen. 
Number  4  allows  you  to  -Clear  names  and  scores.-    (100  scores 
may  be  so^fcr.    After  that,  the  oldest  score  is  removed  each  t:me 
a  new  score  is  entered. > 

Number  6  -Chocse  fact  display  type*  allows  vou  to  select 
fraction  formats  for  division  practice  programs.    (Do  not  choose 
the  frscticn  formats  s;nce  they  are  not  consirtent  with  the 
MFKi . ) 


SUGGESTIONS 

1.    !f  the  stuaenr  is  playing  the  game  fo.-  the  first  time,  he  should 

choose  option  number  3  -See  instructions'  uefore  choosing  option 

number  2  -play  'AFPICAN  SAFARI.'- 
I.    The  gone  msy  t6«ce  toe  long  to  play.    If  the  teacher  feels  It  does. 

the  graphics  s^^ouic  be  turned  off  in  the  management  options  so  that 

the  student  is  not  allowed  to  play  the  game, 
3-    If  the  problems  are  too  easy,  press  Escape  twice  to  go  on  to  the 

next  activity.  TDllY.  SWITCH. 

4.  D.T.A.  Apol jcaticns: 

Varm-Up 

Guided  Practice 
Indeoendent  Practice 
Vocabulary:  ci vision 

5.  See  the  y.ZCC  manual  for  further  information. 
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No ,    tru  again. 

Prcff  S^ACC  iAt  to  continue 


  fr*^*??,  7-?^  ??  

Think.  It  bosof 

Oividod  into  «rou^f  of  3 
Now  ««onv  «rou^f^ 
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""^^  SOFTWARE 


&u*rd  Captain  Jeff,  there  is  « 
thief  loose  in  the  csstle  You 
h*ve  four  rookie  «u»rds  to 
protect  the  Kov»l  Crown  You 
MUsi  toll  ihoM  ihoir  ovorv 
#%OM. 


Press  SPACE  BAB 

OBJECTIVES: 


to  continue 


SUMMARY 


Company:    MECC  A- 148 
Title:     QUOTIENT  QUEST 
Activity:    CASTLE  CAPER 


MFMT  2 
SKILLS 


1  .4 

D2 

D4 

D5 


Divide  Whole  Numbers 

1-DIGIT  DIVISOR  INTO  2-DIGIT  DIVIDEND. 
ALL  SIGHT  DIVISION.   NO  REMAINDERS 
1-DIGIT  DIVISOR  INTO  3-DI3IT  DIVIDEND. 
MOSTLY  SIGHT  DIVISION.   NO  REMAINDERS 
1-DIGIT  DIVISOR  INTO  3-DIGIT  DIVIDEND. 
REMAINDERS  POSSIBLE 


ACTIVITY  SUMMARY 

Ou"* ig^t  Quest  IS  set  up  so  that  the  student  does  five  problems  and  then 
play  a  game.     In  CASTLE  CAPEP.  students  will  receive 


IS 


ai  iouea 
ce  in 


to 


dividing  a  tuo-oigit  number  by  itself 


dividing  tuc-aio: t 
of  the  a: visors 


dividends  that  are  multiples 


dividing  three-digit  dividends  by  one-digit 
divisors,  with  no  remainders 


28  r  28 

3l  6<53 


Tuentv  randoT.lv  generated  problems  are  presented.  Students  are  given 
two  opportunities  to  answer  a  problem  correctly.  If  they  answer 
incorrectlv  on  the  second  try.  they  are  guided  through  the  division 
process  steo-by-step  or  given  the  rule  that  any  number  divided  by  itself 
is  one.  The  problem  must  be  answered  correctly  before  proceeding  to  the 
next  problem. 

Students  receive  a  score  at  the  end  of  the  lesson.  They  are 
conaratulated  if  thev  score  at  or  above  the  mastery  level.  The  mastery 
level  is  set  at  85*^  of  20  problems.  If  they  score  below  the  mastery 
level,  they  are  encouraged  to  repeat  the  program. 


In  the  game  CASTLE  CAPER,  a  wily  thief,  Shifty  Fin- -rs,  has  managed  to 
e-ter  the  castle  vault  and  take  the  royal  crown.  Students  will  help  the 
four  palace  guards  prevent  his  escape  and  return  him  to  the  castle 
vault.  The  guards  have  the  keys  to  seal  off  parts  of  the  castle, 
thereby  guiding  him  into  the  vault 
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TEACHER  OPTIONS 

■    ll^.Z^J.  ^'^^         '"^"^  *°  access  the  teacher  mana  cement 

^*    S!rnvMti^l^c".ff^^^"  9^*s  frorr.  the 

3     tllXr  -i  U  ^»        allowed  to  play  any  ganes. 

scores  or  view  the.-n  on  the  screen. 
C.    Numoer  4  allows  you  to  "Clear  names  and  scores."    COC  s-ores 


SUGGESTIONS 

If  the  student  is  playinp  the  game  for  the  first  time,  he  should 

^  r4':;'ii?rd  -^o-  -oosi^^  iT.ot 

r--.'i?,?Tn  °'  frustrating  to  the  student,  the  teacher 

m^,ai^2n  "       ^""^"9       graphics  off  ,n  the 

inandgement  options. 

V^'^'  P'^"  2«^P^  to  Qo  on  to  the 

D.T.A.  Appi icat icrs: 
Varm-Uc 

Gjidec  Pract.ce 
Inoepenoent  Practice 
Vocabulary:  nrr.e 
See  the  MECC  manuc!  for  further  information. 


Problem  9  of  20 


81 

6)426 


No  .    try  again. 
^r«fts  SfAC£  tAS  to  continuo 


PrebloA  5  of  20 


71 
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SUMMARY 

Company:    MECC  A- 148 
Title:     QUOTIENT  QUEST 
Activity:    MAGIC  FLAGS 


OBJECTIVES: 


ffFMT  2.1.4  Divide  Whole  Numbers 
SKILL:   Dl   RECALL  DIVISION  NUMBER  FACTS 


ACTIVITY  SUMMARY 

Quotient  Quest  Is  set  up  so  that  the  student  does  five  problems  and  then 
is  allowed  to  play  a  game.  In  MAGIC  FLAGS,  students  will  receive 
pr«iCtice  in: 


dividing  a  numlser  by  1 

dividing  a  number  by  0 

dividing  a  one-digit  number  by  itself 

dividing  numbers  with  divisors  2  to  5 


28  1  »   

0  4-  3  «  

5  5  «   

32.  4  «  


i 


Twenty-five  randomly  generated  problems  are  presented  using  conwon 
division  formats: 

^   -i^ 

6  \  36    :     36      6:     36/6;  6 
(The  fraction  formats  are  optional.) 

Students  are  given  two  opportunities  to  answer  a  problem  correctly.  If 
they  answer  incorrectly  on  the  second  try,  help  is  provided  by 
displaying  an  array  that  Illustrates  the  problem  or  by  stating  basic 
division  rules  that  cover  the  problem: 

Any  number  divided  by  Itself  is  one. 
Any  number  divided  by  lero  is  lero. 

The  problem  must  be  answered  correctly  before  proceeding  to  the  "^^t 
problem. 

Students  receive  a  score  at  the  end  of  the  lesson.  They  are 
congratulated  if  they  score  at  or  above  the  oastery  level.  The  mastery 
level  Is  set  at  es\  of  25  problems.  If  they  score  below  the  mastery 
level,  they  are  encouraged  to  repeat  the  proTram. 

The  Object  of  the  game  of  MAGIC  FLAGS  is  to  line  up  three  numbers  that 
total  15  on  a  grid.  — 
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Ti^ACHER  OPTIONS 

Number  8  from  the  main  menu  is  used  to  turn  the  sound  on  or  off. 
Press  Control-A  from  the  main  menu  to  access  the  teacher  manager.en; 
options* 

A.    Number  1  'Turn  graphics  off*  will  remove  the  games  from  the 

activities  so  that  the  student  is  not  allowed  to  Play  any  gardes. 
Number  3  'See  names  and  scores'  allows  you  to  print  stuaent 
scores  or  view  them  on  the  screen • 

Kumber  4  allows  you  to  'Clear  names  and  scores^*    (100  scores 
may  be  saved.    After  that,  the  oldest  score  is  removea  each  time 
a  new  score  is  entered.) 

Number  6  "Choose  fact  display  type"  allows  you  to  select 
fraction  formats  for  division  practic^^  programs.    (Do  not  choose 
the  fraction  formats  since  they  are  not  consistent  witn  the 
MFMT.) 


SUGGEFIIONS 

If  the  Student  is  playing  the  game  for  the  first  time,  he  snould 
choose  option  number  3  "See  instructions"  before  choosing  option 
number  2  "Play  'MAGIC  FLAGS.'" 

The  game  MAGIC  FLAGS  is  educational  but  may  take  too  lon^^  to  play, 
If  the  teacher  feels  it  takes  too  long,  the  graphics  should  be 
turned  off  in  the  management  options  so  that  the  student  is  no: 
al lowed  tv  play  the  game. 

If  the  problems  are  too  easy,  press  Escape  twic?  te  go  on  to  tne 
next  activity.  AFRICAN  SAFARI, 
D.T.A.  Applicatioris: 
Warm-Up 

Guided  Practice 
Independent  Practice 
Vocabulary:  division 
See  the  MECl  manu^'  for  further  information. 


3. 


4. 


fretlmo  f-  of 


2+2  =  0 


No ,    try   aga  in . 
frcsf  SfllCC  tAK  to  continue 


rrobUn  9  of  25 

fiftmenbtfr  thif  division  rule 
Any  nunbcr  divided  by  itself 
one 


2-^2  =  1 
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CD 

>ldl  Tower 
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]  [^Sl  [ 


Pr9%%  SPACE  to  continue 


SUMMARY 


Company:    MECC  A- 148 
Title:     QUOTIENT  QUEST 
Activity:     ORIENTAL  TOWER  Pf 


OBJECTIVES: 


MFMT  2.1.4  Divide  WhoVe  Nuir£)fers  O 

SKILLS:   D3  1-DIGIT  DIVISOR  INTO  2-DIGIT  DIVIDEND,  ^ 

REMAINDERS  POSSIBLE   ,.,rr,TrMT^  E3 

D5  1-DIGIT  DIVISOR  INTO  3-DIGlT  DIVIDEND,  jr* 

REMAINDERS  POSSIBLE  «,.,Tr^r.Mr.  r-X 

D6  l-DIGIT  DIVISOR  INTO  4-DIGIT  DIVIDEND,  p 
MOSTLY  SIGHT  DIVISION,   NO  REMAINDERS 

   E 

ACTIVITY  SUMMARY 

n.,ntignt  Quest  is  set  up  so  that  the  student  does  five  problems  and  then  D 

fs  allowed  to  Play  a  game.     In  ORIENTAL  TOWER,  students  will  receive  fL 

practice  in:  |^ 

dividing  a  number  whose  first  digit  is  a  multiple  4189 
of  the  divisor  (with  remainders) 


6"^  365  £ 


31  1260 


H dividing  a  number  whose  first  two  rt.gits  form  a  6)  249  g 

multiple  of  the  diviscr  <with  remainders)  ^ 

H dividing  a  number  In  which  the  quotient  will  end 
in  zero  Csotne  have  remainders) 

B 

S      TVent,  r.ndo»,l,  gener^.d  proWe^s  .re  .„?!%»,'""".U'°?^o  R 

M       Br*««  'R'  to  enter  an  'r'   for  a  remainder.     Students  are  given  twu  ^ 
^Dortun.ues  to  anVer  a  problem  correctly.    If  they  answer  incorrectly 

H^  Jir  second  try,  they  are  guided  through  the  division  process  || 
;;ep-by-step     Th/Vroblem  must  bT answered  correctly  before  proceeoing 

CD       to  the  next  problem.  K 

5      students  receive   a  score   at   the   end  of    the    lesson.      They   ar^  g 

H      congratulated  if  they  score  at  or  above  the  mastery  level.    The  mastery  R 

level  is  set  at  85%  of  20  problems.     If  they  score  below  the  mastery  g 

B      level,  they  are  encouraged  to  repeat  the  program.  K 


B  ORIENTAL   TOVER   „   .  r?,"  .«  "  «  EM 
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The  game  ORIENTAL  TOWER   Is  a  «tr*f.«u  - 

sections  of  «  tower  fr«.         r  O^'V  Which   jnvol  ves  movino 

section,   however,   cannot  b    place"  on   toV  1  '  '''''' 

Students  may  choose  to  play  a  t^glnner's  o^e  wrh 
tower  or  an  JntermedJate  game  with  fo!?  se^t^nn^    a '^"^  sections  of  a 
five  sections  is  allowed  In  th.  fina?  Se^'eJ  ^"  ""'""'^  "'^^ 


TEACHER  OPTIONS 


1. 
2. 


options.  access  whe  teacher  management 

acT?:u;e;';rth'irf^e"s?^^;nrs'i  zti'u''' 

Number  3  "See  names  a  d  scores"  ^I^s  i^!"  '°  ^i*^  5^"- 
scores  or  view  them  on  the  screen         ^     ^°  ^"'"^ 

LTbe  s'aved"^^?er\°h:f"th'  "T^  '-"^ 
a  new  score  iy  e^le^ed  5  *     '  ""^^^^^  time 


B 


SUGGESTIONS 

number  2  -Play  'ORIEKIAi  TO»  -         °  "Pt'on 

MMsraent  opilons   """"""  "      '""'"9  the  jrvhic,  off  ,„  the 

ie'xf  «fI*;rP?jRL'mvSI!''  ^'""^  "  0°  -  '0 

D.T.A.  Applications: 
Warm-Up 

Guided  Practice 
Independent  Practice 
Vocabulary:  remainder 
See  the  MECC  manual  for  further  information. 
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SOFTWARE 
SUMMARY 


Divers  ]:■  i' * 


IW4. 


seconds  


1(1"'' 

•ll.iH" 


Pr«tt  SPACE  BAR  to  ronl«nu» 

OBJECTIVES: 


Company:    MECC  .A-lff 
Title:     QUOTIENT  QUEST 
AcMvity:     PEARL  DIVERS 


MFMT  2.1.4 
SK-LLS;  Dl 
D2 

D3 


D4 

D5 
D6 


Divide  Whole  Numbers 

PFPALL  DIVISION  NUMBER  FAuTS 

1-D^GIT  DIvfsOR  INTO  2-DIGIT  DIVIDEND, 

ATT    SIGHT  DIVISION.   NO  REMAINDERS 

t-DIGIT  DIVISOR  INTO  2-DIGIT  DIVIDEND. 

fSlG?f  mvTsol'?N?0  3-DIGIT  DIVIDEND. 
ioSTL^ S?GHT^Sl v! sISn .  NO  REMAINDERS 
1-DIGIT  DIVISOR  INTO  3-DIGIT  DIVIDEND, 

MOSTLY  SIGHT  DIVISION,  NO  REMAINDERS 


ACTIVITY  SUMMARY 


in  Qi.<?tignt  Qu? 


■«5t 


in  a 
two  pearl 
the  sea.  Tne 
be  set   in  the 
turned  off,  the  drill 


DIWPS  IS  a  revieu  of  all  the  activities 
flrril   fo-n)at.     Graphic  reinforcement   .s  provided  by 
d  ve?s  ihi  trv  fo  aet  a  giant  pearl  off  the  bottom  of 
m^unt  :f%\me  allowed  to  c^leU  each  Prob  em  can 
teacher  management  options.    If  the  graphics  are 
is  not  timed. 

are  oiver,  »s  msny  cnsnces  as  n«*J  <=  tt^r  the  «l lotted  time  h»s  -  " 
.noited.    If  they 

°;^i,.'rUr  .^'r^«e^*cor'rV=ttr^?-rr  Koceed.n,  to  the 

proMen  . 

^^rr-rtiv  Within  the  given  time  limit,  the 

^i^i::^^^:^^^^  .T;re;v°'rr.cs.ev:d.  


run 
The 
next 


If  a  perfect 


VZIZ:.  .pirpor,.  dances  on  the  ..rf.c.  o.  the  »e 


score 

student,   receive   .   .core   «.  J^Vrv 're've".' 

?r;e'r  s  srorio'p'ro.",™,.    n  the,  .core  be,o» 

loiel .  the,  .re  encouraged  to  repeat  the  progran,. 


They  are 
The  mastery 
the  mastery 
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TEACHER  OPTIONS 

N'jmber  8  from  the  main  menu  is  used  to  turn  the  sound  on  or  off. 
Press  Control-A  from  the  main  menu  to  acce!>3  the  teacher  management 

options.  ^  o-AOT 

A,  Number  I  'Turn  graphics  off  will  remove  the  timing  from  PlAK^ 

DIVESS  so  that  it  is  untiroed. 

B,  Number  2  'Set  review  time'  allows  you  to  change  the  amount  of 
time  for  completing  each  problem  from  a  minimum  of  2  seconds  tc 
a  maximum  of  255  seconds.    The  default  setting  is  3Q  seconds. 
If  the  graphics  have  been  turned  off.  this  drill  is  not  timed. 

C,  Number  3  "See  na.'r.es  and  scores'  allows  you  to  print  student 
sccres  or  vjev  them  on  the  screen, 

D,  Number  4  allows  you  to  "Clear  names  and  scores."    OOO  scores 
may  be  saved.    After  that,  the  oldest  score  is  removed  each  time 
a  new  score  is  entered,) 


SUGGESTIONS 

1.  The  teacher  will  have  to  use  his/her  own  judgipent 
appropriate  timing  for  this  review  drill. 

2.  D.T.A.  Applications: 

Warm-up 

Guided  Pract ice 
Independent  Practice 
VocabuU'^y:  reir:=!noer 

3.  See  the  MECC  manual  for  further  information. 
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SOFTWARE 
SUMMARY 
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Company:    MECC  A- 148 
Title:     QUOTIENT  QUEST 
Activity:    TOTEM  SWITCH 


OBJECTIVES: 

MFMT  2.1.4  Divide  Whole  Numbers 

SKILL:   D3  1-DIGIT  DIVISOR  INTO  2-DiGIT  DIVIDEND, 
REMAINDERS  POSSIBLE 


ACTIVITY  SUMMARY 


Quotient  Quest 
IS  allowed  to 
practice  in: 


is  -et  up  so  that  the  student  does 
play  a  game.      In  TOTEM  SWITCH, 


five  problems  and  then 
students  will  receive 


dividing  numbers  with  divisors  2  to  9 
dividing  with  remainders 


51  28 


Twenty  randomly  generated  problems  are  presented.  The  student  must 
press  'R'  to  enter  an  'r'  for  a  remainder.  Stuaents  are  given  two 
opportunities  to  answer  a  problem  correctly.  If  they  answer  incorrectly 
on  the  second  try,  they  are  guided  through  the  division  process 
step-by-step.  The  problem  must  be  answered  correctly  before  proceeaing 
to  the  next  problem. 


They  are 
The  mastery 
the  mastery 


Students   receive   a   score   at    the   end  of    the  lesson, 
congratulated  if  they  score  at  or  above  the  mastery  level, 
level  Is  set  at  80%  of  20  problems.     If  they  score  below 
level,  they  &re  encouraged  to  repeat  the  program. 

The  object  of  the  game  of  TOTEM  SWITCH  is  to  switch  the  positions  of  the 
totem  poles  until  they  are  arranged  in  numeric  order  frooi  1  to  9. 
Students  may  choose  a  beginner's  game  with  five  poles  or  an  intermeaiate 
game  with  seven  poles.  An  advanced  game  with  nine  poles  Is  allowed  in 
the  final  segment. 
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TEACHER  OPTIONS 

i     Number  8  from  the  main  menu  is  used  to  turn  the  sound  on  or  o<<- 
2.   FvTss  (^ritvTl-h  fr«n  the  main  menu  to  access  the  teacher  management 

y^'SSSlber  1  "Turn  graphics  off  will  remove  the  games  from  the 

acuJitles'so  tSat'the  student  is  not  allowed  to  P;*V  "es. 

B.    Number  3  "See  names  and  scores"  allows  you  to  print  student 
scores  or  view  them  on  the  screen.  .mm  scores 

C    Number  4  allows  you  to  "Clear  names  and  scores."    (100  scores 
mafbesaJed.    After  that,  the  oldest  score  is  removed  eacn  time 

«  new  score  is  entered.) 


1 


SUGGESTIONS 

If  the  student  is  play,ng  the  game  for  the  first  time,  he  shoula 
choose  option  number  3  "See  instructions"  before  choosing  option 
number  2  "Play  'TOTEM  SWITCH.'" 

?S7gan>e  is  d'tficult  and  can  be  frustrating.    Therefore,  the 
telcSer  may  wish  to  eliminate  it  by  turning  the  graphics  off  in  the 

Tr;hTp?ob?em;°:re  too  easy,  pr.ss  Escape  twice  to  go  on  t  the 
next  activity,  CASTLE  CAPER. 
D.T-A.  Applications: 
Warm-Up 

Guided  Practice 
Independent  Practice 
Vocabulary:  remainder 
5,    See  the  MECC  manual  for  further  Information- 
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SOFTWARE 
SUMMARY 


Company:    MECC  A- 145 
Title:    Space  Subtraction 
Activity:  Cosmic  Creature 
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OBJECTIVES: 

MFMT  2.1.2     Subtract  Whole  Numbers 
SKILL:   SI  RECALL  SUBTRACTION  NUMBER  FACTS 


ACTIVITY  SUMMARY 
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subtraction  probleiP3«  After  each  set 
a  robot  part  by  part.    The  problems 


of 

In 


The  students  are  given  25 
5  problems  the  student  builds 
this  activity  are  very  basic. 

Students  are  presentt^d  with  a  subtraction  problem.  They  enter 
their  answers  using  the  number  keys,  beginning  with  the  ones  column. 
The  student  enters  In  the  complete  answer  then  presses  Return,  There  Is 
no  regrouping  l'^  this  program. 

For  a  corr'^'rt  response  the  student  will  see  the  word  "RIGHT"  appear 
under  their  answer. 

For  an  Incorrect  response  the  student 
AGAIN."    After  a  second  Incorrect  response 

They  are  assisted  with  a  number  line  that  has  star  filled  boxes  over  the 
same  amount  of  'umbers  as  the  top  number  In  the  equation.  The  stars  In 
the  boxes  disappear  one  by  one,  demonstrating  the  subtraction  of  the 
bottom  number.  Students  are  then  expected  to  count  the  remaining  boxes 
and  enter  the  number. 

After  completing  five  problema  the  student  is  presented  with 
various  parts  of  a  'Cosmic  Creature."  The  student  selects  out  of  a  set 
of  4  parts  to  build  their  custoc.  '^ed  robot.  Each  time  the  student 
selects  the  body  part,  they  see  how  much  of  the  robot  is  built.  When 
they  complete  25  problems  successfully,  they  see  the  robot  they've 
created. 


will  see  the  words  "NO  TRY 
the  student  receives  help. 


r.Q.C./\J.  of  m.  1988 
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TEACHER  OPTIONS 

The  sound  can  be  turned  'on"  or  'off  by  pressing  number  7  at  the 
main  menu. 


2.  Press  Control-A  while  at  the  main  menu  to  gt*  into  the  teacher 

management. 

A.  To  turn  the  graphics  'off",  press  number  1.  then  Return  and  the 

graphics  will  be  turned  'off". 

B.  The  other  management  options  are  self-explanatory.  They  are:  See 

names  and  scores:  Clear  names  and  score-;  Set  up  printer:  Return 
to  main  menue. 

3.  The  learning  objectives  In  MECC^S  COSMIC  CREATURE  are: 
^SUBTRACT  A  SINGLE-DIGIT  NUMBER  FROM  A  SINGLE  DIGIT  NUMBER  (FACTS) 
^SUBTRACT  A  SINGLE-DIGIT  NUMBER  FROM  ITSELF 

^SUBTRACTING  ZERO  FROM  A  SINGLE-DIGIT  NUMBER 


SUGGESTIONS 

1     For  this  activity  the  sound  is  'on'  during  the  robot  building  only. 
If  it  is  distracting  to  the  rest  of  the  class  turn  it    off".    If  it 
is  not  distracting,  it  can  be  entertaining  to  the  student  playing 
the  game. 

2.  D.T.A.  Appl ications 
Warm-up 

Guided  Practice 
Independent  Practice 
Vocabulary:  None 

3.  Turn  the  graphics  "off  (at  the  main  menu  «7)  if  the  student  takes 
more  time  on  the  game  than  necessary  or  if  the  game  seems  to  break 
up  the  learning  activity. 

4.  See  the  MECC  manual  for  further  information. 
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SOFTWARE 
SUMMARY 


Company:    MECC  A- 145 
Title:     SPACE  SUBTRACTION 
Activity:  SHUTTLE  TRIP 
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OBJECTIVES: 

MFMT  2.1,2  Subtract  Whole  Numbers 
SKILL:  Review: 

51  RECALL  SUBTRACTION  NUMBER  FACTS 

52  SUBTRACT  TWO  NUMBERS  WITH  UP  TO  2 
DIGITS  EACH,  NO  REGROUPING 

53  SUBTRACT  TWO  NUMBERS  WITH  UP  TO  3 
DIGITS  EACH,   NO  REGROUPING 


ACTIVITY  SUMMARY 

The  students  are  given  20  subtraction  problems.  After  each  set  of 
problems  that  the  student  answers  on  the  first  attempt  another  step  In 
the  graphics  shuttle  mission  is  accomplished.  If  perfect  score  is 
obtained,  the  crew  receives  a  warm  greeting.  Students  are  given  as  many 
chances  as  needed  to  answer  a  problem  correctly*  If  they  answer 
incorrectly  after  the  allotted  time  has  run  out.  help  Is  provided. 

Problems  are  presented  in  both  verticle  and  horizontal  format.  They 
enter  their  answers  using  the  number  keys,  beginning  with  the  ones 
column.  The  student  enters  in  the  complete  answer  then  presses  Return, 
There  id  no  regrouping  in  this  program. 

For  an  incorrect  response  the  words  'NO,  TRY  AGAIN"  will  appear  at 
the  bottom  of  the  screen.  After  the  alloted  time  runs  out  the  student 
receives  help.  They  are  assisted  with  a  pink  rectangular  box  that 
surrounds  the  numbers  that  should  be  worked  with.  The  student  must 
select  the  correct  answer  to  move  to  the  next  column* 

At  the  end  of  a  ie&son  the  student  receives  a  scoring  frame 
that  Informs  them  of  the  number  of  problems  they  answered  correctly  on 
the  first  attempt. 

Ex.      You  did  20  problems. 

You  got  20  problems  right  on  the  first  try 
VERY  GOOD! ! ! 
OR 

.  You  did  20  problems. 
You  got  15  problems  right  on  the  first  try. 
Please  try  SHUTTLE  TRIP  again. 
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TEACHER  OPTIONS 

The  sound  can  be  turned  'off"  or  'on"  by  pressing  number  7  at  the 
main  menu. 

Press  Control-A  while  at  the  main  menu  to  get  into  the  teacher 
iflanagement . 

A   To  turn  the  graphics  "off",  press  number  1,  then  Return, 
b-  To  adjust  the  time  press  number  2,  then  Return,  enter  In  the  time 
that  will  be  allowed  for  each  problem  to  be  answered   The  range 
is  2-255  seconds • 

C,  The  other  management  options  are  self-explanatory.  They  are:  See 
names  and  scores;  Clear  names  and  scores;  Set  up  printer;  Return 
to  main  menu. 


SUGGESTIONS 


1-    For  this  activity  the  sound  is  "on'  during  the  graphics  section.  If 
it  is  distracting  to  the  rest  of  the  class  turn  it  "off  (number  7 
at  the  main  menu).    If  it  is  noi  distracting,  it  can  be  entertaining 
to  the  student  playing  the  game, 

2,  D,T,A,  Applications 
Warm-up 

Guided  Practice 
Independent  Practice 
Vocabulary:  None 

3,  Turn  the  graphics  'off"  (at  the  main  menu  ni)  if  tht     udent  takes 
more  time  on  the  game  than  necessary  or  if  the  game  seems  to  break 
up  the  Itarning  activity.  When  the  graphics  are  turned  "off",  the 
students  do  not  get  the  option  menu  after  a  set  of  eight  problems, 

4,  See  the  MECC  manual  for  further  information. 
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SOFTWARE 
SUMMARY 


Company:    MECC  A- 145 
Title:     SPACE  SUBTRACTION 
Activity:  SPACE  MATCH 
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Subtract  Whole  Numbers 
SUBTRACT  TWO  NUMBERS  WITH  UP  TO  2  DIGITS 

EACH,  NO  REGROUPING 
SUBTRACT  TWO  NUMBERS  WITH  UP  TO  3 
DIGITS  EACH,   NO  REGROUPING 


ACTIVITY  SUMMARY 

The  students  arc  given  20  subtraction  problems.  After  each  set  of 
five  problems  the  student  has  the  option  to  play  the  game  'SPACE  MATCH." 

Students  are  presented  with  a  subtraction  problem  In  either 
vcrtlcle  or  horizontal  format.  They  enter  their  answers  using  the 
number  keys,  beginning  with  the  ones  column.  The  student  enters  in  the 
complete  answer  then  presses  Return.  There  is  no  regrouping  in  this 
program. 

The  students  are  Immediately  presented  with  the  math  problems. 
For  an  incorrect  response  the  words  "NO.  TRY  AGAIN"  appear  on  the  bottom 
of  the  screen.  After  a  second  incorrect  response  they  are  prompted  by  a 
pink  rectangular  box  which  highlights  the  numerals  that  shoulr^  be 
calculated.  The  student  must  enter  the  correct  answer  to  move  to  the 
next  column. 

When  the  student  has  completed  eight  problems  he/she  is  presented 
with  three  options; 

1.  Continue  working  problems 

2.  Play  ZEEMOON  WALK 

3.  See  instructions 
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The  object  of  the  game  Is  to  try  to  mrtch  various  'space"  words, 
planet  namest  or  planet  symbols.  The  student  presses  a  number  in  column 
1  and  then  tries  to  find  Its  match  by  pressing  a  number  in  column  2. 

At  the  end  of  a  lesson  the  student  receives  a  scoring  frame  that 
informs  them  of  the  number  of  problems  they  answered  correctly  on  the 
first  attempt. 

Ex.      You  did  20  problems* 

You  got  19  problems  right  on  the  first  try 

VERY  GOOD!!! 
You  are  ready  for  SHUTTLE  TRIP, 
or 

You  did  20  problems. 

You  got  14  problems  right  on  the  first  try. 
Please  try  SPACE  WALK  again. 
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TEACHER  OPTIONS 

The  •'ound  can  be  turned  "off"  oi  'on"  by  pressing  number  7  at  the 
niaia  menu. 


2.  Press  ».ontrol-A  »»hlle  at  the  mam  menu  to  get  into  the  teacher 

management. 

A  To  turn  the  graphics  'off",  press  number  1,  then  Return 

B   The  other  management  options  are  self-explanatory.  They  are:See 

names  and  scores:  Clear  names  and  scores;  Set  up  printer;  Recurn 

to  main  menu. 

3.  The  learning  objectives  in  HECClS  SPACE  MATCH  are: 


2. 


3. 


SUGGESTIONS 


For  this  activity  the  sound  i"  "on"  during  the  game  only.    If  it  is 
distracting  to  the  rest  of  th*  class  fm  it  "off".     If  it  is  not 
distracting,  it  can  be  entertaining  tc  the  student  playing  the  game. 

D.T.A.  Applications 
Warm-up 

Guided  Practice 
Independent  Practice 
Vocabulary:  None 

Turn  the  graphics  'off  (at  the  main  menu  «7)  If  the  student  takes 
more  time  on  the  game  than  necessary  or  If  the  game  seems  to  break 
up  the  learning  activity.  When  the  graphics  are  turned  off ,  the 
students  do  not  get  the  option  menu  after  a  set  of  els^t  problems. 


4.    See  the  MECC  manual  for  further  Informatatlon. 


flan*«c<*«i»t  Options 

Turn  ••••ijMc*  aff 
<Curr«ntlii  ••»> 

$,t  tNUTTtC  Ttif  rtvfu  Umm 
<Curr«i»tl¥  =  JO  ••c«nd«) 
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•i  (  SOFTWARE 

SUMMARY 


Company:    MECC  A- 145 
Title:     SPACE  SUBTRACTION 
Activity:    ZEMOON  WALK 
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OBJECTIVE: 

MFMT  2.1.2  Subtract  Whole  Numbers 

SKILL:   SI     RECALL  SUBTRACTION  NUMBER  FACTS 


ACTIVITY  SUMMARY 

The  students  are  given  24  subtraction  problems.  After 
each  set  of  five  problems  the  students  have  the  option  to 
play  the  g^me  '^ZBMOON  WALK." 

Students  are  presented  with  a  subtraction  problem  In 
either  vertical  or  horizontal  format.  They  enter  their 
answ  by  using  the  number  keys,  beginning  with  the  ones 
co:ur..w.  The  student  enters  in  the  complete  answer  then 
presses  Return.    There  Is  no  regrouping  In  this  program. 

The  students  are  immediately  presented  with  the  math 
problems.  For  an  incorrect  response  the  words  "NO.  TRY 
AGAIN"  appear  at  the  bottom  of  the  screen.  After  a  second 
Incorrect  response  the  student  receives  help.  They  are 
prompted  by  a  pink  rectangular  box  that  surrounds  the 
numbers  that  should  be  calculated.  The  student  must  select 
the  correct  answer  to  move  to  the  next  column.  The  pink 
rectangle  surrounds  the  hundreds  cr^umn  and  the  student 
again  must  enter  the  correct  answer. 

When  the  student  has  completed  eight  problems  he/she  is 
presented  with  three  options: 

1.  Continue  working  problems 

2.  Play  ZEEMOON  WALK 

3.  See  Instructions 

The  object  of  the  game  Is  to  try  to  land  Zebug  safely 
on  the  moon.  It  is  based  on  estimation  skills,  using  two 
given  numbers  as  endpolnts  to  aid  In  the  landing.  The 
student  enters  in  a  number  between  the  given  endpolnts, 
presses  Return  and  the  written  feedback  is  either:  "It  Is 
no*-  safe  to  land  here.  Please  try  again."    or  "We  are  out  of 
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fueK"  The 
land»  When 
the  students 
space  bar . 

At  the 
frame  that 


Zebug  Is  out  of  fuel  after  three  attempts  to 
out  of  f  ue  1  Zeoug  crash  1  ands  on  the  oon  and 
return  to  the  subtraction  drill  by  pressing  the 

end  of  a  lesson  the  student  receives  a  scoring 
Informs    them   of    the    number    of    problems  they 


answered  correctly  on  the  first  attempt 


Ex 


Yo'ij  did  24  problems^ 

You  got  23  problems  right  on  the  first  try 

Very  Good! ! 
You  are  ready  for  SPACE  MATCH. 
OR 

You  did  24  problems. 

You  got  16  problems  right  on  the  first  try, 
Please  try  ZEMOON  WALK  again. 


Problem  I  •f  24 


23 
-  IE 


2CH00M 
MALK 
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TEACHER  OPTIONS 

1.    The  sound  can  be  turned  "off'  or  "on"  by  pressing  number 
7  at  the  main  menu. 


B 
B 
B 

Press  Control-A  at  the  main  menu  to  get  into  the  teacher 
management  (See  "How  to  Modify  the  Disk"    in  the 

Teachers  Manual ) 

A.  To  turn  the  graphics  "off"  or  "on",  press  number  1. 
then  Return. 

B.  The  other  management  options  are  self-explanatory. 
They  are:  See  names  and  scores;  Clear  names  and 
scores;  Set  up  printer;  Return  to  main  menu. 


3.    The  learning  objectives  In  MECC's  ZEMOON  WALK  are: 

^  SUBTRACTING   A  TWO-DIGIT  MULTIPLE  OF   10   FROM  A  TWO 

DIGIT  MULTIPLE  OF  10: 
*  SUBTRACTING  h  SINGLE-DIGIT  NUMBER  FROM  A  TWO-DIGIT 

NUMBER  IF  HORIZONTAL  FORMAT;  Q 
^   SUBTRACTING   A   TWO-DIGIT   NUMBER   FROM   A   TWO-DIGIT  B 
NUMBER  WITH  NO  REGROUPING 


SUGGESTIONS 


n  ■  o 
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B 
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B 


  B 

B 
B 

For  this  activity  the  sound  is  on  during  the  game 
section  only.     If  it  Is  distracting  to  the  rest  of  the  Eg 
class  turn  It  off.     If  it  is  not  distracting^  it  can  be 
entertaining  to  the  student  playing  the  game. 


B 
B 


D.T. A.  App! icat  ions 
Warm-up 

Guided  Practice  q 
Independent  Practice  H 
Vocabulary:  Nor.<? 
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Turn  the  graphics  off  <at  the  main  menu  *7)  if  the 
student  takes  more  time  on  the  game  than  necessary  or  If 
the  game  seems  to  break  up  the  learning  activity.  When 
the  graphics  are  turned  "off'\  the  students  do  not  get  gJ 
the  option  menu  after  a  set  of  eight  problems*  N 

See  the  MECC  manual  for  further  information. 
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"  SOFTWARE 
SUMMARY 


<•>     Q»vton«  too 
(i)     rir«crK«ctr  100 
W    ta4a  100 
9/  CHUM)  CraM  Prim 


Company:  MECC  A-169 
Title:  SPEEDWAY  MATH 
Activity:  THE  BIG  RACE 


OBJECTIVES: 

LiPMT:  2.1.1 
2.1.2 
2.1.3 
2.1.4 

SKILLS:  Al 
SI 
Ml 
Dl 


Add  Whole  Numbers 

Subtract  Whole  Numbers 

Multiply  Whole  Numbers 

Divide  Whole  Numbers 

RECALL  ADDITION  NUMBER  FACTS 

RECALL  SUBTRACTION  NUMBER  FACTS 

RECALL  MULTIPLICATION  NUMBER  FACTS 

RECALL  DIVISION  NUMBER  FACTS 


ACTIVITY  SUMMARY 

THE  BIG  RACE  times  students  as  they  do  a  set  of  100  basic  arithmetic 
facts.  The  availability  of  the  operations,  the  format  of  the  proolems 
presented,  and  the  range  of  problem  sizes  are  oetermined  by  pre-se; 
teacher  options.  An  option  is  also  available  to  design  THE  BIG  RACE. 
This  includes  naming  the  race,  specifying  the  number  of  proolems 
presented,  and  defining  optional  clubs  for  fast  times  or  perfect  scorei 
This  program  provides  practice  in  quick  recall  of  the  following: 

basic  addition  facts  with  sums  up  to  18 
basic  subtraction  facts  with  minuends  up  to  IB 
basic  fflultipl ication  facts  with  factors  up  to  12 
basic  division  facts  with  divisors  up  to  12 

During  the  race,  the  student  can  take  up  to  two  "pit  stops.*  For  each 
pit  stop  taken,  five  seconds  will  be  added  to  his  time.  The  time, 
score,  and  speed  are  reported  at  the  conclusion  of  the  race.  If  the 
time  Is  fast  tnough  or  a  perfect  score  Is  achieved,  the  student  can  be 
placed  In  the  Hall  of  Fame  and/or  Join  teacher-aef ined  clubs.  One  club 
is  based  on  time  and  score,  while  the  other  is  for  students  getting  a 
perfect  scrre.  Students  are  given  aTi  opportunity  to  rcveiw  any  proolems 
missed.  They  are  shown  their  incorrect  response  in  the  upper  left 
corner  and  given  two  chances  to  answer  the  problem  correctly. 

Sound  is  not  used  in  this  activit'* 
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TEACHER  OPTIONS  P 
Press  Control -A  #rom  «.k 

options.  "Jain  menu  to  access  th.  . 

-Select  the  approDfi^t.  manao^nient 

■"."en's","/"'?;       «tu.i  r„.5  w,th  t..  ,k 
  '  P'^^ntea,  ana  erasea. 


6, 
C. 


£. 


I     "C.<».fv  •r,M,, 

<  fritt  ttudtnt  rt,ult» 

5  fntT.t.uo.l.t  

•  Printer  r*j»»crt 

r  ••turn  to  .tnu 
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SOGGESTIONS 

i<sr,n  MOO  oroblems),  you  mignt  encouraae 
i.    Since  the  race  IS  quite  long  C  OO  proDiems  ^y^  ^  ^^^^^^ 

students  to  pace  ^^^•'"^'^'^"^"f!;?  'S\e^s.  of  two  or  three  siuQer.:s 
variety,  you  could  even  form  'racing  teams   oi  v 

Tha  ^.tch  of.  .f..r  ever,  '>"»'™^,°  ,%ou  m.ght  van:  lo 

modify  the  numoer  of  problems  to  be  presrntc 
3    rcorrag^srudinrs'tc  answer  the  problems  quicUy  but  emphasize  tne 

importance  of  9^^^ '"^  f  ^"".^  encourage  them  to  review 

4.    If  students  are  ""''^'S^  "^^'iftPr  1uNE-UP  TIME  or  regular 

these  facts  by  using  PRACTICE  Lftf^s.  lunt 

V^VXs,  .P..«  for  each  'oullefn  boaro. 

6.    Post  a  list  of  various  club  members  en  mr  du 
?!    D.T.A  Applications: 
Warm-up 

Independent  Practice 
e.   s.e°"rilc'c-;.":i  .or  ..rtKer  ,n,or.a<,on. 
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SOFTWARE 
SUMMARY 


Company:  MECC  A- 169 
Title:  SPEEDWAY  MATH 
Actlvl<-,y:  PRACTICE  LAPS 
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OBJECTIVES: 


MFMT: 


2.1.1 
2.1  .2 


SKILLS: 


Add  Whole  Numbers 
Subtract  Whole  lumbers 
i'.r.a  Multiply  Whole  Numbers 

VeVpII  XSSl?IOrSSS?ER  FACTS  ^ 
l\  .    llcALL  sSBTpicTION  NUMBER  F^^^^ 
Ml       RECALL  MULTIPLICATION  NUMBER  FA^-JO 
SI       II"lL  SiVlSlON  NUMBER  FACTS 


i 

i 

B 

B 

B 

i 

B 

B 


PRACTICE  UPS  Prov,d.s  «'t,/i™?u'"e  o*."'  ""inS  tt.Ts 

Of  the  foUowiriy: 

basic  addition  facts  with  sums  up  to  18 
has  c  subtraction  facts  with  minuends  up  to  18 
bas  c  multiplication  facts  with  <f tors  up  to  12 
basic  division  facts  with  divisors  up  to  12 

The   avaiUblUty   of    the    opera^.on»     the  for^^^^ 

presented,  and  the  range  <>^P^^!*^*'"  *  sunmary  screen  shows 

leacher  options.    At  the  conclusion  of  ^^^^f; '„„„.,ed  on  the  oas.s 

the  lap.  score,  time.  •"^^^"^J^'r  oTpr^^  correct.  For  "Ch 
of  the  actual   tin*       J^e^  nun^.er^^^^^ 

incorrect  response,  the  speed      "'^«°;  ^^en  take  another  lap. 

are  attainable  with  P«-*ct»ce.    The  »t"«;t  .^jeied.  or  cnange 

stop  and  review  any  missed  problems  on  me  ..h 
to  another  skill . 


There  Is  no  sound  used  in  this  activity. 
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TEACHER  OPTIONS 


1. 


Press  Control-A  from  the  main  menu  to  access  th^  f.^.i. 

options.  access  ine  teacher  manaoeT.ent 

A.    Select  the  appropriate  operation  r*    -   v       »  .  . 

students  to  work  on  x,        you  wish  the 

r  "f"^*^  ««iJ"Sted  according  to  teacner 

specifications.  leacner 


SUGGESTIONS 

Provide  students  u  ?h  »  ch.rr^r  li^  ..'^  "^-lar  flasnca.-os. 

U.T.A.  Applications: 
Warm-up 

Independent  Practice 

Vocabulary:  none 
See  the  MECC  manual  for  further 
information. 
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Company:  MECC  •  169 
Title:  SPEEDWA.  MATH 
Activity:  TUNE-UP  TIME 


OBJECTIVES: 

MFMT:  2.1. 

2.1. 

2.1 

2.1 

SKILLS:  Al 
SI 
Ml 
Dl 


1  Add  Whole  Numbers 

2  Subtract  Whole  Numbers 

3  Multiply  Wnole  Numbers 

"  lilkfl  TvVihln'Tml^  FACTS 

llcALL  SUBTRACTION  NUMBER  FACTS 

rfcall  multiplication  number 
IecSll  division  number  facts 


ACTIVITY  SUMMARY 


to  50).    The  prograt!  is  not  timea.    It  proviaes  pra 

basic  aaaition  facts  with  sums  up  to  18 
has  c  subtraction  facts  with  minuenas  up  to  IB 
b  s  c  muUipl.catirn  facts  with  ^^^^oj-s  up  to  12 
basic  division  '        with  aivisors  up  to  12 

After  answering  each  « '"^^^^  4f '^"l'  TveJ^^'^? 
appropriate  P^^^'  'l^l^lJl  p'  e     Upon  co^pletifg  a  set  of  proDlems 
^sfuo^lr/rrev.^"  thT^sseO^pr^.le.';.  oo  .ore  of  the  same  type,  or 
Change  to  a  aifferent  type  of  problem. 
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TEACHER  OPTIONS 

The  suund  cannot  be  turned  off,  but  it  is  so  sligh'  that  i  wcula 
never  disrupt  a  class. 

Press  Control*A  from  the  main  menu  to  access  che  teacher  mandgemer.; 
options. 

A.  Select  the  appropriate  operation  x,        you  wish  the 
stuaents  to  wor<  on. 

B.  Select  the  vertical  format  for  problem  format  since  that  is  the 
way  problems  are  presented  on  the  MFMT. 

C.  Any  problem  ranges  you  might  select  in  teacher  options  are 
ignored  in  TUNE-UP  TIHE  so  that  stuaents  may  seiect  from  t^e 
entire  range. 


SUGGESTIONS 

Remind  students  that  this  prograr  is  not  timec.    Encourage  them  to 
vrite  dowfi  the  probems  they  miss  so  that  they  can  stuay  thfm  later. 
Have  students  work  in  pairs  with  decks  of  flashcards  using  the  same 
procedure  usee  in  the  prograrr.. 
O.T.A.  Applications: 
Warm-up 

Independent  Practice 

Vocabulary:  sum.  minuend,  ^actor.  divisor 
See  the  MECC  mar.^o'  for  further  irf'^rmation. 
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Study  Cuide 
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SOFTWARE  i 
SUMMARY 


Company:    WECC  A- 126 
Title:    STUDY  GUIDE 
Activities:  PUCE  VALUE, 
KOVE  DECIMAL  POINT. 
RENAME  PERCENTS,  SMALLEST  NUMBER,  ORDER  DECIMALS,  MEASURE 
MAU2,  MEASUREMENT,  ELAPSED  TIME,  KEY  WORDS  I,  KEY  WORDS  II, 
WHICH  OPERATION  I,  WHICH  OPERATION  II,  PERCENTS  AS  DECIMALS 

OBJECTIVSS: 

MFMT  3.1.1  Write  Numbers  In  Words  and  Digits 

3.2.2  Choose  an  A\ppropriate  Unit  of  Hea&ure 
5.1.6  Find  Elapsed  Time 

5.1.2  Solve  Honey  Problems  Using  Addition  and 
Subtraction 


g 

s>UDiraci.  i  on  r— t 

5.^.3  Solve  Honey  Problems  Using  B 
Multiplication  and  Division 

I  5.1.4  Solve  Problems  Using  Per cents  g 

.      SKILLS:  Nl       IDENTIFY  PLACE  VALUE  C? 

n  IDENTIFY  THE  LEFT  DIRECTION  1^ 

*^  0D2     IDENTIFY  THE  SMALLEST  IN  A  GROUP  OF  ^ 

[  NUMBERS  B 

I  0D3     ARRANGE  A  GROUP  OF  NUMBERS  FROM  LEAST 

iTO       Ft ATEy  1  *  bV 

MAU2  CHOOSE  THE  APPROPRIATE  TYTE  OF  UNIT  OF  W 
,                              MEASURE  FOR  THE  ATTRIBUTE 

I  HAU4  CHOOSE  AN  APPROPRIATE  MAGNITUDE  OF  H 

MEASURE 

?  MET*  FIND  ELAPSED  TIME*  (MET  8,  MET  9,  MET  10)B 

I  Kl       SELECT  KEY  WORDS  AND  PHRASES  IN  A  VORD  Zl 

iPROBLEH  B 
K2      SELECT  AN  OPERATION  FROM  KE^'  WORDS  AND 

%  PHRASES  CI? 

I  PD3    RENAME  PERCENTS  AS  DECIMALS  R 

i  B 

»     HCTE:    A  Special  data  disk  with  the  activities  listed  under  the  ACTIVITY 
3  SjteiARY  Is  required  to  cover  the  above  skills. 

I   e 

■  ACTIVITY  SUMMARY  g 

I     gtudv  Guide  consists  of  three  parts.    DESIGNER  enables  you  to  create  . 

3^  edit,  and  store  sets  cooprlsed  of  aultlple-choice,  Batching,  completion,  jm 
and  true-false  questions.    Questions  W/  be  organized  by  objectives  and 

iHiBBHBSHHBBBBHHBBE 
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JO;.     Jn.  JOl 

remedial  feedback  aay  be  inserted  for  incorrect  responses*    REVIEVEF  if 

^^^^^ 

er|c 


the  part  that  allows  students  to  interact  wjth  the  questions  yo^  hevf? 
created*  If  students  inisr.  a  question,  the  question  vjll  be  repecie^ 
later  m  the  program.  Assessment  at  the  end  of  REVlFi^'Ef:  tells  the 
number  of  questions  requested,  the  number  correct  on  the  first  try  ana 
the  percentage  correct.  If  a  student  does  not  reach  mastery  level,  he 
win  t>e  askeo  to  review  this  set  of  questions  again,  DCVilNER  is  tne 
part  that  allows  you  to  print  tests  or  worksheets  frorr.  the  questions  you 
have  created-  Since  the  DESIGNER  and  EXAMINER  are  designed  for  teacner 
use  rather  than  student  use,  they  are  not  listed  on  the  mam  menu. 

The  fol lowing  activities  have  been  developed  especial ly  for  this 
project.  They  are  on  a  special  data  dis^  that  is  needea  to  run  with  the 
Study  Guide  program. 

PLACE  VALUE  meets  skill  Nl.  It  contains  40  multiple  choice  questions 
such  as:   Which  digit  is  in  the  hundreds  place?  612.96 

A.  e  C.  2 

B.  6  D.  1 
Wrong  answer  feedback  is  not  given, 

MOVE  DECIMAL  POINT  Beets  skill  PD2.     It  contains  10  multiple  choice 
questions  such  as:    Move  the  decimal  point  two  places  to  the  LEFT  for 
18546-       A.    1.8546        C.  185.46 
B-    18.546        D.  1854.6 
Wrong  answer  feedback  is  not  given. 

REKAME  PERCEJrrS  meets  skill  PD3.  It  contains  20  multiple  choice 
questions  such  as:    Rename  86%  as  a  decimal. 

A.  86.  C.  .86 

B.  5  ^086 
Wrong  answer  feedback  is  not  oiven. 

SMALLEST  NUMBER  meets  skill  0D2.  It  contains  20  multiple  choice 
questions  such  as:    Which  is  the  smallest  number? 

A.  8.9  C.  17.8 

B.  3.52  D.  23.07 

Vrong  an^^r  feedback  is  given.  Ex.  3  is  the  smallest  whole  number.  .52 
Is  only  a  part  of  1. 

ORDER  DECIMALS  meets  skill  0D3.  It  contains  10  multiple  choice 
questions  such  as:    Which  group  is  in  oroer  Irotn  LEAST  to  GREATFS7? 

A.  42  ,  96.9,  185.6  .  490.5 

B.  96.9,  185.6.  490.5,  42 

C.  185.6,  96-9,  490.5,  42 
Wrong  an9^r  feedback  is  not  given. 

MEASURE  HAU2  Mets  skiM  MAU2.  It  contains  25  multiple  choice, 
true-false,  and  matching  questions  such  as:  Choose  the  appropriate  unit 
of  measure  for  volume. 

A.  kg  C.  can 

B.  S3  D.  km2 

Wrong  anover  feedback  is  given.  Ex.  A  unit  of  volume  is  always 
followed  by  the  nuater  3. 
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NOTE:    The  prograir  does  not  allow  for  »3  to  be  written  as  ir^.  Piecse 
explain  this  to  your  students. 


MEASUREMENT  meets  skill  MAU4.    It  contains  25  multiple  choice  questions 
such  dj:  Tne  length  of  a  paperclip  woulo  be  best  measured  in 

h.   m  Cm 
;  B.    ks  D.    OL  . 

Wrong  answer  feedback  J s  given.     Ex.     A  kg  measures  weight,  a 
measures  liquid  capacity,  and  £  meter  (m)  Is  much  too  long. 

NOTE:    The  program  does  not  allow  lor  m3  to  be  written  as  m^.  Please 
«xplain  this  to  your  students. 

ELAPSED  T11IE  meets  skills  MET  8.  9.  10  It  contains  20  multiple  Choice  questions 
such  fts:  Sheri  put  a  caKC  in  the  oven  at  2:50  p.m.  If  it  ta<es  45 
minutes  to  bake,  when  should  she  take  It  out  of  the  oven? 

h.    3:35  a.m.  C.    2:55  p.m. 

B.    3:35  p.m.  D.    3  5  p.m. 

Wrong  answer  feedback  stresses  the  mathematical  approach.  Ex.  45  min.  = 
:45;  2:50  4  :45  «  2:95;  :95  «  1  hr.  (60  min.)  I  35  min.;  2:00  *  1:35  » 
3:35.    It  is  stil)  afternoon  (p.m.). 

♦  XEY  WORDS  I  meets  skill  XWl  but  should  only  be  used  with  Objective 

5.1.2,  Solve  ^oney  Prci)lems  Using  Addition  and  Subtraction.  It  contains 
20  mutliple  choice  questions  such  as:  What  is  the  key  word  or  phrase  in 
this  problem?  Bill  bougj^t  a  comb  for  SS.OO  and  a  toothbrusr.  for  si.75. 
Bow  much  did  he  spend  in  all? 

h.    SPEND  C.  BILL 

B.    t3.00  D.    IN  ALL 

Wrong  answer  feedback  Is  given.  Ex.  'IN  ALL'  tells  fou  to  find  to 
total  or  add. 

«  lEY  WORDS  II  meets  skill  KWl  but  should  only  be  usee  with  Objective 

5.1.3,  Solve  Money  Problems  Using  Multiplication  and  Divisio...  It 
contains  10  multiple  choice  questions  such  as:  What  is  the  key  word  or 
phrase  in  this  problem?  Four  friends  went  to  an  amusement  par;;  wnere 
they  spent  t59.44.    If  they  split  the  cost  equally,  how  much  will  each 

person  pay? 

h.    EACH  C.    FOUR  FRIENDS 

B.    SPENT  D.  •59.44 

Wrong  answer  feedback  Is  given.  Ex.  The  key  word  'EACH"  tells  you  to 
divide. 

•  NOTE:    Before  using  either  of  these  activities,  be  sure  that  your 

students  understand  that  they  are  looking  for  the  word  or 
phrase  that  will  help  them  decide  which  operation  (add. 
subtract,  nultiply,  or  divide)  they  will  need  to  perform  to 
get  the  anwer. 

WHICH  CPERATIOH  I  meets  skill  rW2.  Since  the  answers  are  limited  to 
addition  or  subtraction,  you  win  probably  want  to  use  it  in  conjunction 
with  Objective  5.1.2,  Solve  Honey  Problems  Using  Addition  ano 
Subtraction.     It  contains  20  multiple  choice  questions  such  as:  How 
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BS»  will  you  solve  this  problerr.?    Steve  saved  SJi.OO.    ht  bought  a  recorc 

■J  for  tS.OO.    How  Buch  money  does  he  have  left? 
ga.  Mutliply  C.    Add  E.  Average 

T  B.    Dlvioe  D.  Subtract 


3 


□ fundraiser.     If  they  sold  S435.00  worth  of  nerchandiset  how  much  did 
^     they  raise? 

A-    453.00  C.  5.0 

D  B.    4.53  D.  .50 

SZ:L  Wrong  answer  feedback  is  given.  Ex.  50%  «  .50  Replace  the  %  with  a 
|J|     decimal.    Move  the  decimal  2  places  to  the  left. 


Wrong  answer  feedback  is  given.    Ex.    The  key  phrase  'How  mucn..Jef:* 
  tells  you  to  find  the  difference  or  subtract. 

3  Q 

—  WHICH  OPERATIOK  II  meets  skill  IW2.  Since  the  answers  are  liirjiec  to  ^ 
Bultip] icatlon  or  division,  you  vil  1  probably  want  to  use  it  in 
conjunct  1  on  vi  th  Object  1 ve  5.1.3,  So 1 ve  Honey  Pr ob I  ems  Us  i  ng 
^  Multiplication  and  Division.  It  contains  10  multiple  choice  questions 
jj  such  as:  How  will  you  t:>lve  this  .  '^'tlem?  If  John  Mrns  »1 15.83  per 
SSL  week,  hov  much  will  he  earn  in  52  weeks? 
r\  A.    Mutliply  C.  /Add  E.  Average 

jg^  B.    Divide  D.  Subtract 

Wrong  answer  feedback  is  given.    Ex.    'How  much*  tells  you  to  multiply. 

PERCENTS  AS  KCIKALS  meets  skill  PD3  but  should  only  be  used  unoer 
Objective  5.1.4.  Solve  Problems  Using  Percents.  rince  it  \5  set  up 
BSSL    deal  with  percents  as  decimals  in  Hord  problems.    It  concains  5  multip 


=r  PERCCNTS  AS  KCIHALS  Beets  SkiH  FD3  Dut  Should  only  De  used  unoer  mm 

Q  Objective  5.1.4.  Solve  Problems  Using  Percents.  rince  it  \5  set  up  to  IJ 

BSSL  deal  with  percents  as  decimals  in  Hord  problems.    It  concains  5  multiple 

n  choice  questions  such  as:     Write  the  %  as  a  decimal    in  this  word  j3 

Sy.  problem.     The  Booster  Club  received  50\  of  all  sales  at  t  .clr  last 


□ 
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n  understand  what  to  dD.)  jLi 

To  print  tests  or  worksheets,  choose  KAMIKER  from  the  Management 

£ Opt  ions  Menu.   You  may  create  different  versions  of  the  «me  test. 
D.  Diskette  support  from  the  Management  Options  Menu  allows  you  to 
select  one  or  tw  disk  drives.  cre!<te  a  data  dls<ette.  or  cop!/  a 
B  data  diskette. 


TEACHF3?  OK  IONS 

Press  COKTROL-A  fioo  the  Mln  menu  to  acces^^  the  weacher  management 
options. 

A.  If  you  wish  to  see  student  records,  choose  DESIQJER  fr'im  the 
Management  ^tions  Menu,  and  then  tak^  option  3.  *5ee  student 
records.' 

B.  If  you  wish  to  create,  edit,  or  delete  existing  sets  of  questions,  Q 
cho^  DESIGNER  from  the  Management  Options  Menu.  (See  the  manuej  *-* 
for  more  information  on  how  to  create  question  sets  if  yo>j  do  not 


□ 
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SUGGESTIONS 

•    If  you  are  not  sure  whether  the  proordro  is  set  for  1  or  2  diSK 

drives,  access  the  Management  Options  Menu  with  CONTROL-A  and  choose 
Diskette  Support.   Set  the  program  according  to  the  numoer  of  disk 
drives  that  you  have.  / 
!•    Instruct  students  to  choose  ti  •REVIEWER*  from  the  main  menu  anc 
then  the  activity  you  want  them  to  do  on  the  data  diskette.  Also 
tell  them  how  many  questions  you  expect  them  to  do. 
\.    In  using  the  Key  Words  and  Which  Operation  activities  that  deal  wun 
Bultlplicatlon  and  addition,  you  might  tell  students  to  look  at  the 
numbers  in  the  problems.    ley  words  such  as  total,  in  all*  and 
altogether  can  indicate  either  addtlon  or  multiplication.  Looking 
at  the  numbers  may  help  students  determine  whether  addition  is 
needed  (If  the  numbers  are  the  same  units—money,  it^ms,  etc)  or 
whether  multiplication  is  needed  (if  the  numbers  are  of  different 
units^-iDoney  and  Items). 
1.    D.T.A.  Applications: 
Warm-up 

Independent  Practice 

Vocabulary:    See  examples  from  Individual  activities, 
5.    See  the  MECC  manual  for  further  information. 
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SOFTWARE 
SUMMARY 


Company:    MECC  A- 146 
Title:  SUBTRACTION  PUZZLES 
Activity:  BALLOON  TRIP 
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OBJECTIVES: 

MFMT  2.1.2  Subtract  Whole  Numhers 

SKILLS:   S4  SUBTRACT  TWO  NUMBERS  WITH  UP  TO  2  DIGITS 
EACH,  REGROUPING  TENS  TO  ONES 

55  SUBTRACT  TWO  NUMBERS  WITH  UP  TO  ^  DIGITS 
EACH,  REGROUPING  TENS  TO  ONES 

56  SUBTRACT  TWO  NUMBERS  WITH  UP  TC    .  DIGITS 
EACH.   REGROUPING  HUNDREDS  TO  TENS 


ACTIVITY  SUMMARY 

BALLOOfJ  TPIP  is  a  re'oew  of  all  the  activities  In  Subtraction  Pu;?l»f  in 
a  ti-^ed  drill  format.  Graphic  reinforcement  is  provided  by  a  balloon 
tnp  from  New  Yortf  to  Paris.  The  amount  of  time  allowed  to  comriete 
each  problem  can  be  set  In  the  teachei  ^antgemcnt  options.  If  the 
ordr\jcs  are  turnea  off.  the  drill  is  not  timed. 

Twenty  randomly  generated  probUms  are  presented  In  the  vei'tlcal  format. 
Stud^^nt?  must  press  'R'  if  they  wish  to  regroup.  Students  are  g  en  as 
many  chances  as  neeoe^  to  answer  a  problem  correctly  within  th.^  time 
eMotted.  If  they  answer  Incorrectly  on  the  second  try  (for  untimeo 
drill)  or  after  the  allotted  time  (timed  drill),  help  is  provided  by 
requiring  regrouping  aid  highlighting  the  columns  to  be  subtracted.  The 
problem  roust  be  answered  correctly  before  proceeding  o  the  next 
problem. 

Students  receive  a  score  at  the  end  of  the  lesson.  They  are 
conpratulatej  if  thev  score  at  or  Above  the  mastery  level.  The  ma^Jtery 
level  is  eet  at  ^*  of  20  problems.  If  they  score  below  the  mastery 
level,  they  are  encouraged  to  repeat  the  prograir.. 
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TEACHER  OPTIONS 

Number  7  from  the  main  menu  is  used  to  turn  the  sound  on  or  oft.. 
Press  Control-A  from  the  main  menu  to  access  the  teacher  managenen: 
opt icns. 

A.  N'jmber  1  'Turn  graphics  off  removes^  the  graphic  reinforcement 
and  ma^es  the  activity  untlmed. 

B.  f'jr^tDer  2  "Set  review  time"  allows  you  to  rhang?  the  amount  of 
virre  for  completing  each  proMv-.x  from  a  roi.  mum  of  2  s>?conds  tc 
a  rr.a-' imi-rr  0^  253  serenes.    The  default  setting  is  30  seconds. 

C.  Numbt:  3  'See  name*;  and  scores'  allows  you  to  print  student 
scores  or  vifw  them  on  the  screen. 

Nurioer  4  allows  you  to  "Clear  names  and  scores.'    UOO  scores 
may  be  saved.'  After  that,  the  oldest  score  is  removed  eacr^  t;rre 
a  new  score  is  entered.) 
£.    Nur.ber  6  allows  you  to  specify  whether  you  want  reorcuo.  r?^y^?* 
or  bor  ;ow  used  in  the  problems.    It  also  tells  you  what  tne 
current  setting  ^s. 
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SUGGESTIONS 

The  teacher  will  have  to  use  his/her  own  judgment    us  to  th- 
appropriate  timing  for  this  review  drill  ano  whether  he/she  feels 
the  bsMoc"  graphics  are  appropriate. 
D.T..^.  Appi  icat  icns: 
WarT-Up 

Gu loes  Pr.nCt : ce 
!nce?er,der.t  Practice 
Vocar.ulary:  regroup,  rename,  borrow 
See  the  MECC  manual  for  further  information. 


ir  rrro:  HtM  York  to  P.ns  4« 
r«»d«  to  b««in     ^^^^  balloon 

!o  ••condi     Mh.n  the  i« 
yo.  the  border  around  the 
;?;bU«»  Mill  ch*nf«  color 
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SOFTWARE 
SUMMARY 


Company:  MECC 

Title:  SUBTRACTION  PUZZLES 

Activity:  MAGIC  CARPET 


OBJECTIVES: 

S^77T?*4«^«nu54r5'^^  Numbers 

SKILL:  S6  SUBTRACT  TWO  NUMBERS  WITH  UP  TO  3  DIGITS 
EACH,  REGROUPING  HJNDREDS  TC  TENS  ^^^^^^ 


ACTIVITY  SUMMARY 
practice  in^  '  *  ^"  "  receive 


subtracting  a  3-dlgit  number  fran  a  3-dlglt  number 
with  a  regroup  in  the  tens  place 

subtracting  a  2-digit  number  from  a  3-djgjt  number 
with  a  regroup  in  the  tens  place 


356 

215 
22 


J^!3lnM  «^     «*"*^*  »cJ  problems  are  presented  In  the  vertical  format. 

«n«r?  n-r*  T"'  ^  ^^'^  '°  "«^°"P-  Students  are  given  two 
opportunities  to  answer  a  problem  correctly.    If  they  answer  incorrectly 

S?ah  iLt^n'/i;  ^'V  i'  requiring  regrouping  a  ^ 

highlighting  tht  columns  to  be  subtracted.  The  problem  must  b?  answered 
correctly  before  proceeding  to  the  next  problem.  «n5werea 

Students  receive  a  score  at  the  end  of  the  lesson.  They  are 
congratulated  if  they  score  at  or  above  the  mastery  level .  The  mastery 
lllV  ''^       problems.    If  they  score  below  the  mastery 

level,  they  are  encouraged  to  repeat  the  program. 

II;ff??"'"l  ^^^^  ^^^^  ^»  ^°  P'*«        the  genies  in  the 

SJ;:  !•    "^^^  has  a  point  value  of  one  to  ten.    The  dice  shown 

oeteroine  which  genies  can  be  placed  In  the  bottle.  The  entire  total 
ahown  on  the  dice  must  be  used,  or  the  game  is  over. 
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TEf.CHER  OPTIONS 

Option  7  from  the  main  menu  is  used  to  turn  the  sound  on  or  off. 
Press  Control-A  from  the  main  menu  to  access  the  teacher  management 
options.  ^ 

A,    Number  1  'Turn  graphics  off"  will  remove  the  games  from  the 

activities  so  that  the  student  is  v  allowed  to  play  a^^y  games. 
Number  3  "See  names  and  scores"  a.iows  you  to  print  student 
scores  or  ^lew  them  on  the  screen. 

Nun:t>er  4  allows  you  to  'Clear  names  and  scores."    nOO  scores 
may  be  saved.    After  that,  the  oldest  score  is  removed  each  time 
a  new  score  is  entered.) 

Number  6  allows  you  to  specify  whether  you  want  reorojo.  renar^e. 
or  borrow  used  In  the  problems.    It  also  tells  you  what  the 
current  setting  is.  / 
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SUGGESTIONS 

1.  If  the  student  is  playing  the  game  for  the  first  time,  he  should 
choose  option  nuroer  3  "See  instructions*  t>efore  choosing  option 
fiumber  2  "Play  CARPET*" 

2.  The  game  may  take  too  long  to  play.    If  the  teacher  feels  it  aoes. 
the  graphics  should  be  turned  off  in  the  management  options  so  that 
the  student  is  not  allowed  to  play  the  game. 

3.  If  the  problems  are  to  easy,  press  Escape  twice  to  go  on  to  the 
next  activity,  BALLOON  TRIP. 

4.  D.T.A.  Applications: 

Warm-Up 

Guued  Practice 

Independent  Practice 

Vocabulary:  regroup,  rename,  borrow 

5.  See  the  MECC  manual  for  further  Information. 
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1.  Ur9«  purple  %pf>of 

2  f^tdiun  «rttn  Uoofus 

3.  sn«U  buck  Cunpus 

4.  mediun  orange  Oinoroo 

9  M^dlU^  bluv  Cur^Duc 


6     r^-tfiuw  blug  '  C^toaiK 
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SUMMARY 


Company:    MECC  A- 146 
Title:  SUBTRACTION  PUZZLES 
Activity:  NAME  THAT  CREATURE 
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SOFTWARE  g 
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OBJECT 2 V'fiS: 


Wr'MT  2.1.2  Subtract  Whole  Numbers 

SKILL:   S4  SUBTRACT  TWO  NUMBERS  WITH  UP  TO  2  DIGITS 
ErtCH.  RECROUPING  TENS  TO  ONES 


ACTIVITY  SUMMARY 

Sv&tracuon  Puz:lrf?  Js  set  up  so  that  the  stodent  does  five  problems  ana 
then  is  allowea  to  play  a  game.  In  NAME  THAT  CREATURE,  stuaents  will 
receive  practice  in: 

43 

subti'acting  a  l-digit  number  from  a  2*di9it  number  7 
with  one  regroup 

subtracting  a  1-digi*  number  from  a  2-dlglt  multiple  80 
of  10  with  one  regrcup  -  5 


Twenty  randomly  generated  proMems  are  presented  in  the  vertical  formai. 
Students  must  press  'R'  If  they  wish  to  regroup.  Stuaepts  are  given  two 
opportunities  to  answer  a  problem  correctly.  If  they  answer  incorrecily 
on  the  second  try,  help  is  provided  by  requiring  regrouping  ana 
highlighting  the  columns  to  be  subtracted.  The  problem  must  be  answerea 
correctly  before  proceeding  to  the  next  problem. 
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Students  receive  «  score  at  the  end  of  the  lesson.  They  are 
congraiu!tted  If  they  score  at  or  atoove  the  nastery  level.  The  mastery 
level  is  set  at  90\  of  20  problems.  If  they  score  below  the  mastery 
level t  they  are  encouraged  to  repeat  the  prograro. 

The  object  of  the  game  NAME  THAT  FEATURE  Is  to  name  a  creature  using 
clues  given. 
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TEACHER  OPTIONS 

1.  Option  7  from  the  main  menu  Is  used  to  turn  the  sound  on  or  off. 

2.  Press  Control -A  from  the  main  menu  to  access  the  teacher  managemeni 
options. 

A.  Number  1  'Turn  graphics  off  will  remove  the  games  from  the 
activities  so  that  the  student  is  not  allowed  to  play  any  games, 

B.  Number  3  'See  names  and  scores'  allows  you  to  print  student 
i^cores  or  view  them  on  the  screen. 

C.  Number  4  allows  you  to  "Clear  names  and  scores.'    <100  scores 
may  be  savra.    After  that,  the  oldest  score  is  removea  each  time 
a  new  score  is  entered.) 

D.  Number  6  allows  you  to  v^cify  whether  you  want  regroup.  rCPidn^?- 
or  borrow  used  in  the  prcolems.    It  also  telis  you  what  the 
current  setting  is. 


SUGGESTIONS 

If  the  student  is  playirg  the  game  for  the  first  ti'ne,  he  shouia 
choose  option  number  3  "See  instructions"  before  choosing  option 
number  2  'Play  'NAME  THAT  CREATURE." 

The  game  may  take  too  long  to  piay.    V  the  teacher  feels  it  aoes. 
the  gra,^hics  should  be  turned  off  in  .he  management  options  so  that 
the  student  is  not  allowea  to  play  the  game. 
If  the  problems  are  too  easy,  press  Escape  twice  to  go  on  to  the 
next  activity,  SPACE  PEGS. 
D.T.A.  AppI ications: 
Warm-Up 

Guided  Practice 
Independent  Practice 
Vocabulary:  regroup,  rename,  borrow 
See  the  MECC  manual  for  furtf information. 
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SUMMARY 
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Company:    MECC  A- 146 
Title:  SUBTRACTION  PUZZLES 
Activity:  SPACE  PEGS 


OBJECTIVES: 

MFMT  2.1.2 
SKILLS:  S4 


Subtract  Whole  Numbers 
SUBTRACT  TWO  NUMBERS  WITH  UP  TO 
EACH.  REGROUPING  TENS  TO  ONES 


2  CiGITS 


ACTIVITY  SUMMARY 
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gv^^ryTtir'^  F;r:^g5  is  wt  uo  sc  that  the  stuoent  does  fjve  orot>-s  a-.c 

P'*v  a  game.     In  SPACE  PEGS,  students  wj l i  receive 


t^^e?  :s  a'  Icwea 
oractjce  in: 


sut^t.'-art  mc  r  2-dip;t  n•J^:^e^  fror.  a  2-djpit  number 
with  one  regroup 

suDtractir.n  a  2-aigit  number  from  a  2-digit  multiple 
cf  10  With  one  regroup 


•00 


40 


format 
tw: 


Twentv  randomly  9enerated  problems  are  presented  In  the  vertical 
Ptude'>ts  must  ores?  'R'  If  thev  wi?k  to  reorouc.    Students  are  ojve 
ODpcrtunrcies  to  answer  a  problem  correctly.    If  they  answer  incorrectly 
on  ^  the   second   try.    helo    ;?  provided  by   reauirino  regroucino  ano 
h:onMghting  the  column?  to  be  subtracted.    The  oroDlem  mus*.  be' ansuereci 
correctly  befcre  proceeding  to  the  next  oroblen.. 

Stude-^ts  receive  a  score  at  the  end  or  ti.e  lesson.  Thev  are 
congratulated  if  thrv  score  at  or  above  the  masterv  level.  The  mast^^rv 
]eve*=  is  set  at  oo\  of  20  problems,  li  they  score  below  the  mastery 
level,  they  are  encouraged  to  repeat  the  progran*. 

The  obiect  of  the  game  SPACE  PECS  it  to  try  to  remove  all  but  one  of  the 
pegs  by  ium;:ing  over  one  oeo  at  a  tiM. 
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TEACHER  OPTIONS 

Number     from  f^e  fnajn  menu  is  usees  to  turn  the  sound  on  cr  off. 
Presf  Control-A  fror  the  main  menu  tc  arre«s  the  teacher  m5nea^r.e-t 
opt iprs. 

2^.    Kvrcer  i  "T.^rr.  grionics  off"  will  remove  the  games  froT  th^ 

activities  sc  that  the  student  is  not  ar<:wed  to  pl^y  a^y  ganes. 

B.  Nurr.Der     'See  nar.es  and  scores"  allows  ^  >u  to  print  stucert 
scores  or  vjev.'  tnerr-  or.  the  screer. . 

C.  Nor.r-er  4  a-iows  vou  to  •  CI  ear  names  and  scores."    <100  scores 
mav  be  saved.    After  that,  the  oldest  score  is  removed  each  tj^e 
a  new  score  is  entered.) 

D.  Nur^er  6  ailovs  vou  to  specify  whether  you  wa*t  reortuc.  rer.ar*?. 
or  fc;"rcv  used  ir-  the  oroolems.    It  alsc  tells  voo     it  the 
current  settirc  is. 


SUGGEST I HNS 

!f  the  studer.t  playing  the  game  for  the  first  time,  he  should 
cnoose  cction  nur.ber  3  "See  instructions*  before  choosing  option 
S?-CE  PEGS. 

ta"^^  too  long  to  play.    If  the  teacher  feels  it  does. 

off  in  the  manageT.e"^  options  so  that 
P'av  the  game. 

press  Escape  twice  to  gc  on  to  the 
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nucoer  2  •Play 

The  gare  me-'  ta*^^  too  long  to 
rhe  gracnics  srct^d  be  turned 
tne  stucer*  :s  •'ct  sMowed  to 
If  the  cr.?.r.!e-s  t-jc  easv. 
nevt  ar^ivitv.  T?-:E. 
D.T.A.  Add^  iC5t ions: 
Varr-l!c 

.3uiced  Frac*  :ce 

Inoeoenoe^t  Prartice 

.  :?cab'jlary :  regroup,  rename 


borrow 


S.    See  the  MECC  manual  for  further  Inf ormat i on. 
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SOFTWARE 
SUMMARY 


Company:    MECC  A- 146 
Title:  SUBTRACTION  PUZZLES 
Activity:  TRACE 


OBJECTIVES: 

MFMT  2.1.2  Subtract  Whole  Numbers 

SKILLS:   S4  SUBTRACT  TWO  NUMBERS  WITH  UP  TO  2  DIGITS 
EACH,  REGROUPING  TENS  TO  ONES 
S5  SUBTRACT  TWO  NUMBERS  WITH  UP  TO  3  DIGITS 
EACH,  REGROUPING  TENS  TO  ONES 


ACTIVITY  SUMMARY 

h'T^Thrtic^  Purrie^  is  set  up  so  that  the  student  does  five  problems  and 


then  IS  ailovec  to  play 
or$ct:ce  in: 

subtract ing  a  *  uio) t 
«-'ith  o^e  rearojc 


a  oane. 


In  TRACE,  students  wili  receive 


number  from  a  2  digit  number 


I    I    I    ITl  Ml 


SJbtractino  a  2-digit  number  from  a  2-di9it  multiple  40 
cf  10  t»ith  one  regroup  -32 


sut^trfcting  a  3-digit  number  from  a  3-digit  number 
v'lth  one  regroup  tc  the  unit  place 


56T 


Twenty  randomly  generated  problems  are  presentee  in  the  vertical  format. 
Stuc<^nts  must  press  'R'  If  they  wish  to  regroup.  Students  are  given  two 
opportunities  to  answer  a  problem  correctly.  If  they  answer  -ncorrectly 
on  the  second  try.  help  is  provided  by  requiring  regrouping  and 
hignl  ightmg  the  columr.;?  to  be  subtracted*  The  problem  mu:^t  be  answered 
correctly  before  proc^ef*ing  to  the  next  problem. 

Students  receive  a  score  at  the  end  of  the  lesson.  They  are 
congratulated  if  they  score  at  or  above  the  mastery  level.  The  mastery 
level  is  set  at  oo^,  of  20  problems.  If  they  score  belc  the  mastery 
level,  they  are  encouraged  fo  repeat  the  program. 

The  object  of  the  game  TRACE  is  to  trace  a  figure  with  a  conti.iuous  line 
and  without  retracing  any  line. 
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Option     froTTi  the  ir.ajn  me^o 
Press  ControNA  fror.  the  • 
options.  ' 

A.    Nurjser  1  'Turn  graphics  off  will  remove  the  games  fron  t.^e 

activities  so  that  the  student  is  not  '0  lowed  to  play  any  games. 
Numter  3  'See  names  and  scores"  allows  you  to  print  student 
scores  or  ^lew  them  on  the  screen. 

Numoer  A  a     ws  you  to  "Clfjr  names  and  scores."    UOO  scores 
Tiov  be  scve. .    After  that,  the  oldest  score  is  rer.ovea  eac^  time 
a  ne'.*  score  is  er.terec.) 

NuT.^er  6  a^icws  vcu  to     ecifv  whether  you  want  £tQI5u£.  rera^e. 
or  fccrrov  used  in  the  proder.s.    It  also  teMs  you  what  the 
currer.t  5ett:ng  is.  ^ 
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TEACHER  OPTIONS 


^5  used  to  turn  the  sound  on  or  off. 
.J  menu  to  a'-c^>ss  the  teacner  mer.aoer.er. 
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SUGGESTIONS 

If  the  s*uder.t  is  playing  the  game  for  the  first  time,  he  should 
choose  ocrio^  runrrer  ?  -See  instructions'  before  choosing  opt  i  or 
nucjer  2  'Plav  'TPACE.'" 

The  ga.T)e  irav  ta<e  too  long  to  plav.    If  the  teacher  feels  it  does, 
the  gr?p*^.;cs  s-Ooic  be  turned  off       the  management  options  so  that 
^he  student  ;s  rot  allowed  to  play  the  game. 
If  th<?  prtjfr^er?  are  too  ee^sy.  press  Zscape  twice  to  go  on  to  the 
ne-'-t  activity.  ^^TiZ  CAPPE7* 
D.T.n.  Apc^  ica:  .or.s: 
Varrr-U? 

Guidea  Practice 
Independert  Practice 
Voca^'jlary:  regroup,  rename,  borrow 
See  the  KICC  r.anue)  for  further  mf ormat :cr.. 
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SUMMARY 

Company  <    HECC  A-242 

TUU:    TEACHER  OPTION  ORGANIZER 


TEACHER  UTILITY  PROCRAf 


MOTE;  DOES  HOT  KUNffi  THE  iffPLElU 


ACTIVITY  SUMMARY 

Teacher  Option  Organizer  quickly  copies  teacher  option  settings.  It 
works  with  all  of  the  modifiable*  MECC  software  programs  that  are  used 
fur  this  project.  It  can  also  clear  high  score  lists  the  settings 
are  copied,  but  it  does  not  affect  student  records  that  are  saved  on  the 
diskette.    Up  to  50  settings  can  be  saved. 

When  the  Teacher  Option  Organizer  Is  first  booted.  It  checks  to  see 
whether  you  have  a  one  or  two  disk  drive  system  so  that  you  do  not  need 
to  ufie  the  diskette  support  unless  you  want  to  specify  another  setup. 

The  T^ac>.ffr  Option  Organizer  cannot  be  loaded  onto  a  neNork,  nor  can  it 
access  programs  that  have  been  loaded  onto  a  network. 


^Speedway  Hath  allows  settings  to  be  loaded  and  copied  only, 
cannot  be  stored.    Also.  Speedway  f^ath  will  not  clear  the  Hal 
list. 


Settings 
of  Fame 


DIRECTIONS 

To  copy  options  from  a  program  disk  onto  the  Trachft^  ppHon  Organizer; 

1.  First  boot  the  program  (for  example.  Multiplication  Pu::?L£S) 
f^om  which  you  wish  to  cop/  the  settings.    Use  Control-?  o 
access  the  teacher  options  and  adjust  the  settings  as  y 
desire. 

2.  Exit  teacher  options  and  return  to  Main  Menu.    Choose  quit  and 
boot  Teaehfer  Op t; ion  Organizer. 

3.  In  Tgaeher  Option  Organizer,  choo;^.*  Load  Settings. 

Then  choose        Load  from  Product.    Insert  the  math  program 
disk  and  press  the  Space  Bar.   Once  the  math  program  options 
have  been  ioaded,  'Current*  at  the  top  of  the  8cr«M  will  name 
the  math  product  for  whlnh  seti'ngs  have  oeen  luK^ied. 

4.  You  now  have  the  choice  of  copying  settings  onto  other  disks  or 
storing  th'^  wttinp  onto  the  Teacher  Option  Organizer  disk.  H 
you  choose  to  store  the  settings,  you  will  t   ask.^d  to  type  in 
a  name  for  those  settings.   Type  a  name,  remove  the  math 
program  disk,  and  insert  .he  Tmhfr  gPt>9"  Organizer. 
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To  copy  options  onto  the  math  program  disks  from  stored  settings: 

1.  Boot  the  Teacher  Option  Organizer. 

2.  Oioose  Load  Settings.    Then  choose  *2.  Load  Stored  Settings. 
Programs  and  settings  are  listed  alphabetically.    Find  the 
program  and  settln^  you  wish  to  use  and  hlgjillght  It  by  moving 
the  arrow  keys*    P.^ss  Return. 

3.  Once  the  settings  have  been  load^i.  choose  «1  Copy  Settings  and 
fol low  the  directions. 

To  edit/deletif  settings  on  the  Teacher  Option  OrQanl2er! 

1.  Boot  thc  Teacher  Option  Organizer  and  choose  *4.  Edit/Delete 
Setting?. 

2.  T:5  edit  the  settings,  choose  «1.    Rename  Stored  Set'lngs.  Find 
the  program  and  setting  you  wish  to  rename  and  enter  the  new 
naiiie  as  requested. 

3.  To  delete  th^    -ttlngs.  choose  «2.    Delete  Stored  Settings. 
Find  the  program  and  setting  you  wish  to  delete.    The  program 
will  ask  you  if  you  want  to  permanently  delete  these  settings. 
Say  yes  if  you  do.    When  you  have  finished  deleting  all  the 
settings  you  wish  to  delete,  pres:;^  Escap::. 


2. 


SUGGESTIONS 

Think  of  a  consistent  way    ^  name  your  settings.    You  might  name 
chem  from  A  to  Z  with  A  being  the  easiest  levels  and  Z  the  hardest. 
If  roc. r  than  one  teacher  is  u3lng  the  Organizer,  add  a  prefix  with 
the  first  few  letters  of  your  name  so  that  you  can  identify  your 
settings.    Add  other  letters  to  code  whet:'iei'  games  are  on  or  oft 
such  as  G  (game)   or  NG  (no  gante). 

leep  a  Ust  of  the  programs  and  settings  with  an  ex,*lanation  of  what 
modifications  the  setting  contains. 

Do  not  rociify  disks  when  one  disk  Is  being  used  on  a  network  system 
unless  you  want  the  entire  class  to  work  with  the  same 
modifications. 

The  diagram  below  shows  Uie  majo.  wen  elements  and  acnve  keys 
featujcd  in  Teacher  Option  Or^anaer 
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Instruction  lin« 


Eidpe  function 


Hdip 


The  current  setting  allows  you  to  see  wtiich  setting  is  currently 
loaded  and  the  product  to  which  it  applies 

The  scretn  title  shows  where  you  zsz  in  the  prograni  or  which 
option  you  are  working  with. 

The  content  region  is  the  v^oricir  arc- of  the  screen  Thi«;  is 
where  you  see  thc  Organizer's  menus  ard  where  you  niakc  your 
sc'^cdons. 

The  instruction  line  indicates  what  you  can  do  on  this  screen 
wid  what  effect  prtss'.ng  thc  Return  Key  will  have 

The  escape  function  shojvs  you  what  effect  ptessing  the  Escape 

Key  will  have. 

r;  rr'  r-) 

Help  is  l^vkt1aSie  when  thc   is  displayed 
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g Record  of  Current  Settings  Stored  on  M 
Teacher  Option  Organizer  ^ 

B  i 

Q         :  Setting  Name  MECC  Product  Additional  Information  ^ 

B  ,  E 
B 
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B 

B 
B 


M 
Id 


B 
B 

B 
B 

B 
B 

B 

I 

B^qBBHHBBBBBiBBBBiiBM 

hKjL»C»I»  for  I^S.B.  III-329  t.O.C./U.  of  MD.  1988 


i 
n 
B 
B 


KiK""     SOFTWARE  E 
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KiK""  SOFTWARE 

tic:       MULTIPLY  FRACTIONS        ivWB     A  YffAiiSMi 

g summary  j 

B  i 

HThls  program  does  not  meeX  the  requirements  of  C 

the  MFMT.    A  summary  has  been  Included  in  case  I 

g     teachers  arc  using  the  whole  software  series.  | 

8  s;;^-   i 

■|    KULTIFLYIMG  FRACTIOUS  U  fleslgnefl  to  ts$1$t  ftwG«nts  In  learning  ^ow   to  ■ 

g    multiply  frtctlons  ty  providing  the*  with  coaprenenslve  Instruction  ano  C 

II     Structure.  | 

^    To  begin  MULTIPLYING  F1UCTI0NS  press  nusber  one  at  the  uln  aenu.  | 

»    The  ftuflents  ire  required  to  type  their  first  nane.   They  i  ^  ntxi  askeo  J. 

gL    If  they  went  Instructions?    If   they   pre**  ^Y"  the  prog>  ti  glfes  «  ■ 

lengthy  expUnatlon  of  the  progrtti.     The  Instructions  induue  •   Minple  " 

^  problem.  | 

8 If  >*  Is  presses  the  prograr  1«edltte1y  aoves  to  the  proMen  selection  r 

•enu.   The   ttuflents  select  the  nunber  of  problems  that  they  wish   to  I 

complete.     They  c«n  choose  any   sKount  fror.  1-999.    If  they   pick   an  " 

5    ttnsuilly  Aigh  ntiKber  the  progrt*  will  ask  *Do  you  rttlly  i*ant  to  do   999  [ 

problems?'  1 

il    The  problems  are  randomly  presented  In  horlzonul  format.  The  screen   is  5 

S separated  Into  thirds.   The  top  winoow  or  third  Is  the  Original  Problem.  r 

The  center  window  Is  the  *Mork  Area*.  This  is  where  the  student  uorks  on  j 


reducing,  canceling  and  coiputatlon. 
The  bottom  window  os  the  options  section.  The  student  can  choose: 

1)  Cancel  or  reduce 

2)  Nriltlply 

If  Sumter  one  Is  selected  the  stiitfent  Is  prompted  to  type  In  two  numbers 
to  be  cancelled  or  reduced.  They  are  prompted  to  enter  the  replacement 
for  oach  of  these  lumbers.  This  process  vtll  continue  sntll  all  possible 
•umbers  are  reduced. 

TPe  mext  sup  Is  U  nltlpiy.  Tsie  students  are  prompted  to  enter  the 
product  of  the  numerators,  then  the  product  of  the  denominators. 
If  the  tnswer  Is  an  improper  fraction,   they  sre  asked  to  enur  In  the 
whole  Mumber  tquivslcnt. 


ERi^BiBHiBRBBHlBSHBfi 
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1^     At  the  enfl  of  t*ch  set  ©f  problems  the   stuoent  receives  •  total  error 

^     *n»1ysl8  whlc»»  teUs  h!>fc  r-ny  errors  tftere  were  1ft  the  proceOure  *no   In  ' 

pF     the  coBputitlbfi.   The  $t«aent  etn  press  "S"  to  stop  at  the  beg*  ning   or  t 
C3     eno  of  •  problea. 

n   E 

TEACHER  OPTIOKS 

K  The  progrtm  hts  »n  extensive  D»ti  KtnageMent  Systcir.  that  allows  the 
*^     teacher  to  keep  •  recorfl  ©f  classes,    fiuflents.   class  and  student 

pr©f11es,  grade  plot  and  rank  ©f  siudeni.     These  ©ptions  are  accessed  g 

C     via  three  DKS  aenus:  Hain  Menu.  Class  Menu  and  Ranking  Menu.  O 

See  page  7  ©f  the  OaU  Kanageaent  Systeff)  aanc^l  f©r  the  initial  password 

^     to  9et  Into  the  tysteiu  ^ 

B     there  are  no  optlonr   for  setting  the  flifflculty   level  In  the   fraction  ^ 

■ff  — :   ^ 

2  SU66ESTI0IIS  ^ 

1.  Review  the  Instructions  with  the  students  and  explain  the  procedure.  ^ 
PrograRi  comoands  are  always  visible  on  screen.  f 

2.  O.T.A.  Applications:  » 
r^uided  Practice  mr 
^r-.depenflent  PfM^tlce  O 

— "  Vocabulary:  nutW!*ator  ^ 

denotnlnator  ^ 

IS  cancel  "I 

mr  reduce 

procedure  l-J 

coaipuutlon  ^ 

WiSBBBBBBBBBBBBBBBBW 
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Cvinptny:  MICROCOMPUTER 

WORKSHOPS 
Title:        ADDING  FRACTIONS 
Activity:  ADDING  FRACTIONS 


SUMMARY 


i  SOFTWARE  b 

B 
B 
B 

OBJECTIVES:  ^ 

H 

MFHT:      2.1.5  ADDING  FRACTIONS 

SKILLS:  Al  FIN»)  A  COMMON  DENOMINATOR  OR  LOWEST  COMMON  H 
DENOMINATOR  C3 
A4  ADD  FRACTIONS  WITM  UNLIKE  DENOMINATORS  H 
A6  ADD  MIXtD  NUMBERS  WITH  UNLIKE  DENOMINATORS  ^ 

B 
B 

ADDING  FRACTIONS  Is  designee  to  assist  students  In  learning  how  to  »C<1  |--| 
frictions  by  providing  them  with  comprehensive  Instruction  and  B 
structure.  ■■ 

H      "^0  begin  ADDING  FRACTIONS  press  number  one  at  the  nain  nenu.  H 

HThe  students  are  required  to  type  their  first  name.  q 

They  are  next  asked  If   they  want  Instructions?     If  they  press  "Y"   the  H 

a program  gives  a    lengthy  explanati jn   of  the   program.  The   Instructions  r-i 

Include  a  sample  problem.  W 

BIf  "N"  Is  pressed  the  program  imsneciately  moves  to  the  pro' leu  selection  JS2 
menu.    The   students  select  the  number  of   problems  that    ,hey  wish  to 

H complete.     They  can   choose  any   amount  from  1-999.    If  they   nick   an  Q 

unsually  high  number  the  program  ^111  ask  "Do  you  really  want  to  do   999  H 
y,  problems?" 

The  problems  are  randomly  presented  In  vertical  foraat.  The  oenomlnatorf  ?! 

B  °''  The  numbers  may  or  nay  not  be  mixed.     Then.  W 

SM     are  three  options  for   the  stuoent  to  choose   from  to  begin  solving  the 

^     problem.  g 

HI)  Change  to  the  least  cownon  denonrSnator. 
2)  Add  M 
31  Reduce 

B 
B 


ACTIVITY  SUMMARY 


3)  Reduce 

Select  (S  to  Stop) 


^2 

ABBBBHBBBBBHBBBBBB 
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When  number  one   Is  pressed,  the   studctnt  has  two   attempts  to  fino  the 
least  common  denominator.    After  the  second  Incorrect  answer  the  program       ^  i 
g     will  offer  the  following  help:  jg 

B Choose  one  of  the  followli.g  methods  of  finding  the  least  common  ^ 
denominator.  E 

■S   .  1)  Common  multiples  K 

"  2)  Prime  fac^.ors  ^ 

g  3)  Both  g 

pjs     The   common   multiples   approach  will     list   the   multlpUi   of  each 

denominator  up  to  the  product  of  the  denominators.  The  LCD  will  be  In  R 
the  white  boxes. 

The   prime   factors   approach  will    list    the   prime    factors   of  both 
denominators.   The  common  factors  will  be  In  the  white  boxes. 

If  the  student  selerts  "Both"  the  two  above  iiethods  will  be  given. 


strategy  for  solving  by  lultlplylng.  The  student  must  add  the  fractions 
then  reduce  the  answer  to  lowest  terms. 


E 

E 

M  Mhen  the  least  common  denoinlnator  Is  found,  the  student  must  multiply  _ 
|B  the  denominators  by  the  number  that  equals  the  LCD.  The  LCD  Is  now  BE 
*— '     displayed  In  the  middle  of  the  wree*;  to  the  right.  ^ 


^     If  the  student  Mkes  two  computational  «^.rrors,  the  program  will  give  the  S 

E 


At  the  end  of  each  set  of  problems  the  student  receives  a  total  error 
analysis  »ih1ch  tells  hew  many  procedural,  computational  and  LCD  errors 
were  mad';.  The  student  can  press  "S"  to  stop  at  the  beginning  or  end  of 
a  problem. 


TEACHER  OPTIONS  g 

The  program  has  an  extensive  Data   Manag^'^nt  System  thr^t  allows   the  W 

CS     te^^cher  to  keep   a   record   of  classes,    students,    class   and   student  Q 

profiles^  grade  plot  tnd   rank  of  student.     These  options  are   accessed  mm 

K     via  three  DMS  menus:  Main  Menu,  Class  Menu  and  Ranking  Menu.  B 

K     See  page  7  of  the  Data  Management  System  manual  for  the  initial  password  CK 

C3     to  gti  Into  the  system.  C* 

H     There  are  no  options    for  setting  the  difficulty    level  In  th*   fraction  H 

E  E 

g  ^ 
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B  SUGGESTIONS  ^ 

K       ^*    Review  the  Instructions  with  the  students  ino  explain  the  procedure. 
^  Program  commands  tre  always  visible  on  screen. 

•  i.  Give  the  students  Instructions  as  to  which  strategy  they  should 
"  •  select  when   getting  assistance     In   finding   the   least  common 

denominator. 
3.    D.T.A.  Applications: 
Guided  Practice 
Independent  Practice 
Vocabulary:  numerator 

denominator  K 
least  common  denominator  d 
WS  multiple  tx 

S  prime  factors 

error 
procedure 
compuution 


E  E 
¥1  i 


E  E 

E  E 

E  E 

E  E 

E  -^^  E 
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H       Title.  !!S™\lTH    SOFTWARE  B 

B    ..u.nj^i..     SUMMARY  a 

B  B 

Q  OBJECTIVES: 

"    MFMT:       2.1.1     ADD  WHOLE  NUMBERS  * 

H    SKILLS:  H 

HAl  RECALL  ADDITION  NUMBER  FACTS  Q 

A4  ADD  THREE  1  DIGIT     NUMBERS  H 

r- 1  A6  ADD  TWO  NUMBERS  WITH  UP  TO  2  DIGITS 

a  EAC::,  REGROUPING  ONES  TO  TENS  M 

A7  ADD  TWO  NUMBERS  WITH  UP  TH  3  OR  4  ^ 

a DIGITS  EACH,   REGROUPING  ONES  TO  TENS  g 

A8  ADD  TWO  NUMBERS  WITH  UP  TO  3  DIGITS  H 

HEACH»  REGROUPING  TENS  TO  HUNDREDS  r-i 

A9  ADD  TWO  NUMBERS  WITH  UP  TO  3  DIGITS  || 

m  EACH,    >    OR  2  REGROUPINGS  ^ 

B  AlO  ADD  TWO  NUMBERS  WITH  UP  TO  4  DIGITS  M 

^  EACH,    1  TO  3  REGROUPINGS 

HAtl  ADD  THREE  NUMBERS  WITH  UP  TO  2  DIGITS  Q 
EACH,  REGROUPING 

HAl  2  ADD  THREE  NUMBERS  WITH  UP  TO  3  OR  4  r-j 

DIGITS  EACH,  REGROUPING  H 

B  B 

H  ACTIVITY  SUMMARY  H 

B    Addition  With  Carry,    is  a  program  that  randomly  generates  addition  Q 

H problems  i)aaed  on  the  students'   or  teachers'   selection.  This  random 
generation  prohibits  the  option  of  selecting  only  addition  problems  that 
do  not  require  regrouping.    This  means  that  the  problems  may  or  may  not 
Eb     have  regrouping. 

HTo  begin  Addition  With  Carry,  press  number  i  at  the  Initial  screen. 
The  student  .  are  asked  to  type  their  first  name  and  press  return,  iney 

Hare  then  asked  if  they  want   instructions.     If  •Y"   io  pressed,  the 
progrfm  explains  the  prodcedure  for  entering  in  digits. 

If  'N"  is  pressed  they  are  moved  to  the  selection  menu.  At  this  point 
the  students  choose  the  type  of  problems  they  are  to  work  with. 

B 


1,  The  number  of  problems  to  do  (1-9) 

8 2,  The  number  of  rows  in  each  problem  <2-9> 
3,  The  number  of .columns  in  each  problem  (1-9) 
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lis  Hi  is  Wi  HI  Bl  Ui  ip^  ipi  IhI  fiS  61  IrK  S  &I  iS  Jm^. 

m      All  problems  are  presented  In  verMcal  format.  Each  problem  needs  to  be  H 

H completed  by  entering  the  alglts  from  right  to  left.  Just  as  one  would  — . 

do  using  paper  and  pencil.  A  student  can  quit  at  anytime  by  preslng  tne  B 
key, 

fa       For  exanple:  Q 

H .  To  work  on  basic  facts,  the  student  wo      select  2  rows  with  1  column,  a 

•  If  the  answer  is  tvo  digits  they  must  enter  the  answer  from  right  to  |p, 

Bleft,  Thus,   the  su^n  of  5  +  5  would  be  entered  by  pressing  0  then  .--^ 

pressing  1,  W 

HFor  a  correct  response  the  program  has  several  positive  comments  using  C9 

the  litudents  name,  H 

Q       Ex,  That's  correct,  NAME  15 

HYou  made  u  errors  on  that  problem, 

A  great  job!  or  A  perfect  try!  or  You're  terrific!  H 

g      For  an  Incorrect  response  the  program  responds  with:  g 

HEX,  Sorry  NAME,  „ 

8  Is  Incorrect.  Try  again  BB 

B      The  student  Is  given  two  chances  to  enter  the  correct  answer,  S 
If  a  second  Incorrect  an*ver  Is  entered  the  program's  response  is: 

H      Ex.  The  cor^  ct  answer  is  XX  H 

g|            Wher  "      inderstand  your  error,  type  in  the  correct  answer,  p 

Hlf  It  taket        student  several  attempts  to  enter  in  the  correct  answer  w—^ 

the  program  will  respond  in  the  following  way:  W 

HEX,  That  Is  correct  NAME  CH 

You  made  3  errors  on  that  problem,  WA 

m            I'm  rooting  for  you,  or  Keep  trying,  or  You  Just  need  some  practice,  g 

H      During  the  sohstlon  of  a  problem  the  Return  key  does  not  have  to  be  H 

pressed  to  ent'ifr  each  number.    The  carry  digit  must  be  entered  even  if 

g      it  is  zero,  B 

HAt  the  end  of  each  set  of  problems  the  ?itudent  receives  a  total  error  Q 

analysis  which  tells  how  many  errors  were  made  In  adding,  carylng,  and  R 

Hthe  number  of  problems  completed  without  any  errors.  The  student  can  q 
press       to  cto  more  problems  or  "E*  to  exit  the  program, 

i   H 

g                                          TEACHER  OPTIONS  ^ 

HThe  program  has  an  extensive  Data  Management  System  that  allows  the  r— i 

teacher   to  keep   a  record  of  classes,   students,    class  and  student  H 

profiles,  grade  plot  and  rank  of  student.    These  options  are  accessed  iJf 

m      via  three  DHS  menus:  Main  Menu,  Class  Menu^and  Ranki:  s  Menu,  |p| 

LivV>     I.C.I,  for  I.S.t.  III-P38  P.O.C./P.  of  ».  1988 
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H     See  page  7  oi  the  Data  Management  System  manual  tor  the  Initial  password  lA 

g     to  get  Into  the  system.  ^ 

HAt  the  DMS's  main  menu  the   te.jher  has  the  optlnn  of  J'^Ung  the 

difficulty  level  of  the  problems.   This  can  only  be  performed  per  class.  || 
^     If  a  teacher  wants  to  select  the  difficulty  level  per  student  this 

H     option  must  be  changed  each  time.     The  difficulty   levels  that   are  U 

■■     available  for  teachers  are  no  different  than  what  the  student  selects  at  ^ 

^1     the  beginning  of  the  program.  ^ 

H   i 

SUGGESTIONS  « 

H      1.    Teachers  should  have  their  students  enter  In  the  type  of  problems  W 

Hthat  they  are  to  work  on .  ^ ,  B 

2.    Activity  Instructions  should  be  carefully  read  the  first  time  the  mm 

H students  work  on  this  program.  CI 

3.  The  KFMT  problems  do  not  go  beyond  three  rows  and  four  columns.  || 
4-    ChecK  the  upper  right  hand  corner  of  screen  to  see  the  problem 

^3  number .  ^ 

c     n.T  A    AoDlicatlons:  _ 


B 


U.i.A.  ftppi  lUd\.  Juns.  f— 1 

H Independent  Practice  M 
Vocabulary:  Rows  ^ 


Columns 
cursor 


H"^  -\g\t  CD 

sum  PI 
carry 

B correct  H 
answer 

H  B 

B  H 

B  B 

B  " 

H  B 

B  B 

B  !^ 
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Cotnpiny:  MICROCOMPUTER 

WORKSHOPS 
Title:        DIVIDE  DECIMALS 
Activity:  DIVIDE  DECIMALS 


OBJECTIVES 


SUMMARY 


MFMT:      2.1.11  DIVIDE  DECIMALS 


SKILLS:  THIS  PROGRAM  DOES  NOT  MATCH  KNY  OF  THE  IDENTIFIED 

OBJECTIVES  IN  THE  E.C.I.  FOR  E.S.E.  MATERIA'.S. 


ACTIVITY  SUMMARY 


Etch  problem  should  be  conpleted  In  the  tt»e  Mnner  ts  one  would  do 
using  ptper  tnd  pencil.  During  the  auUlpllCAtlon  step,  the  prograci 
will  set  up  t  probU*.  </£rt1c«My.  Students  tre  required  enter  the  carry 
even  If  It  Is  zero.  During  the  subtraction  step,  the  progrtm  does  not 
go  through  the  "borronrlng  process"  ts  It  does  with  the  SUBTRACTION 
progrtm.   m  student  ctn  quit  tt  ti^tlne  by  presln^  the  key. 


Ex.  You  nay  try  up  to  9  problems.  How  Mny  would  you  like?  (1"9} 


B 
B 
B 


DIVIDE  DECIMALS,  Is.  t  progrtm  thit  tsslsts  students  In  learning  how  to 
divide  two  decimal  numbers  of  vtrying  sizes.   All  problems  htve  tt  least  r-j 
3  digit  dividends  tnd  the   sfidents  ctn  choose  1*2  or  3  digits  for   the  D 
divisor.  Problems  tre  rtndomly  generated  tnd  never  have  remainders. 
All  divisors  tre  decimal  numbers. 


B 
B 


*  The  MFMT  only  contains  whole  nviber  divlsorr  with  dividends  cf  two  to 
four  digits  and  having  one  or  two  decimal  plac 

All  problems  are  p'.«sented  u<1ng  the  dlvlslc.  box  format.  The  decimal  B 
point  In  the  dlv<sor  Is  highlighted  by  an  arrow.  The  student  Is  „ 
Instructed  to  use  the  'J"  or  "K"  key  to  move  the  decimal  point  to  make  B 
It  a  Whole  number.  Mhen  completed  they  press  "C"  to  "check"  the  answer. 
Next,  an  arr(M  appears  beneath  the  declral  point  in  the  dividend.  The 
students  are  instructed  tc  move  the  decimal  point  the  same  amount  of 
spaces  as  the  divisor.   The  program  automatically  moves  'itit  decimal  up 


B 

»i/owc»  i.nc  uiYi»ur«  i nc  program  auum^ictiiy  «oves  >^ne  aecimAi  up  r— i 
to  the  quotient  position. 

B 

To  bc^'  DIVIDING  DECIMALS,  the  students  are  asked  to  type  their  first  iMj 
name  and  press  return.  Next,  they  are  asked  If  they  want  instructions.  " 
If  "Y"  Is  pressed,  the  program  offers  a  quick  explanation  of  the  D 
prodcedure  for  entering  in  digits  and  working  the  problem.  IM 

If  "N"   Is  pressed  they  skip   the  directions  and  are  moved   to   the  H 
selection  menu.  At  this  point  the  sti^denu  chouse  the  ^pe  of  problems 
they  are  to  work  wlt>«. 


B 
B 
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How  many  fliglts  would  you  like  In  toe  divisor?  (1-2-3) 

For  a  correct  rc>M^  ^sc  the  program  has  several  positive  comments  using 
the  students  name. 

Ex.  That's  correct,  NAME 

You  made  0  errors  or.  that  problem. 

I  see  you  did  your  hoeaework!  or  t^c  math  department  Is  proud  of  you! 

For  an  Incorrect  response  the  program  responds  with: 

EX.  Sorry  NAME, 

8  is  Incorrect.  Try  again 

The  student  is  given  two  chances  to  enter  the  correct  answer  for  each 
step  In  the  process.  If  a  second  Incorrect  answer  is  entered  the 
program's  response  Is: 

Ex.  The  correct  answer  Is  XX 

When  you  understand  your  error,  type  In  the  correct  answer. 

If  It  takes  the  student  several  attempts  to  enter  In  the  correct  answer 
the  program  will  respond  In  the  following  way: 

Ex.  That  Is  correct  NAME 

You  made  XX  errors  on  that  problem. 

Keep  tr;1ng  you'll  get  1t1  or  Practice  makes  perfect! 

The  problem  number  Is  displayed  In  the  top  right  hand  Corner  of  the 
screen  at  all  times. 

At  the  end  of  each  set  of  problems  the  student  receives  a  total  error 
analysis  which  tells  how  many  errors  were  made  In  dividing,  multiplying, 
subtracting,  carrying,  bringing  down  and  the  number  of  problems 
completed  without  any  errors.  The  student  can  press  Return  tc  do  more 
problems  or       to  exit  the  program. 


E 

K   

TEACHER  OPTIONS 


—  The  progrim  his  an  extensive  Data  Management  System  that  allows  the 

K  teacher  to  keep  a   record  of  classes,   students,   class  and  student 

D  profiles,  grafle  plot  and   rank  of  student.     These  options  are  accessed 

K  via  three  DKS  aenus:  Main  Menu,  Class  Menu  and  Ranking  Menu. 

B See  page  7  of  the  Dau  Management  System  manual  for  the  Initial  password 
to  get  Into  the  system. 

At  the  OMS's  main  menu  the  tt«-ner  has  the  option  of  setting  the 
difficult  level  of  the  problems.   This  can  only  be  performed  per  class. 

BIf  a  teacher  wants  to  select  the  difficulty  level  per  student,  this 
option  must  be  changed  each  time.     The   difficulty  levels   that  are 

B available  for  teachers  are  no  different  than  what  the  student  selects  at 
the  beginning  of  the  program. 
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SUGGESTIOMS  |^ 

SE    !•   Teachers  should  hdve  their  students  enter  In  the  number  of  digits  In  w 

*3         the  divisor  Instead  of  using  the  DMS  each  time.  ^ 

■g  :Z.   Review  the  Instructions  with  the  students  anc  explain  the  procedure.  » 

cS         Program  commands  are  always  visible  on  screen.  CS 
3.   d.lA.  Applications: 
Guiaeo  Practice 

g Independent  Practice  m 

Vocabulary: divisor  E 
cursor 


Pg                            correct  |f 

CS                           answer  ZZt 

g Integer  ^ 

quotient  K 

remainder  ^ 

li  S 


t 


E  g 

B  B 

E  B 

B  B 
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^  H      Company:    MICROCOMPUTER  MAVIMViSII>^M  B 

^  a          WORKSHOPS  QnPT*iA/uDi?  5 

■      Title:        LONG  DIVISION  I   )NC\t\Ll  B 

Activity:  r.nMR  riTVTQTnM  w  ■     ■    vwBaaa^B  M 


•b 


r-1      Activity:  LONG  DIVISION    ZZ 

I  SUMMARY  1 

—      OBJECTIVES:  K 

B  B 

m      MFMT:       2.1.4  DIVIDE  WHOLE  NUMBERS  g 

H SKILLS:   D4  1-DIGIT  DIVISOR  INTO  3-DIGIT  DIVIDEND  S 

ALL  SIGHT  DIVISION.  NO  REMAINDERS  B 

HD6  1-DIGIT  DIVISOR  INTO  4-DIGIT  DIVIDEND 
ALL  SIGHT  DIVISION,  NO  REMAINDERS  B 
  D8  2-DIGIT  DIVISOR  INTO  3-DIGIT  DIVIDEND,  ■■ 

jg  NO  REMAINDERS  g 

H   B 

Q  ACTIVITY  SUMMARY  g 

H LONG  DIVISION,   Is  a  program  that  assists  students  In  learning  how  to  Q 

divide  two  numbers  of  varying  sizes.  All  problems  have  at  least  3  digit  R 

H dividends  and  the  students  can  choose  1-2  or  3  digits  for  the  divisor.  f-i 
Problems  are  randcxniy  generated  and  never  have  remainders. 

B     All  problems  are  presented  using  the  division  box  format.  Each  problem  B 
should  be  completed  in  the  same  manner  as  one  would  do  using  paper  and 

H pencil.      During   the  multiplication   step,    the  student  must   do  all  Q 

conputaions  mentally  or  use  scrap  paper,  it  does  require  that  the  carry  M 

H number  be  entered  even  if  It  is  zero.    During  the  subtraction  step,  the  r-j 

program  does  not  go  through  the  'borrowing  process"  as  it  does  with  the  H 

H SUBTRACTION  program,    h  student  can  quit  a.  anytime  by  presing  the  ^ 

key.  g 

HTo  begin  DIVISION,  the  students  are  asked  to  type  their  first  name  and  B 

press  return.  Next,  they  are  asked  if  they  want  instructions.    If  'Y'  is  H 

H pressed,  the  program  offers  a  quick  explanation  of  the  prodcedure  for  D 

entering  in  digits  and  working  the  problem.  B 

B      If   "N-    is  pressed  they  skip   the  directions  and  are  moved  to  the  B 

selection  menu.  At  this  point  the  students  choose  the  type  of  problems 

g     they  are  to  work  with.  g 

HEx.  You  may  try  up  to  9  problems.  How  many  would  you  like?  (1-9)  C3 

How  many  digits  would  you  like  in  the  divisor?  <l-2-3>  B 

B     Each  problem  needs   to  be   completed  by   first   entering  the   digits  B 
^     beginning  from  the  left  to  right  finding  the  first  number  the  divisor 
can  go  into.  Then  multiply  the  divisor  by  the  number  of  times  it  can  go 
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The  problem  number  Is  displayed  In  the  top  right  hand  corner  of  the  q 
screen  at  all  times.    During  the  solution  of  a  problem  t^^  Return  key  B 
does  not  have  to  be  pressed  to  enter  each  number.    The  cursor  enters  the 
position  of  the  next  keyboard  entry. 


into  the  dividend  and  subtract  that  number  from  the  dividend.  Continue 
this  process  until  the  last  number  of  the  quotient  is  derived. 

For  a  correct  response  the  program  has  several  positive  cccnnents  using 
the  students  name. 

iEx.  That's  correct,  NAME 

You  made  0  errors  on  that  problem. 

I  see  you  did  your  homework!  or  The  math  department  is  proud  of  you! 

For  an  incorrect  response  the  program  responds  with: 

EX.  Sorry  NAME, 

8  is  incorrect.  Try  again 

The  student  is  given  two  chances  to  enter  the  correct  answer  for  each 
step  in  the  process.  If  a  second  incorrect  answer  is  entered  the 
program's  response  is: 

Ex.  The  correct  answer  Is  XX 

When  you  understand  your  error,  type  in  the  correct  answer. 

If  It  takes  the  student  several  attempts  to  enter  in  the  correct  answer 
the  program  will  respond  in  the  following  way: 

Ex.  That  is  correct  NAME 

You  made  XX  errors  on  that  problem. 

Keep  trying  you'll  get  it!  or  Practice  makes  perfect! 


At  the  end  of  each  set  of  problems  the  student  receives  a  total  error 
analysis  which  tells  how  many  errors  were  made  in  dividing,  multiplying, 
subtracting,  carrying,  and  the  number  of  problems  completed  without  any 
errors.  The  student  can  press  "P"  to  do  more  problems  or  "E"  to  exit 
the  program. 


B 
B 
B 
B 

The  program  has  an  extensive  Data  Management  System  that  allG^s  the  |^ 
teacher  to  keep   a  record  of  classes,   students,   class  and  student  j—n 
profiles,  grade  plot  and  rank  of  student.    These  options  are  accessed 
via  three  DMS  menus:  Main  Henu»  Class  Menu  and  Ranking  Menu. 


TEACHER  OPTIONS 


B 
B 
B 
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See  page  7  of  the  Data  Management  System  manual  for  the  initial  password 
to  get  into  the  system. 

At  the  DMS's  main  menu  the  teacher  has  the  option  of  setting  the 
difficulty  level  of  the  problems.   This  can  only  be  performed  per  class. 


•i  i 

Hlf  a  teacher  wants  to  select  the  difficulty  level  per  student,  this  rjg 

option  must  be  changed  each  time*     The  difficulty  levels  that   are  H 

H available  for  teachers  are  no  different  than  what  l.he  student  selects  at  ^ 

the  beginning  of  the  program*  H 

i   i 

g  SUGGEST I ONS  g 

HK    Teachers  should  have  their  students  enter  in  the  number  of  digits  in 

the  divisor  instead  of  using  the  DHS  each  time*  H 
2*    Review  the  Instructions  with  the  students  and  explain  the  procedure* 

H Program  ccmmands  are  always  visible  on  screen*  B 
3*    The  MPMT  problems  do  not  go  beyond  a  two  digit  divisor  into  a  3  or  4 

H digit  dividend  with  no  remainders*  CI! 

4*    D*T*A*  Applications:  H 

B Guided  Practice 

Independent  Practice  mm 

Vocabu  1  ary :  di  v  1  sor  ^^^^ 

B cursor  ^3 
correct 

H answer  Ci 

error  H 

H  i 

i  i 

ii  i 
i  i 
i  i 
i  i 
i  i 
B  H 
B  B 
B  B 
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'iiiiizr'    SOFTWARE  b 

Title:        HULTIPLYING  IW  W  ■     ■  ww--- 

g      SEr     SUMMARY  i 

H OBJECTIVES:  B 
H     MFHT:      2.1.10  MULTIPLY  DECIMALS 

H     SKILLS:  MDl  lOEMTIFY  THE  NUMBER  OF  DECIMAL  PLACES  IN  THE  E 

PRODUCT  13 

HMD2  PLACE  THE  DECIMAL  POIKT  IN  THE  PRODUCT  || 

CORRECTLY  WITH  UP  TO  TWO  DECIMAL  PLACES  _ 

HMD3    PLACE  THE  DECIMAL  POINT  IN  JHEJ-RODUCT  |g 

CORRECTLY  WITH  UP  TO  THREE  OR  FOUR  DECIMAL  ^ 

B  MD4  MULlfp'LY  A  3-DI6IT  NUMBER  BY  A  2-DI6IT  NUMBER  WITH  UP  TO  2  DECIMAL  K 

2     ^   ijlaces  in  each  number  .   g 

^  ACTIVITY  SUMMARY 

-M     MULTIPLYING  DECIMALS,  1$  a  program  that  assists  students  In  learning  how 

JE     to  multiply  numbers  of  varying  sizes.  All  problems  have  «J  3  fligit  g 

Ti      top  numbers  and  the  student  can  choose  1-2  or  3  digits  for  the  bot  om  K 

5  Problems   are  randomly   generated  and  almost  always  require  g 

■j  regrouping. 

BAll  oroblems  are  presented  In  vertical  format.  Each  problem  needs  to  be  g 

Jolpleted  Sy  meMn   the  digits  from  right  to  left  2 

do  using  paper  and  pencil.     A  student  can  quit  at  anytime  by   pressing  g 


H      the   'Q'  key.  _ 

HTo  begin  MULTIPLYING  DECIMALS,  press  number  1  at  the  Initial  R 
:f  .L-  t.rt      t«n.   thi.ir  first  name  and  press  Return.  They 


I;,       ."«  .;.  .sJertitrpi  t-elr  first  n.«       press  "e?"™  J, 
Ire  thin  9l.en  .  cBoUe  to  wp.  #1.  for  Instructions  or  12  for  problems  || 

S 


•nd  #3  to  exit  the  program. 

H  It  s^    4<  nressed   the   Program  gives  a  lengthy   explanation  of  the 

5  J  oSced  ?e  Tor  TerfSr^mg  tSe  Jtlpllcatlon  and  placing  the  declma  g 

H  oolnt    If  #2  IS  pressed  they  are  moved  to  the  selection  menu.   At   this  K 

g  SSlHl the  students  choose  the  type  of  problems  they  are  to  work  with.  g 

m 
H 


Ex.  Multiply  by  how  many  digits?  O-J) 

In  zeros  during  addition?  (Y-N)  H 


Fin 


A  student  can  quit  at  anytime  l>y  pressing  the  "*"  key.  g 
For  a  correct  resp  .nse  the  program  has  several  positive  coi«nents  using 
the  students  name.  K 

RBHBBHHHHBHaBBHBi«B£ 

^^VT^         —  IU-349  F.O.C./SPED  1988 

ERJCm.  for  f  M'  f^/jy^l 
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Ex.  The  correct  answer  Is  XX 

When  you  understand  your  error,  type  In  the  correct  answer. 


sum  position  to  the  right  of  the  last  digit. 

Ex,   Move  the  fleclmal  point  with  the  "J"  and  "K"  keys.    Press  -C"  to 
check  placement. 


i  i 

B      Ex.  That's  correct,  NAME  ^ 
You  made  0  errors  on  that  problem.  — 
A  great  job!  or  A  perfect  try!  or  YouVe  terrific!  jj^ 

m      For  an  Incorrect  response  the  program  responds  with:  g 

BEX.  Sorry  NAME,  a 
8  Is  Incorrect.  Try  again  ^ 

HThe  student  is  given  two  chances  to  tnter  the  correct  answer.  R 
If  a  second  Incorrect  answer  Is  entered  the  program's  response  Is: 

i 

a 

_         When  the  student  enters  the   correct  answer   the  program  asks  for  the 
M      decimal  to  be  placed.  The   decimal  point  Is  shown   with  an  arrow  In   the  far< 
sum  Dosltlon  to  the  rJaht  of  the  last  digit. 

H 
H 

B 

At  the  end  of  each   set  of  problems  the   student  receives  a  total  error 
H      analysis  which  tells  how  many   errors  were  made  In  multiplying,  adding, 
carrying,  placing  the  decimal    point  and  the  total   number  errors.  The 
student  can  press  Return  to  continue. 


The  student   has  two   attempts   to  place   the  decimal    point  correctly. 
After  the  second   Incorrect  placement   they  are   given  detailed  written      K  ^ 
Instructions  on  how  to  perform  this  task.   When  they  have  completed  this      EJ  w 
they  press  "C*  to  check  their  answer. 


TEACHER  OPTIONS 

The  program   has  an  extensive  Data  Management  System   that  allows  the 

U teacher  to  keep   a   record   of  classes,    students,    class   and  student 
profiles,  grade  plot  and  rank  of  student.     These  options  are  accessed 
gj      via  three  DMS  menus:  Main  Menu,  Class  Menu  and  Ranking  Menu. 

See  page  7  of  the  Data  Management  System  laanual  for  the  Initial  password 
to  get  Into  the  management  system. 

B 


At  the  OMS's  iiatn  menu  the  teacher  has  the  option  of  setting  the 
difficulty  level  of  the  problems.  This  can  only  be  performed  per  class. 
If  a  teacher  wants  to  select  the  difficulty  level  per  student,  this 
option  must  be  changed  each  time.  The  difficulty  levels  that  are 
available  for  teachers  are  no  different  than  what  the  student  selects  \ 
the  beginning  of  the  program.  J 

B  I 
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2, 


4. 
5, 


:uGGESTIO»IS 

Teachers  may  want  to  pre-select  the  prob'iems  that  they  wish  their 
class  to  practice. 

Activity  Instructions  are  lengthy  ^nd  should  be  skipped.  The  teacher 
should  carefully  go  through  the  procedure  with  the  students  the 
first  few  times  they  use  the  program. 

The  HFMT  problems  do  not  go  beyond  two  digit  mltlpllers  and  factors 
with  two  declnal  places. 

Check  the  upper  right  hand  corner  of  screen  to  see  the  problem 
number, 

D.T.A.  Applications: 
Independent  Practice 
Vocabulary:  line-up 
completed 
declmal(polnt) 
error 
carry 
digits 


B 
B 
B 
B 
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B 
B 
B 
B 
B 
B 

HHBBBBBHHHHHfiBBBBeM 

ERIC 


i 


B 


III-351 


BBHBBHHiiBHiiHaBBBBE 


'B 
B 
B 
B 
B 
B 
B 
B 
B 
B 


Company :    MI CROCOMPUTER 

WORKSHOPS 
Title:    ADDING  DECIMALS 
Activity:  DECIMAL 

ADDITIONS 


SOFTWARE  i 
SUMMARY  g 

B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
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OBJECTIVES: 

MFMT:    2.1.8  Add  Decimals 

SKILLS:  ODl  NRITE  NUMBERS  IN  k  COLUMN  ACCORDING  TO  THE 

DECIMAL  PLACE 
AD2  ADD  UP  TO  THREE  NUMBERS  WITH  ONE  DECIMAL  PLACE 

WITH  REGROUPING 
ADA  ADD  TWO  NUMBERS  WITH  TWO  DECIMAL  PLACES  WITH 

REGROUPING 


ACTIVITY  SUMMARY 

ADDING  DECIMALS,  is  •  program  that  randomly  generates  addition  problems 
based  on  the  students'  or  teachers'  selection.  Most  problems  require 
regrouping. 

To  begin  ADDING  DECIMALS,  press  number  1  at  the  initial  screen. 
The  students  are  asked  to  type  their  first  name  and  press  Return.  They 
•re  then  given  a  choice  to  type  '1*  for  Instructions  or  12  for  problems 
and  13  to  exit  the  program.  If  II  is  pressed,  the  program  gives  a 
lengthy  explanation  of  the  prodcedure  for  lining  up  the  numbers  by  the 
decimal  points  and  entering  in  digits. 

If  12  Is  pressed  they  are  Moved  to  the  selection  menu.  At  this  point  the 
students  choose  the  type  of  problems  they  are  to  work  with, 

EX.  HOM  many  digits  in  each  number?  (2-5) 
How  many  numbers  per  problem?  (2-5) 
How  many  problems  would  you  like?  (1-9) 

All  problems  are  presented  In  horizontal  format.  The  student  uses  the  I, 
J,  K,  and  M  keys  to  nove  the  numbers  around.  I  «  up,  J  •  left,  K  « 
right,  M  «  down.  The  C  key  Is  used  to  "check"  the  decimal  line  up. 
Students  aust  press  this  key  each  time  they  have  completed  lining  up  a 
number  with  the  given  decimal  point  shown  with  an  arrow.  In  the  sum 
position.    A  student  can  quit  at  anytime  by  pressing  the   "*"  key. 

t   IS  » 
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These  screen  commands  are  visible  at  all   times.   The  students  are  ^ 
continually  prompted  as  to  which  keys  to  use.    During  the  solution  of  a 
problem  the  C  key   nist  be  pressed   each  time  a  number   Is  lined  up  and 
the  Return  key   nust  be  pressed   to  go  on    to  the  next  number.    If  the 
carry  number  Is  zero  the  student  can  enter  zero  or  press  the  Space  Bar. 

For*  correct  response  the  program  has  several  positive  comments  using 
the  students  name. 

Ex.  That's  correct,  NAME 

You  made  0  errors  on  that  problem. 
A  great  job!  or  A  perfect  try!  or  You're  terrific! 

For  an  incorrect  response  the  program  responds  with: 

EX.  Sorry  NAME, 

8  Is  Incorrect.  Try  again 

The  student  1$  given  two  chances  to  enter  the  correct  answer. 
If  a  second  Incorrect  answer  Is  entered  the  program's  response  Is: 

Ex.  The  correct  answer  Is  XX 

When  you  understand  your  error,  ^pe  In  the  correct  answer. 

If  it  takes  the  student  several  attempts  to  enter  In  the  correct  answer 
the  program  will  respond  In  the  following  way: 

Ex.  That  Is  correct  NAME 

You  made  3  errors  on  that  problem. 

I'm  rooting  for  you.  or  Keep  trying,  or  You  just  need  some  practice. 

At  the  end  of  each  set  of  problems  the  student  receives  a  total  error 
analysis  which  tells  how  many  errors  were  made  In  llne-up,  adding, 
carrying,  and  the  total  number  errors.  The  student  can  press  Return  to 
continue. 


TEACHER  OPTIONS 

The  program  has  an  extensive  Data  Management  System  that  allows  the 
teacher  to  keep  a  record  of  classes^  students^  class  and  student 
profiles*  grade  plot  and  rank  of  student.  These  options  are  accessed 
via  three  DMS  nenus:  Main  Henu»  Class  Hcr.u  and  Ranking  Menu. 

See  page  7  of  the  Data  Management  System  manual  for  the  Initial  password 
to  get  Into  the  sarTigement  system. 

At  the  DMS's  naln  mttiu  the  teacher  has  the  option  of  setting  the 
difficulty  level  of  the  problems.  This  can  only  be  performed  per  class. 
If  a  teacher  wants  to  select  the  difficulty  level  per  student^  this 
option  must  be  Changed  tach  t1me<»  The  difficulty  levels  that  are 
available  for  teachers  are  no  different  than  what  the  student  selects  at 
the  beginning  of  the  program.  77o  g 
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Title: 

MULTIPLICftTION 
Activity:  MULTIPLICATION 


SUMMARY 


ERIC 


i 

OBJECTIVES:  „ 

B  i 

g     MFMT:       2.1.3  MULTIPLY  WHOLE  NUMBERS  g 

H SKILLS:   m  MULTIPLY  1-DICIT  BOTTOM  NUMBER  TIMES  UP  rn 

TO  UP  TO  3  OR  4-DIGIT  TOP  NUMBER,  H 
REGROUPING 

HM6  MULTIPLY  2-DIGIT  BOTTOM  NUMBER  TIMES  H 
2-DIGIT  TOP  iJUMBER,  REGROUPING 

HM7  MULTIPLY  2-DIGIT  BOTTOM  NUMBER  TIMES  UP  D 

TO  4-DIGIT  TOP  NUMBER,  REGROUPING  II 

H  B 

  B 

ACTIVITY  SUMMARY  ^ 

H     MULTIPLICATION,  Is  a  program  that  assists  students  In  leaning  how  to  H 

H multiply  numbers  of  varying  sizes.  All  problems  have  at  least  3  digit  Q 

top  numbers  and  the  students  can  choose  1-2  or  3  digits  for  the  bottom  H 

H number.     Problems  are  randomly  generated  and  almost  always  require 

regrouping.  Hi 

HAIl  problems  are  presented  In  vertical  format.  Each  problem  needs  to  be  Q 
completed  by  entering  the  digits  from  right  to  left.  Just  as  one  would 

Hdo  using  paper  and  pencil.    A  student  can  quit  at  anytime  by  preslng  the  C3 

'Q"  key.  H 

B     To  begin  MULTIPLICATION,  the  students  are  asked  to  type  their  first  name  B 
and  press  return.  Next  they  are  asked  If  they  want  Instructions.    If  'Y' 

His  pressed,  the  program  offers  a  quick  explanation  of  the  prodcedure  for  B 
entering  in  digits  and  working  the  problem. 

JjjjH     If   *N'    is  pressed  they  skip  the  directions  and  are  moved  to  the  fi 

H selection  menu.  At  this  point  the  students  choose  the  type  of  problems  g-i 

they  are  to  practice.  H 

HEx.  You  may  try  up  to  9  problems.  How  many  would  you  like?  <l-9>  B 

How  many  digits  would  you  like  In  the  multiplier?  <l-2-3>  ■■ 

Jj^     Each  problem  needs  to  be  completed  by  entering  the  digits  from  right  to  fi 

^2     left.    Just  as  one  would  do  using  paper  and  pencil.  g 

For  a  correct  response  the  program  has  several  positive  comments  using 

jjjjl     the  students  name.  ^ 
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j^^^  Idl  fi3  IrI  kfi  IrI  IrI  QhI  fest  kit  SrS  fef  1^1      fcsi  fisl  lis^  j^wwiL 

Ex.  That's  correct,  NAME 

HYou  made  C  errors  on  that  problem*  B 

I  see  you  did  your  homework!  or  The  math  department  is  proud  of  you!  wm 

m     For  an  Incorrect  response  the  program  responds  with:  Q 

B     EX.  Sorry  NAME,  ^ 

^  8  is  Incorrect.  Try  again  *^ 

fil     The  student  is  given  two  chances  to  enter  the  correct  answer  for  each  B 

Hstep  in  the  process.      If  a  second  incorrect  answer  is  entered  the  CJ 

program's  response  is:  H 

Ex.  The  correct  answer  is  XX 

When  you  understand  your  error,  type  in  the  correct  answer. 

fin     If  it  takes  the  student  several  attempts  to  enter  in  the  correct  answer  H 

the  program  will  respond  in  the  following  way:  g 

HEX.  That  Is  correct  NAME  « 
You  made  XX  errors  on  that  problem. 
I'm  rooting  for  you.  or  Keep  trying,  or  You  Just  need  some  practice. 

@l     The  problem  number  Is  displayed  In  the  top  right  hand  corner  of  the 

H screen  at  all  times.    During  the  solution  of  a  problem  the  Return  key  C3 

does  not  have  to  be  pressed  to  enter  each  number.    The  cursor  enters  the  pS 

H posit  ion  of  the  next  keyboard  entry.  O 
U 
At  the  end  of  each  set  ot  problems  the  st*-dent  receives  a  total  error 

H analysis  which  tells  how  many  errors  were  made  in  multiplying,  adding, 
carrying,  and  the  number  of  problems  completed  without  any  errors.  Tl>e 

jjj     student  can  press  "P"  to  do  more  problems  or  "E"  to  exit  the  program.  gj| 

i   i 

^  TEACHER  OPTIONS  „ 

HH 
The  program  has  an  extensive  Data  Management  System  that  allows  the 

H teacher  to  keep  a  record  of  classes,  students,  class  and  student  S 
profiles,  grade  plot  and  rank  of  student.    These  options  are  accessed 

^2  three  DMS  menus:  Main  Menu,  Class  Menu  and  Ranking  Menu.  g 

See  page  7  of  the  Data  Management  System  manual  cor  the  initial  password  ^ 

m     to  get  into  the  system.  |||| 

HAt  the  DMS's  main  menu   the   teacher  has  the  option  of  selling  the  Q 

difficulty  level  of  the  problems.    This  can  only  be  performed  per  class.  Mi 

Hlf  a  teacher  wants  to  select  the  difficulty  level  per  student,  this  Cjl 

opt  ion  must  be  changed  each  t  Ime .     The  dl  f  f  leu  1  ty  leve  1  s  that  are  p| 

available  for  teachers  are  no  different  than  what  the  student  selects  at  q 

the  beginning  of  the  program.  |p| 
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SUGGEST  I ONS  r-, 

1.   Teachers  should  have  their  students  enter  in  the  number  of  digits  In 

Hthe  multlpl ler.  B 
2.    Review  the  instructions  with  the  students  and  explain  the  procedure.  M 

H Program  conmands  are  always  visible  on  screen.  CjJ 

3.   The  MFMT  problems  do  not  gc  beyond  two  digit  bottcro  number  with  up  H 
to  4-dIgit  top  number  with  regrouping. 

O     4.    D.T.A.  Applications:  ffg 

wM  Guided  Practice   


H Independent  Practice  H 
Vocabulary:  multiplier 

H cursor  |3 

correct  H 
answer 

1^  error  H| 

H  i 

H  i 

»  g 

i  B 

B  B 

H  B 
B  B 
B  H 

B  B 
B  B 

B  H 

g  ?8I  g 
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_  ■-•'■»!;!::'.•""     SOFTWARE  E 

g  :::r...if::    SUMMARY  i 

Q     OBJECTIVES:  B 


H 


HFHT:      2.1.9  SUBTRACT  CECIMALS  g 


S     SKILLS:  SBl  SUBTRACT  TWO  HUMBERS  KITH  0«E  DECIMAL  PLACE  g 

■              S02  sUlma  ?S"S11h"ers  with  ohe  oec.ual  place  g 

B                     SOB  s"urT"RArT'?2S'JI!SBERS  WITH  TWO  OEC.HAL  PLACES  g 

B                     SO,  s"uS  ?S§"ruJu?S  WITH  TWO  OECHAL  PLACES  | 

WITH  REGROUPING  B 


B 
B 


B 

ACTIVITY  SUMMARY  |^ 

B 


53  ACTIVITY  SUMMARY 

•S      SUBTRACTWG  OECIHALS.  Is  .    P^,?""  "";'?":|»„?5:r"" 

■  problems  basea  on  tne  stuaeots'  or  te>chers  selection. 

B      TO  begin  SUBTRACTWG  OECIHALS.  P«»  '  «  ^  '^llsl^T'lm  B 

g  rn,'4".«pnirn  .rr:;oaci^^^^^^^^^^^     - -  B 

■  decimal  points  ind  performing  the  subtraction.  M 

Hlf  #2  IS  pressed  they  are  »oved  to  the  selection  menu.  At  this  point  the  g 

students  Choose  the  type  of  problems  they  are  to  — 

H     EX.  DO  you  «ant  the  problems  to  Include  borrowing?  (Y  or  N)  » 

HHOM  nany  digits  in  each  number?  12-6)  H 

How  many  problems  would  you  like?  ^ 

B     All  problems  .re  presented  In  --orl"""!  f.r«t.  Tn.  JJ-^VI",*"^  >;  B 

«■     0,  K,  end  H  keys  to  «...  tn.  numbers  «J»SJJ;  ,,„.  „p.  D 

B  rrnt"s  -^pSks^rniA  rfcn  « j^;-;  ■ 
B  s^tu: vrtudrnr;.r5:rt\t%"tirb;  -p^rssiS,  tne  ...  B 

B      necessary.-  r;'>o  ™ 
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i  ^ 

B     To  surt  tlie  borrwing  process  the  student  should  press  "B"-   "  S 

H student  does  not  borro-  but  just  enters  t   number,  the  program  „ 
respond:                                                    «   .             ^  o  • 
"tou  can  not  subtract  without  first  borrwing.  To  borrow  type  B. 

H     After  "B"  Is  ^ped  the  response  Is  seen:  ^          ^  ....  „  — I 

C3     "Borrowing,  Type  the  new  value  of  the  high  lighted  digit.  a 

?     For  a  correct  response  the   ».rogram  has  several  positive  comments   using  g 

H     the  students  name.  H 

H 


i 


H 
B 


Ex,  That's  correct,  NAME 

You  made  0  errors  on  that  problem. 


Q  A  great  job!  or  A  perfect  try!  or  You  re  terrific!  □ 

5     For  an  Incorrect  response  the  program  responds  with:  g 

M         CV     Cnrf^u  MAMP .  ■  ■ 


EX.  Sorry  NAME, 

8  is  incorrect.  Try  again 


B 

a  The  student  Is  given  two  chances  to  enter  the  correct  answer  for  each 
H  s^J/^n  the  process.  If  a  second  Incorrect  answer  Is  entered  the 
program's  response  is: 


Ex.  The  correct  answer  Is  XX   

When  you  understand  your  error,  type  In  the  correct  answer. 


i 

H 

5  If  n  takes  the  student  several  attempts  to  enter  In  the  correct  answer 
H     t.le  program  will  respond  In  the  following  way: 

HEX  That  is  correct  HAME 
You  made  XX  errors  on  that  problem. 


TZ::,  Tor  you^or  KeVpTrir^g.  or  You  just  need  some  practice. 


borrowing,  and  the  total  number  errors.   The  student  can  press  Return  to 


continue. 


B  -  5-.- •!     "L!:"^:- ":rerdrjn'?rn:r:i'  t^^^z  I 
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g  TEACHER  OPTIONS 

B  -  rrT  .in izTTXsT'^i^^rc^T^^^^^^^  | 

Hi?Jf11«  grade  plot  and  rank  of  student.  These  options  are  accessed  ^ 
?1a  three  OMS  nenus:  Main  Menu,  Class  Menu  and  Ranking  Menu. 

H     See  page  7  of  the  Data  Management  System  wnual  for  the  Initial  password 
to  get  Into  the  nanagement  system. 


declmaUpoInt) 
error 
carry 


is  tvatlable  for  teachers  are  no  different  than  wnai  we  ivuu  |iu| 
„    the  beginning  of  the  program.  — • 


H  SU^sGESTIONS 

g     K  Teachers  may  want  to  pre-seTect  the  problems   that  they  wish   their  g 

e number.  ■T! 

5.  O.T.A.  Applications:  2S 
Independent  Practice 

■B  Vocabulary:  line-up 

pfj  completed 


H  i 
H  I 

■B 

6  B 
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"      Company s    MICROCOMPUTER  C!Ot?'TntATfl  DT? 

H      Title:        SUBTRA^ION  N^WB     ■   WjiJilkH  B 

CSf      Activity:  SUBTRACTION  mMmmm.  mm  m  m.  Q 

i  SUMMARY  g 

H      OBJECTIVES',  H 

B      MFMT :       2.1.2  SUBTRACT  WHOLE  NUMBERS  H 

B      SKILLS:   SI       RECALL  SUBTRACTION  NUf'BER  FACTS  B 

HS2       SUBTRACT  TWO  NUMBERS  WITH  UP  TO  2  ^ 

DIGITS  EACH. NO  REGROUPING  H 

S3       SUBTRACT  TWO  NUMBERS  WITH  UP  TO  3  ■■ 

H DIGITS  EACH. NO  REGROUPING  C3 

S4       SUBTRACT  TWO  NUMBERS  WITH  UP  TO  2  H 

H DIGITS  EACH. REGROUPING  TENS  TO  ONES  q 

S5       SUBTRACT  TWO  NUMBERS  WITH  UP  TO  3  B 

H DIGITS  EACH.   REGROUPING  TENS  TO  ONES  „ 

S6       SUBTRACT  TWO  NUMBERS  WITH  UP  TO  3  H 

DIGITS  EACH. REGROUPING  HUNDREDS  TO  ■■ 

• Q  TENS  ca 

H  S7       SUBTRACT  TWO  NUMBERS  WITH  UP  TO  3  H 

B DIGITS  EACH.   REGROUPING  TO  TENS  OR  r-% 

ONES  B 

HC8       SUBTRACT  TWO  NUMBERS  WITH  UP  TO  3 

DIGITS  EACH.   ONE  OR  TWO  REGROUPINGS  H 
S9       SUBTRACT  TWO  NUMBERS  WITH  UP  TO  4 

H DIGITS  EACH.   ONE  TO  THREE  REGROUPINGS  C2 

SIO     SUBTRACT  TWO  NUMBERS  WITH  UP  TO  5  H 

g  DIGITS  EACH.   ONE  TO  FOUR  REGROUPINGS  jg 

i    B 

g  ACTIVITY  SUMMARY  g 

H SUBTRACTION,   is  a  program  that  asfslsts  students  in  learning  how  to  Q 

subtract  two  numbers  of  varying  sizes  (with  or  without  borrowing).  || 

Q     Problems  are  randomly  generated  based  on  the  student ^s  selection.  n 

All  problems  are  presented  in  vertical  format.  Each  problem  needs  to  be 

Hcooipleted  by  entering  the  digits  from  right  to  left*  Just  as  one  would  Q 

do  using  paper  and  pencil.    A  student  can  quit  at  anytime  by  presing  the  Mi 

H  B 

• H To  begin  SUBTRACTIONt  the  students  are  asked  to  type  their  first  name  ^ 

and  press  return.  Next*  they  are  asked  if  they  want  instructions.     If  Ih 

■y  is  pressed,  the  program  offers  a  lengthy  discourse  of  the  prodcedure  ^ 

jg     for  entering  in  digits  and  working  the  problem.     -^gg  |^ 

ERiclHiiHHHHHHHHeBHHHHH 
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B  B 

If   'N**    Is  pressed  they  skip  the  directions  and  are  moved  to  the 

H selection  menu.  At  this  point  the  students  choose  the  type  of  problems  CD 
they  are  to  practice. 

B    Ex.  You  may  try  up  to  9  problems.  How  many  would  you  like?  (1-9)  jj^ 

B    They  are  then  asked  to  type  1  or  2.  Q 

HI*  Problems  with  borrowing  B 
2.  Problems  without  borrowing 

B     Each  problem  needs  to  be  completed  by  entering  the  digits  from  right  to  Q 

Bleft.     Just  as  one  would  do  using  paper  and  pencil.     Borrow  first  if  ^ 

necessary.  jfg 

HTo  start  the  borrowing  process  the  student  should  press  "B".     If  the  Q 

student  does  not  borrow  but  Just  enters  a  number,  the  program  will  M 

H respond:  C3 

•You  can  not  subtract  without  first  borrowing.  To  borrow  type  B."  p| 

H     After  *B'  is  typed  the  response  is  seen: 

"Borrowing,  Type  the  new  value  of  the  high  lighted  digit."  ^ 

8     For  a  correct  response  the  program  has  several  positive  coninents  using  H 

the  students  name.  g 

HEx.  That's  correct,  NAME  q 

You  made  0  errors  on  that  problem.  B 

A  great  Job!  or  A  perfect  try!  or  You're  terrific!,  ~ 

B     For  an  incorrect  response  the  program  responds  with:  H 

B     EX.  Sorry  NAME,  B 

g  8  Is  incorrect.  Try  again  g 

*■     The  student  is  given  two  chances  to  enter  the  correct  answer  for  each 

Hstep  in  the  process.      If  a  second  incorrect  answer  is  entered  the  B 
program's  response  is: 

B  Ex.  The  correct  answer  is  XX  B 
n  When  you  understand  your  error,  type  in  the  correct  answer.  ^ 

^     If  it  takes  the  student  several  attempts  to  enter  in  the  correct  answer 

Q     the  program  will  respond  in  the  following  way:  g 

HEx.  That  is  correct  NAME  B 
You  made  XX  errors  on  that  problem.  H 
n  I^ni  rooting  for  you.  or  Keep  trying,  or  You  Just  need  some  practice.  g 

"     The  problem  number  Is  displayed  in  the  top  right  hand  corner  of  the 

H screen  at  all  tiroes.     During  the  solution  of' a  problem  th^  Return  key  W 
does  not  have  to  be  pressed  to  enter  each  number.    The  cursor  enters  the 
g     position  of  the  next  keyboard  en.try.         786  Q 
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At  the  end  of  each  set  of  problems  the  student  receives  a  total  error 

analysis  vrtiich    tells   how   many    errors   were   made    in    subtraction,  g 

borrowing,  and  the  number  of  problems  completed  without  any  errors.    The  R 

m      student  can  press  "P"  to  do  more  problems  or  "E"  to  exU  Ihe  program.  g 

B    B 

TEACHER  OPTIONS 


fii     The  program  has  an  extensive  Data  Management  System  that  allows  the  B 

H teacher   to  keep   a  record  of   c I  asses ,   students ,    c 1  ass  and   student  a 

profiles,  grade  plot  and  rank  ol  student*    These  options  are  accessed  H 

Q      via  three  DMS  menus:  Main  Menu,  Class  Menu  and  Ranking  Menu.  q 

See  page  7  of  the  Data  Management  System  manual  for  the  initial  password 

to  get  into  the  system.  Q 

HAt  the  DMS's  main  menu  the   teacher  has  the  option  of  setting  the  D 

difficulty  level  of  the  problems.    This  can  only  be  performed  per  class.  || 

Hlf  a  teacher  wants  to  select  the  difficulty  level  per  student,  this  q 

option  must  be  changed  each  time.  The  difficulty  levels  that  are  M 
available  for  teachers  are  no  different  than  what  the  student  selects  at 

m      the  beginning  of  the  program.  g 

  B 


•  H   ^  

^  Q                                               SUGGESTIONS  q 

~      1.   Teachers  should  have  their  students  enter  In  the  type  of  problems 

Hthat  they  are  to  practice.  Q 

2 .    I nstruct  ions   are    1 engthy   and  wordy .   Sk  1  p   the    1 nst ruct 1 ons  and  M 

H explain  the  procedure  to  students  directly.  Program  commands  are  Q 

always  visible  on  screen.  p| 

H3.    The  MFMT  problems  do  not  go  beyond  three  digits  with   1   or  2  y— , 

regroupings.  W 
4.    Observe  the  students 

B      4.    D.T.A.  Applications:  B 

H Guided  Practice  CD 

Independent  Practice  H 

H Vocabulary:  Borrowing  1^ 

high  lighted  mk 

value  "I" 

H cursor  ^3 

j;  ^Ace  bar  Wi 

correct  H 

H answer  q 
■ 

H  i 
oleHBBHBHHHBHiHHHHHE 

tt\}K.      I.C.I.  for  B.S.E.  111-3^5  P.Q.C./U.  of  MD.  1988 


E.BHBBBBHBHBHBBBBBBM 

I  -..     SOFTWARE  1 


CompAny:  HICROCOMPUTER 


Title:       SUBTRACT  HI XEO  FRACTIONS  CI TTl^yri^ /f  A  E 

jg  Activity:  SUBTRACT  MIXED  |5  ^  iYilYl  ft  it  X  ^ 

g  OBJECTIVES:  g 

B  MFMT:   2.1.6   Subtract  Mixed  Numbers  |^ 

B SKILLS:  Al  FIND  A  COMMON  DENOMINATOR  OR  LOWEST  COMMON  C 

DENOMINATOR  K 

g  S6  SUBTRACT  MIXED  NUMBERS  KITH  UNLIKE  DENOMINATORS  g 

fi   e 

m  ACTIVITY  SUMMARY  g 

HSUBTRACTIMG  MIXED  FRACTIONS  Is  designed   to  assist  students  In   learning  t~i 

bw   tc  subtract  fractions     by   providing   them  wltti     comprehensive  |§ 

«    instruction  and  structure.  ^ 

To  begin  SUBTRACTING  MIXED  FRACTIONS  press  number  one  at  the  main  •enu.  " 

W   The  students  are  required  to  ^pe  their  first  name.   They  are  next  asked  C 

if  they  want  instructions?     If   they   press  "Y"   the  program  gives   a  H 

B lengthy  explanation  of   the  program.  The   Instructions  Include  a   sample  Q 

problem.  p|[ 

W  If  *N"  Is  pressed  the  program  Immediately  moves  to  the  problem  selection  h 
tienu.   The   students  select   the  number  of   problems  that  they  wish  to 

B    complete.     They  can   choose  any   amount  frotn  1*999.    If  they   pick   an  D 

unsually  high  number  the  program  will  ask  "Do  you  really  want  to  do   999  H 

problems?"  g 

BThe  problems  are  randomly  presen«*ed  In  vertical  format.  The  denominators  ^ 
My  or  may  net   be  the  same.   The  numbers  are  always  mixed.   There  are 

Hfour  options   for   the  student  to  Choose   from  to  begin   solving   the  J* 

problem.  C 

HI)  Change  to  the  least  cownon  denominator^  g 

2)  Borrow  from  whole  number  part  |§ 

B3)  Subtract  q 

4)  deduce  fractional  part  W 

g    Select  (S  to  Stop)  g 

„ .... .... .   g 

■  788  8 
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Choose  one  of  the  following  methods  of  finding  the  least  common 
denominator. 

1)  Common  multiples 

2)  Prime  factors 

3)  Both 

The  common  multiples  ipproach  win  list  the  multiples  of  each 
denominator  up  to  the  product  of  the  denominators.  The  LCD  will  be  in 
the  white  boxes. 

The  prime  factors  approach  will  list  the  prime  factors  of  both 
denominators.    The  common  factors  will  be  In  the  white  boxes. 

If  the  student  selects  •Both*  the  two  above  methods  will  be  given. 

When  the  least  common  denominator  i$  found,  the  student  must  multiply 
the  denominators  by  the  number  that  equals  the  LCD.  The  LCD  Is  now 
displayed  in  the  middle  of  the  screen  to  the  right. 

If  the  student  makes  two  conputatlonal  errors,  the  program  will  give  the 
strategy  for  solving  by  multiplying. 

The  student  must  then   decide  If   they  need  to  borrow   from  the  whole 
number  part.    If  It  Is  necessary  they  should  press  number  2. 
The  screen  commands  will   prompt  them  to  enter  In  the  new  whole  number 
•mount  then   the  new  numerator  tmount.  If   they   make  two  errors  the 
program  will  help: 

£x.  You  just  borrwed  1,  which  Is  equal  to  24/24.  This  makes  the 
fractional  part  of  the  fraction:  3/24  4  24/24  «  27/24 

The  fractions  in  the  upper  portion  of  the  screen  are  written  vertically. 
Ex.  5 


E 
E 
E 
E 
E 
E 
E 
E 
E 


The  fractions  In  the  lower  portions  of  the  screen,  during  the 
help  phase  are  written  horizontally: 

Ex.  5/4 


After  changing  to  least  connon  denominator  tnd  borrowing,  the  student  Is 
ready  to  subtract  «nd  reduce  to  lowest  terms.  The  program  will  prompt 
the  student  In  the  same  way  ts  above  through  these  two  steps. 

At  the  end  of  each  set  of  problems  the  student  receives  a  toul  error 
Analysis  which  tells  how  many  procedural,  compuutlonal  tnd  LCD  errors 
were  made.  The  student  can  press  *S'  to  stop  at  the  beginning  or  end  of 
«  problem. 
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H  TiUe:^HATH^ SEQUENCES  ^ 0 f  ^ ^^Kl^ ^ H 

Q  Activity:  ADDITION                               mam  mm  mm   a  m        ■  ■  D 

g              SUMMARY  g 

Q   OBJECTIVES:  Q 

g  MFMT  2.1.1.  Add  Whole  Numbers  g 

g   SKILLS:  g 


HAl     Recall   addition  number  facts 

MILLIKEN  PROBLEM  LEVELS:  ADDITION     1-8,    11-18  W 
A2    Add  two  numbers  with  up  to  2  digits  each,  no 

md            regrouping  Bf 

MILLIKEN  PROBLEM  LEVELS:  ADDITION     19-20,   23-25  H 

HAS.   Add  two  numbers  with  up  to  3  or  4  digits  each,  no  rg 

regrouping  D 

H MILLIKEN  PROBLEM  LEVELS:   ADDITION     41  _ 

A4.   Add  three  1-digit  numbers  H 
_              MILLIKEN  PROBLEM  LEVELS:  ADDITION     9-10,  21-22, 

H       ^^-^^  B 

AS    Add  three  numbers  with  up  to  2  digits  each,  no  M 

H regrouping  Q 
MILLIKEN  PROBLEM  LEVELS:  NONE 

HA6    Add  two  numbers  with  up  to  2  digits  each,  _ 

regrouping  ones  to  ten«i  H 

MILLIKEN  PROBLEM  LEVELS:  ADDITION     26-34  ^ 

HA7     Add  two  numbers  with  up  to  3  or  4  digits  each,  g 

regrouping  ones  to  tens  H 

H MILLIKEN  PROBLEM  LEVELS:   ADDITION  42-45 

AS    Add  two  numbers  with  up  to  3  digits  each,  H 

H regrouping  tens  to  hundreds  i— i 

MILLIKEN  PROBLEM  LEVELS:  ADDITION     46-47  M 

_     A9    Add  two  numbers  with  up  to  3  digits  each,   1  or  2  ^ 

B            regroupings  H 

■»              MILLIKEN  PROBLEM  LEVELS:  ADDITION     48-50,   53-54  N 

HAIO     Add  two  numbers  with  up  to  4  digits  each,   1  to  3  g 

regroup  1 ngs  H 

H MILLIKEN  PROBLEM  LEVELS:   ADDITION     55-58  q 

All     Add  three  numbers  with  up  to  2  digits  each,  H 
_  regrouping 

B              MILLIKEN  PROBLEM  LEVELS:  ADDITION     37-40  M 
A12    Add  three  numbers  with  up  to  3  or  4  digits  each, 

H regrouping  Q 

MILLIKEN  PROBLEM  LEVELS:   ADDITION     51-52,   59-60  H 

§        «  SEE  ATTACHED  PROBLEM  LtVEL  EXILES  FOR  MORE  INFORMATION.  ^ 

■                                       780  H 
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Q                                             ACTIVITY  SUMMARY  H 

HThls  software  provides  "no  frills"  drill  and  practice  on  addition  g 
problems     I    Is  divided  Into  'problem  levels',  which  range  from  bas  c 

B     SdlUon  facts  to  adding  stacks  of  three  3  or  4-dlglt  numbers  requiring  g 

H     regrcplng  ccarrying).^^^^  ^^^^  ^^^^^^^^                    ^^fT?!"^'  ars  B 

■  problems  are  In  vertical  computation  format.  A  question  mark  appears  R 
S  Shere  a  digit  Is  needed.  The  student  responds  by  pressing  the  gj 
B     5prop?la  fnum^er  key  (no  Return  key  Is  required).    If  the  correct  || 

d!gU  is  entered,  the  question  mark  moves  left  to  the  next  co  umn 

B      Thus,  digits  a.e  entered  In  the  correct  r ight-to-lef t  computational  |g 

n      "''"T-problem  levels"  requiring  regrouping  (carrying).  "Press  Space  D 

■  Bar  to  regroup."  Is  also  displayed.    Pressing  the  Space  Bar  In  a  column  H 
S     Shere  carfylng  iSJflt  required  produces  no  response  from  the  computer . 
H      jJesslSa       SpaSTBlr  In  a  column  where  carrying  Is  required  n>cves  the  || 
"      ^eS  oS  mark  to  the  top  of  the  column,  where       student  enters  the 

H3l9lt  being  carried  from  the  previous  column.        "^^i^'  ^^'^  P^?"^^  ^'  H 
oDt  onal     If  the  student  refrains  from  pressing  the  Space  Bar  and 

H      »K  enters  tSe  correct  digit  at  the  bottom  of  the  column,  the  D 

B      response  Is  considered  correct.                                      «,..«.nt-.H  T_ 

SI             If  a  problem  Is  worked  correctly,  a  reinforcement  Is  presented.  g 

B      which    s  either  animated  or  text,  as  selected  at  the  star   of    he  p 
5      pro-am     ANIMATED  reinforcement  consists  of  brie       "^^tlo  s   a  clown 

B      flipping,  a  train  moving,  a  dragon  breathing  fire)  w  th  a  single  word  || 

■  -VOW".  -GREAT")  displayed.    TEXT  reinforcement  consists  of 

Hmessaqes-'Wow!".  'Wow.  Student!".  'Super.  Student!",  etc.  B 

•""'If  an  incorrect  digit  Is  entered,  the  computer  ^oes  "ot  wal    un  11  R 

„      a  problem  Is  completed  to  give  corrective  feedback     ^"erj^^^'^f  B 

B      wrong  digit,  this  feedback  generally  consists  of  the  f s^age.    XX   s  || 
wrong.    Try  again.'    The  student  then  presses  Return  and  reenters  the 

B      "^'^''ihe  student  Is  allowed  one  error  per  addition  problem.    If  a  second  ■ 

B              ^ ^^^^ "  B 

B 
B 
B 
B 

B  S 
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The  session  continues  until  at  least  a  'minimum  number  of  problems"  t-j 
D     is  presented.   This  number  is  preset  at  8.  but  can  be  reset  to  any 
number  from  3  to  20.   The  computer  also  has  a  "mastery  leve     and  a 

H -failure  level'  which  are  preset  at  80\  and  50%  (respectively)  but  can  M 
be  reset  by  the  teacher,    hs  long  as  the  student  performs  between  the 

H mastery  level  and  the  failure  level,  the  computer  continues  to  present  a 
problems  at  a  given  'probicB  level'  indefinitely.               ^  ^ 

I— I  After  the  'minimum  number  of  probler     has  been  presented,  the  r-| 

■      'problem  level'  will  automatically  Inert-     each  time  the  student  |§ 

^     reaches  the  'mastery  level"  or  decrease  If  the  student  reaches  the  ^ 

H "failure  level'.  These  changes  are  announced  to  the  student:  Good  h 
news.  Student.    Yowr  problem  level  went  up  to  XX.    Good  Jobj    •  Bad 

Hnews.  Student.  Your  problem  level  went  down  to  XX.  Try  a  ittie  w 
harder."    An  excessive  number  of  errors  will  cause  the  session  to  end 

Q     with  a  message,:  'Bad  news.  Student.   You  have  missed  too  many  problems.  g 

IH     See  your  teacher  for  help."  ,     .      .f  ™ 

■■        The  computer  maintains  a  constant  display  of  student  performance  at 

H the  bottom  of  the  screen.    This  Includes:    PL  =  XX  ('problem  level").  TC  M 

.SxctoUl  correct).  TP  -  XX  (total  problems),  and  AVG  =  m   percent  ^ 

H accuracy).  The  total  correct  Includes  problems  on  which  the  student  H 
made  only  one  error.    These  totals  are  reset  to  zero  when  the  problem 


B 
•B 


level"  changes. 


TEACHER  OPTIONS  Q 

H""     1.    Pressing  Control-I  at  the  Initial  title  screen  will  get  you  Into  the  B 
management  menu  to  change  'minimum  number  of  -problems  .  mastery 
Q  level'  and  'failure  level".  B 

^     2     This  software  has  an  extensive  management  system  which  assigns 

H 'problem  levels"  and  maintains  records  for  up  to  100  students  ||| 
divided  Into  up  to  5  classes.  , 

H     3.    A  session  can  be  ended  at  any  time  by  pressing  the  E^c  (escape)  key 


B 
B 
B 
B 
B 

•  ! 


B 


H *   The  computer  then  presents  a  summary  of  performance  and  returns  to  D 
the  Initial  title  screen. 


B 
B 
B 
B 
B 
B 
B 
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m                                            SUGGESTIONS  Q 

Bl.   The  animated  reinforcement  takes  very  little  time  jway  from  g 

instruction  and  we  recommend  It.  unless  the  '^"'^^Ji.^iJ'^^^^Js^SSENT-  5 

H childish.    The  text  reinforcement  addresses  the  student  as  SluutNi 

•    (unless  the  management  system  Is  used),  which  may  not  be  very  ^ 

H appealing. 
NOTE:  Contrary  to  the  message  on  the  opening  screen,  do  NOT  press  Return 

g          after  selecting  A  or  T  (Animated  or  Text)  reinforcement.  |p| 

H2.    Be  sure  the  student  can  read  the  message  'Press  RETURN  to  go  on.".  g 

and  that  he/she  knows  to  watch  for  It.    It  appears  af  er  each  p| 
„          5?oblem  and  error  message,  and  the  computer  simply  ^flts   or  the 

H          Return  key  to  be  pressed.    Failure  to  respond  promptly  will  result  M 

■          !n  waited' InstrucUonal  time.   This  may  be                 Lo°J  ss  «s-  5 

H after  an  error,  when  the  computer  displays               ^^J^  messages.  D 

•Try  again.'  and  'Press  RETURN  to  go  on.'    In  these  Instances,  the  N 

a          student  must  pr-ss  Return  and  then  try  a  new  answer.  T=3 

5     3.    Encourage  the  student  to  press  the  Space  Bar  to  regroup.    This  Is 

B          nSt  really  required,  but  It  may  serve  as  a  memory  *IJ                ^^'^  H 

■■  the  habit  of  writing  the  carried  digit  In  paper  and  ^ 

H constat  ions.    Also    It  provides  an  additional  error  monitoring  g 

Step.  — ^ 

H  4.  Be  sure  that  the  student  understands  ^he  rlght-to-leU  sequenc  .|g 
5           entering  the  digits.    This  may  be  confusing.    For  exampe.n  the 

H           problems:    8   and  8  +  2  =  10    the  zero  must  be  entered  first.  || 

■■                        +  2  CD 

B 

H     5.    D.T.A.  Applications  ^ 

B           ?:Xment  (of  computation  skills  If  teacher  Is  present  to  assist)  g 

7*           Guided  Practice  fjjjj 

B           Independent  Practice  |§ 

Vocabulary:  regroup  — 

H6    We  suggest  that  you  bypass  the  management  system,  and  use  the  system  B 

in  u?  -drlir  mode.    Do  this  In  the  following  way:  „ 

i 


CI)  TVDC     UK  ILL     wnrn   ^iic  ^ —   - 

select    <2)  'ANIMATED  OR  TEXT  REINFORCEMENT-  and    —  

LEVEL' .  B 


i 
i 

e 


B 
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Sequence  ADDITION 

•reWtm 

livil  0«terip*iar. 

1      Sums  to  6 


ProMem  Livil 
£x»  )le 

1. 2  +  ^  «  ; 

2.  4 

t-  0 

X 

3.  Review 


4-5      Sums  7-10 


6-8      Sums  0-10 


4.  8     2  =  X 

5.  4 
4  5 

X 

e.  3  +  5  «  X 

7.  3 
4  6 

X 

8.  Review 


Problim 

Livil  Dttchption 


Picbletr  Lev;' 
Example 


21-22    Sums  to  19 

All  aCdends  <  10 


21.  3  4  7  ^  : 

22.  6 

2 


23-24    Sums  to  1  o  r  9 

One  addenc  2  digits 
One  addend  1  digit 
No  regrouping 


23.  13  *  6  :r  > 

24.  12 

±1 
X 


25       Sum:  to  20-99 
Two-digit  addends 
No  regrouping 


25.  34 

-t-  25 


X 


9-1Q     Sums  to  10 


11-13    Sums  10-13 


9.  1 
10. 


4  6  4 

2 
4 
.•  3 
X 


11.  6  4  7  X 

12.  8 
4  4 


26       Sums  19-28 

One  addend  10-19 
One  addend  1  digit 
Regrouping 


27       Sums  20-98 

One  addend  2  digits 
On"  addend  1  digit 
Reyioupmg 


26.  ^f 
*  8 
X 


27. 


58 
4  9 


14-15    Sums  14-18 


13.  Review 


14.  8  -  6  ■  \ 
15. 


28       Sums  30-99 

Both  addends  2  dipits 
Regrouping 


29-31    Sums  20-99 

Both  addends  2  digits 
Some  regrouping 


n. 


48 
X 


29-31. 


37 
29 


16-18    Sums  10-18 


16.  9  4  6 

17.  7 
4  8 

18.  HflvWw 


32-34    Sums  20-99 

One  addend  2  digits 
One  addend  1  or  2  digits 
Some  regrouping 


32-34 


47 
4  9 
X 


.^20    Sums  10-18 
One  addend 


10 
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19.  '.0  4 

20.  10 
4  6 

X 


35-36 


III 


Sums  10-27 

All  addends  1  digit 

Regrouping 


35-36. 


6 
7 

4  4 
X 


Sequence  ADDITION 


frobiim  Pfoblem  Leva! 

Uvit     Ditcription  Exampli 

37-38    Sums  40-99  37-38.  24 

All  addends  2  digits  36 

Regrouping  ±_1L. 

X 

39-40    Sums. 20-99  39-40.  24 

1  or  2  digit  addends  36 

Regrouping  4_5 


Problem  Problem  Level 

Level     Description  Example 

48-50    Sums  to  999  48-50.  478 

Three-digit  addends  256 

Regrouping  twice  X 

5l-:2    Sums  to  999  51-52.  348 

Three-digit  addends  .  257 

Re  ^ouping  twice  -f  163 

X 


41       Sums  200-999 

2  &  3  digit  addends 
No  regrouping 


41. 


251 
^  27 


42-45    Sums  to  999 

2  &  3  digit  addends 
Regroup  ones  to  tens 


42-43. 


44-45. 


348 

239 


X 

426 
-f  38 


46-47    Sums  to  999 

2  &  3  digit  addends 
Regrouping  tens  to  hundreds 


46-47. 


471 
283 


53-54    Sums  to  999  53-54.  478 

Three-digit  addends  205 
Regrouping  once  or  twice  X 


55-58    Sums  to  9999 

Four-digit  addends 
Regrouping 


55-56.  2768 
3579 
X 

57-58.  4195 
+  2487 


59-60    Sums  to  9999 

2.  3  &  4  digit  addencs 
Regrouping 


59-60. 


4785 
•  216 
+  39 
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ISl  Se3  l^f  SrB  IBI  fi2  fin  kst  tri  kii  iRi  iRt  fe^  iRi  iRf  ^yxrr*. 

*  i  K!i'usskBs  SOFTWARE  i 
g    " SUMMARY  i 

i  B 

B  B 

g    OBJEOriVES:  g 

Q  MFMT  2. 1.5. Add  Mixed  Numbers  Cand  Simplify]  q 
"  SKILLS- 


HH 

Al     Find  a  common  denominator  or  lowest  common  ■■ 

H denominator  C3 

MILLIKEN  PROBLEM  LEVELS:  FRACTIONS  17-20  H 

HA2     Rename  fractions  to  a  given  denominator 

MILLIKEN  PROBLEM  LEVELS:  FRACTIONS  1-3  H 
A3    Add  fractions  with  like  denominators 

B  MILLIKEN  PROBLEM  LEVELS:  FRACTIONS  14-16  B 
W     A4    Add  fractions  with  unlike  denominators 

H MILLIKEN  PROBLEM  LEVELS:   FRACTIONS  18,   21-22  C3 

A5    Add  mixed  numbers  with  like  denominators  31 

H MILLIKEN  PROBLEM  LEVELS:   FRACTIONS     NONE  q 

A6    Add  mixed  numbers  with  unlike  denominators  H 

MILLIKEN  PROBLEM  LEVELS:  FRACTIONS  25  ^ 

H        *  SEE  ATTACHED  PROBLEM  LEVEL  EXAMPLES  FOR  MOR.;  INFORMATION.  H 

B  B 

g                                            ACTIVITY  SUMMARY  g 

?!  This  software  provides  "no  frills"  drill  and  practice  on  fraction  _ 
^3   proDlems.    It  is  divided  into  "problem  levels",  which  range  from  basic 

fraction  concepts  to  adding  mixed  numbers  with  unlike  denominators.  " 

H Problems  are  in  both  vertical  and  horizontal  computation  format.    A  CI 

question  mark  appears  v^ere  a  digit  is  needed.    The  student  responds  by  H 

H pressing  the  appropriate  number  key  (no  Return  key  is  required).    If  the 

correct  digit  is  entered*  the  question  mark  moves  left  to  the  next  place  H 
where  a  digit  is  needed  (denomiator  postion.  whole  number..). 

^3               If  a  problem  is  worked  correctly,  a  reinforcement  is  presented,  mm 
which  Is  either  animated  or  text,  as  relected  at  the  start  of  the 

a program.    ANIMATED  reinforcement  consists  of  brief  animations  (a  wizard.  C2 

a  computer  printing,  a  space  ship),  with  a  single  word  CWOW",  M 

H'TERIFFIC",  'VERY  GOOD")  displayed;    TEXT  reinforcement  consists  of 

roessages—'Wowl",  "Wow.  Student!',  "Super,  Student!",  j^tc.  |g 

B  B 
oBBBBBHBBHBHBBBBBBBfi 
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i  e 

B  R 

^            If  an  Incorrect  digit  Is  entered,  the  computer  does  not  wait  until  jjoU 

H-a  proDiem  is  completed  to  give  corrective  feedback.     After  tne  firs: 

wrono  diQit.  this  feedback  generally  consists  of  the  message,    aa  is  p| 
Q     wrong.    Try  again.-    The  student  then  presses  Return  and  reenters  the 

„      °*'*'Tne  student  is  allowed  one  error  per  problem.    If  a  second  error 

W      (inciucir.g  reaucing;  is  made,  the  comouter  announces  "XX  is  wrong."  and  B 

supplies  the  correct  answer  digit  by  digit.  ■■ 

H            Tne  session  continues  until  at  least  a  "minimum  number  of  problems"  B 

His  presented.    This  number  Is  preset  at  8.  but  can  be  reset  to  any 

number  from  3  to  20.    The  computer  also  has  a  "mastery  level"  and  a  B 
"failure  level"  which  are  preset  at  80%  and  50%  (respectively)  but  can 

Hoe  reset  by  the  teacher.    As  long  as  the  student  performs  between  the  rjj 

mastery  level  and  the  failure  level,  the  computer  continues  to  presen.  || 

H problems  at  a  aiven  "problem  level"  Indefinitely. 

After  the  "minimum  number  of  problems"  has  been  presented,  the  H 

H'-probiem  level"  will  automatically  increase  each  time  the  student 

reeches  the  "mastery  level"  or  decrease  If  the  student  reaches  the  B 

"failure  ievel".    These  chanaes  are  announced  to  the  student:    Good  wm 

Hnews.  Student.    Your  problem  level  went  up  to  XX.    Good  job!!":  "Bad  g 

news.  Stuaent.    Your  problem  level  went  down  to  XX.    Try  a  little  p| 

Ca     narder."    An  excessive  number  of  errors  will  cause  the  session  to  end  ^ 

B      with  a  nessage:  "Bad  news.  Student.    You  have  missed  too  many  problems.  || 

HSee  your  teacher  for  help."  - 

The  comouter  maintains  a  constant  display  of  student  performance  at  D 

the  bottom  of  the  screen.    This  Includes:    PL  =  XX  ("problem  level  ).TC  M 

H=  XX  (total  correct).  TP  =  XX  (total  problems),  and  AVG  =  XX<  (percent 

accuracy).    The  total  correct  Includes  problems  on  which  the  student  ^ 

Hmade  only  one  error.    These  totals  are  reset  to  zero  when  the    prob. em 

level"  changes.  H 

B  B 

B  R 

B  B 

B  B 

B  B 

B                      . 70,7  H 

B  B 

B  B 
o^BBBBBBBBBBBBBBBBBE 
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•B   B 

■■  TEACHER  OPTIONS 

H     1.    Pressing  Control-I  at  the  Initial  title  screen  will  get  you  into  the  S 

H management  menu  to  change  "minimum  number  of  problems",  "mastery  rj-i 

level"  and  "failure  level".  H 

H2.    This  software  has  an  extensive  management  system  which  assigns  W 
"problem  levels"  and  maintains  records  for  up  to  100  students 

g           divided  into  up  to  5  classes.  jpj 

H3.    A  session  can  be  ended  at  any  time  by  pressing  the  Esc  (escape)  key. 

The  computer  then  presents  a  summary  of  performance  and  returns  to  p| 

y— ^           the  Initial  title  screen.  q 

H   II 

H                                              SUGGEST I ONS  H 

Q     1.    The  animated  reinforcement  takes  very  little  time  away  from  Q 

H instruction  and  we  recc»nmend  it.  unless  the  student  finds  it  too 

childish.    The  text  reinforcement  addresses  the  student  as  "STUDENT"  M 

(unless  the  management  system  is  used),  which  may  not  be  very  ^ 
appea  ling. 

NOTE:  Contrary  to  the  message  on  the  opening  screen,  do  NOT  press  Return 

after  selecting  A  or  T  (Animated  or  Text)  reinforcement.  p| 

H     2.    Be  sure  the  student  can  read  the  message  "Press  RETURN  to  go  on.".  W 
"           ana  that  he/she  knows  to  watch  for  it.    It  appears  after  each 

H problem  and  error  message,  and  the  computer  simply  waits  for  the  B 

Return  Kev  to  be  pressed.    Failure  to  respond  promptly  will  result  N 

Hin  wasted  instructional  time.    This  may  be  particularly  confusing  gn 
after  an  error,  when  the  computer  displays  two  conflicting  messages: 

H"Try  again."  and  "Press  RETURN  to  go  on."    In  these  Instances,  the  — 

student  must  press  Return  and  then  try  a  new  answer.  pH 

B3.    Encourage  the  student  to  press  the  Space  Bar  to  regroup.    This  Is  B 
not  really  required,  but  it  may  serve  as  a  memory  aid  and  establish 

Hthe  habit  of  writing  the  carried  digit  in  paper  and  pencil  fig 

computations.    Also,  it  provides  an  additional  error  monitoring  H 

m           step.  g 

^      4.    D.T.A.  Applications  q 

■■  Warm-up  ^ ,  WM 
■■           Development  (of  computation  skills  if  teacher  Is  present  to  assist) 

H Guided  Practice  B 
Independent  Practice 

g           Vocabulary:  reduce  g 

5.    We  suagest  that  you  bypass  the  management  system,  and  use  the  system 

• B            in  Its  "drill"  mode.    Do  this  In  the  following  way:  W 
(i)  Type  "DRILL"  when  the  program  asks  for  the  student's  name,  then 

g           select    (2)  "ANIMATED  OR  TEXT  REINFORCE^g"^  and    (3)  the  "BEGINNING  g 

erIcIBBBBBBBBBBBBBBBBBE 
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Sequence  FRACTIONS 


Problem 

Livel  Description 

••3      Write  equivalent  fraction 
Common  factors  2-50 


Problem  level 
Example 

X 

"20 

L  1 

6  "  24 


.•a 


Sequence  FRACTIONS 


Problem 

Level  Oescrlptton 

17       Write  least  common 
denominator 
Numerators  1-9 
Denominators  2-20 


Pfob'em  Leve' 
Eumple 

17.  -o-  ^ 


4-5      -Order  of  fractions 
Numerators  V9 
Denominators  2-12 


s.i>i 


18       Add  unlike  fractions 

Denominators  are  multiples 
Numerators  1-9 
Denominators  2-20 


18.  4 


6-7  Order  of  fractions 
Numerators  M2 
Denominators  M2 


8-7.  ^  <  5 


8-5       Simplify  fractions 

Common  factors  2-24 


8-9.  ^  =  X 


10-11    Change  fraction  to  mixed 
numeral 
Numerators  5-50 
Denominators  2-9 


10.11.  Y  ^ 


12*13   Change  mixed  number  to 
fraction 
Whole  numbers  2-10 
Fractional  numbers  1-20 


12-13.  2  f  =  X 


19       Subtract  unlike  fractions 
Denominators  are  multiples 
Numerators  1-9 
Denominators  2-20 


19.  Tn 


10 
5 


20       Write  least  common 
denominator 
Numerators  1-9 
Denominators  2*24 


21*22    Add  unlike  fractions 
Numerators  1-12 
Denominators  2-24 


21-22. 


14       Add  like  fractions  14.     +  :p  =  X 

Numerators  0-9 
Denominators  2-24 
Horizontal  form 


23-24    Subtract  unlike  fractions      23-24.  y 
Numerators  1-12  ^ 
Denominators  2-24  - 


15 


16 


ERJC 


Subtract  like  fractions 
Numerators  0-9 
Denominators  2»24 
Horizontal  form 


Add  or  subtract  like 

fractions 
Numerators  0*9 
Denominators  2-24 


15.    g    -  g 


16. 


25       Add  unlike  mixed  numbers 
Who'e  nuir.bers  1-9 
Numerators  1*12 
Denomir3iors  2-20 


III-379 


25. 


79S 


3i 
5| 


Sequence  FRACTIONS 


Probltm  Problem  Ltvei 

Itvtt     Description  Example 

26       Subtract  mixed  numeral       26.  4 
from  whole  number 
Whole  numbers  1-9 
Fractional  nunnbers  2-24 


^3 


Problem 

Level  Description 

34       Divide  fraction  by  a 
fraction 
Numerators  1-9 
Denominators  2*24 


Problem  Level 
Example 

34  ^ 


=  X 


27 


28 


Subtract  mixed  numerals 
Fraction  in  minuend  < 
fraction  in  subtrahend 
Whole  numbers  1*9 
Fractional  numbers  1-24 


Multiply  fraction  by 

whole  number 
Whole  numbers  8-99 
Numerators  1-9 
Denominatfirs  2-10 


27. 


^12 
-3| 


28  f  X  20  =  ^ 


35  Divide  mixed  numerals 
Whole  numbers  1-9 
Fractional  numbers  1-24 

36  Change  fraction  to 

decimal 
Numerators  1-9 
Denominators  2-12 


36.  Change  -1  to  a  de: 
S 

Type  tne  fetter  of 
the  ccrreci  answer 


29  Multiply  fractions 
Numerators  M2 
Denominators  2-24 


30       Multiply  mixed  numeral 
by  fraction 
W^^oie  numbers  1-9 
FrcMional  numbers  1-24 


30.  2 


4^11 


31       Multiply  mixed  numerals 
Whole  numbers  1-9 
Fractional  numbers  1*24 


3MY  x2j  =  ^ 


32       Write  reciprocals 

Fractional  numbers  1-20 


32.  y  X    c  1 


33       Divide  a  whole  number  by 
a  fraction 
*A'..-'e  numbers  2-20 
.•rocuonal  numbers  1-9 


33.  20  -  T  «=  X 


SCO 
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B              SOFTWARE  I 

I              SUMMARY  1 

H OBJECTIVE:                                              SJT"^*.  R 

Title:    Hath  Sequence  ■« 

HMFMT  2.1.8     Add  Decimals                       Activity:   Decimal  Sequence  CD 

(ADDITION)  K 


g     Skills:  jjg 

!!z    AD  1   Add  up  to  three  numberes  with  one  decimal  place  without  regrouping.  _ 

H             MILLIKEN  PROBLEM  LEVELS:  Decimal  Sequence  12.     13,  17  W 
AD  2  Add  up  to  three  numbers  with  one  decimal  place 

Hwlth  regrouping. 

HILLIKEN  PROBLEM  LEVEL:    Decimal  Sec lence  14  WL 

HAD  3   Add  two  numbers  with  two  decimal  places  Q 

without  regrouping.  |^ 

MILLIKEN  PROBLEM  LEVEL:    Decimal  Sequence  15  — 

B     AD  4   Add  two  numbers  with  two  decimal  places  with  hP 
regrouping. 

g             MILLIKEN  PROBLEM  LEVEL:    Decimal  Sequence  16  g 

Q     *  See  attached  problem  level  examples  for  more  Information.  |j^ 

Q                                                   ACTIVITY  NUMMARY  |^ 

H           This  software  program  provides  a  "no  frills"  drill  and  practice  on  H 

H decimal  addition  problems.    It  Is  divided  Into  "problem  levels",  which  n 

range  from  basic  decimal  addition  facts  to  adding  three  numbers  with  H 

H three  decimal  places  and  regrouping.  n 

To  begin  the  program  the  student  should  type  the  word  DRILL  Instead  Wm 
of  fils  or  her  name.    (This  would  be  done  only  If  the  management  system 

His  not  being  used.)  Next,  the  student  must  choose  animation  or  text  kg 
reinforcement  by  pressing  the  letter  A  or  T.   Finally  the  student  must 

H select  a  program  level  from  the  given  range.  Q 

All  problems  are  in  vertical  computation  format.   A  question  mark  H 

H appears  where  a  digit  is  ne«ded.   The  student  responds  by  pressing  the  n 

appropriate  number  key  (no  Return  key  Is  required).  If  the  correct  JJ^ 
digit  Is  entered,  the  question  mark  moves  left  to  the  next  column. 

HThus,  digits  are  entered  In  the  correct  right-to-left  compuutlonal  M 
sequence. 

Hon  "problem  levels"  requiring  regrouping  (carrying),  "Press  Space  D 

Bar  to  regroup"  Is  displayed.   Pressing  the  Space  Bar  moves  the  question  H 

Hmark  to  the  top  of  the  next  column,  where  the  student  enters  the  carried  r-n 

number.  Actually,  this  process  Is  optional.  If  the  student  B 
refrains  from  pressing  the  Space  Bar  and  simply  enters  the  correct  digit 

5     at  the  bottom  of  the  column,  the' response  Is  considered  correct.  W 

MHHBHHBiaBfiiiBBBiiBBBM 
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If  a  problem  Is  worked  correctly,  the  student  Is  reinforced  with 
either  «n1m*t1on  or  text.    ANIMATED   reinforcement  consists  of  brief 
animations  (a  clown  flipping,  a  train  moving,  a  dragon  breathing  fire) 
with  a  single  word  ("WDW".  "GREAT")  displayed.    TEXT  reinforcement 
consists  of  messages— "How,  Student!",  "Super,  Student!",  etc. 

If  an  incorrect  digit  Is  entered,  the  program  gives  immediate 
corrective  feedback.   This  feedback  generally  consists  of  the  messaae, 
XX  is  wrong.   Try  again."  The  student  then  presses  Return  and  reenters 
the  digit. 

The  student  Is  allowed  one  error  per  addition  problem.    If  a  second 
error  (Including  carried  digits)  is  made,  the  screen  displays  "XX  is 
wrong,"  and  supplies  the  correct  answer  digit  by  digit. 

The  program  maintains  a  consurt  display  of  student  performance  at 
the  bottom  of  the  screen.    This  Includes:     PL  «  XX  (problem  level),  TC 
«  XX  (total  correct).  TP  «  XX  (total  problems),  and  AVG  =  XXX  (percent 
accuracy).    The  total  correct  includes  problems  on  which  the  student 
made  only  one  error.    These  totals  are  reset  to  zero  when  the  "problem 
level  Changes. 

TEACHER  OPTIONS 


1. 


2. 


3. 


1. 


Pressing  Control-I  at  the  initial  title  screen  will  get  you  Into  the 
management  menu  to  change  "minimum  number  of  problems",  "mastery 
level",  and  "failure  level". 

This  software  has  an  extensive  management  system  which  assigns 
"problem  levels"  and  maintains  records  for  up  to  100  students 
divided  Into  up  to  5  classes. 

A  session  can  be  endid  at  any  time  by  pressing  the  Esc  (escape)  key. 
The  program  then  presents  a  summary  of  performance  and  returns  to 
the  Initial  title. 

SUGGESTIONS 

Be  sure  the  student  can  read  the  messages  "Press  RETURN  to  go  on"  as 
well  as  "Press  space  bar  to  regroup"  and  that  he/she  knows  to  watch 
for  them.   The  message  "Press  RETURN  to  go  on"  appears  after  each 
problem.    After  the  first  error  the  screen  displays  two  messages: 
"Try  again."  and  "Press  RETURN  to  go  on."    In  these  insunces,  the 
student  must  press  Return  and  then  try  a  new  answer. 

Encourage  the  student  to  press  the  Space  Bar  to  regroup.   This  is 
not  really  required,  but  It  m&j  :«rve  as  a  lemory  aid  and  establish 
the  habit  of  writing  the  carried  dH<t  in  paper  and  pencil 
computations.   Also,  it  provides  an  a-ldltlonal  error  monltoMng 
step. 
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B 
B 
B 
B 
B 
B 
B 
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B 
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f 

B 


M 
B 
B 
B 
B 
B 
B 
B 
B 

B 
B 
B 
B 
B 
B 
B 


3. 


Be  sure  that  the  student  understands  the  r1ght-to-l*f t  sequence  of 
entering  the  digits.  This  may  be  confusing.    For  example,  in  the 
problems:     1.7   and    1.7+2.0   the  7  must 
+  2.0 


3.7 


be  entered  first. 


4. 


5. 


D.T.A.  Applications 
Warm-up 

Guided  Practice 
Independent  Practice 

He  suggest  that  you  bypass  the  management  system,  and  use  the  system 
in  its   drill    mode.    Do  this  In  the  following  way:  (1)  Type  "DRILL" 
when  the  program  asks  for  the  student's  name,  then  (2)  select 
"AN  MATED  OR  TEXT  REINFORCEMENT"  and  (3)  choose  the  a  propMaL 
beginning  level. 

NOTE:    Contrary  to  the  message  on  the  opening  screen,  do  NOT 
press  Return  after  selection  A  or  T  (Animated  or 
Text)  reinforcement. 
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SOFTWARE  1 

SUMMARY  i 

Company:   Hill 1 ken  E 

Title:   Math  Sequence  D 

Activity:   DecliMl  Sequence  K 

OBJECTIVE:  (DIVISION)  ^ 

MFMT  2.1.11  DIVIDE  DECIMALS  5 

Skills:  K 

MILLIKEN  PROBLEM  LEVEL:  Decimal  Sequence  50  E 

*  See  attached  problem  level  examples  for  more  Information.  M 

ACTIVITY  SUMMARY  ^ 

E 

practice  oI^lLISlrS^Ji^JSnTo?;::!?"  *  '^^'^  B 

instead  of*^MS%?he?n!me"'*7TJJ!  ""f^J  ^^^^  DRILL  C 

system  Is  not  befng  usSS)*  Nell   tJS"  J  ""^^  iwnagement  R 

text  relnforcemenJV  pr;  SI     the  et  eS'rJr"?"  rfJ???  ".I'"''""  S 

«.ust  select  a  program  level  fr^^the  given  raJoI*  ii 

10-99  99y  lJ%JIlfl*^;"  problems  use  the  numbers  2-9  as  divisors  and  Gf? 

ier?  ca'  'c;;  u   SS'fVmar  VlullrV^^'^'r'        P^oblemrar^Jn  K 

"the  decimal  point-  is  JJ!d;d    Th!  JJ^I!  "^"'^  "PP""  *  ''^9<«  or  D 

Space  Bar  wheS  the  q  estfon  wrk    s  over'JhVfS'""''.'^      P'"'"^"^  the  E 

Return  key  Is  reouir.S  f   !*  appropriate  number.    (No  r-i 

w5en  appJopMaJe)    s  JnLld   5S  T'Jf  ^^^It  (or  the  decimal  point  B 

that  aS'aSLl;  u  JeeSed      *  '"^'^  place  * 

the  SDicfB"^J-''f.'%f^°P*^°"  ^«"9  o-"  Short  division.  "Press  K 

"wow"l     TFYT  -.7.*   ^  •   ^  '  •  •  ^"""P  truck  dumping  the  word 

cl  H  '^•^n^orcement  consists  of  inessaoes— "WoJ'^   "JoJ  r-, 

ra,^     Student!".  "Super.  Student!",  ttc.         "«*"9«s     "o^-  »    Wow.  g 

£f3BBHHBHHBHBHBBHeBM 

^  E.C.I,  for  E.S.E.  III-385,  F.C.C./q.  of  MB.  1968 
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B 

• 

B 

B 

B 

B 

B 

B 

B 

B 

■ 

B 

• 

B 

B 

B 

B 

B 

B 

B 

B 

B 

B 

B 

• 

P 

TEACHER  OPTIONS 

1.  Pressing  Control-I  at  the  InltUT  title  screen  will  get  you  Into 
the  management  menu  to  change  "minimum  number  of  problems", 

masterylevel",  and  "failure  level". 

2.  This  softiare  has  an  extensive  management  system  whv:h  assigns 

problem  levels*"  and  maintains  records  for  up  to  100  students 
divided  Into  up  to  5  classes. 


1.    Be  sure  the  student  can  read  the  message  "Press  RETURN  to  go  on.", 
and  that  he/she  knows  to  watch  for  it.  The  message  appears  after 
each  problem  and  error  message.    After  the  first  error  the  computer 
displays  two  conflicting  messages:  "Try  again,"  and  "^Vess  RETURN  to 
go  on."    In  these  Instances,  the  student  must  press  Return  and  then 
try  a  new  answer. 


3.    D.T.A.  Applications 
Harm*up 

Guided  Practice 
Independent  Practice 


£@  g  g  li  g  g  ^  li  g  i  g  g  g  li  g  g  g£ 

7Z      "XX  Is  wona    Trv  In.  »  "  9ener«11y  consists  of  the  message.  IS^ 

H       the  afglt" '  K''""  Return  ind  reenters  Cr^^ 

»      AV6  -  XX:  (percent  accuncv)     Th.  *«J  i*         ^  problems),  and 

B 

i 
i 
i 

B3.    A  session  can  be  ended  at  any  time  by  pressing  the  Esc  (ticape)  key. 
The  computer  then  presents  a  summary  of  perforinance  and  returns  to 
the  Initial  title  screen.  fe^: 

B  Im 

g  SUGGESTIONS  ^1!^ 

B 
B 

B 

B2.    Be  sure  that  the  student  understands  the  right-to-left  sequence  of 
entering  the  digits.  This  may  be  confusing.   For  example,  when 

H dividing  2  into  11.56  the  student  should  put  the  5  above  the  1  In 
the  ones  place,  then  the  question  mark  will  show  where  the  0  should 
Q  be  placed  before  the  1  from  the  10. 

ki 
B 
B 

H4.   We  suggest  chat  you  bypass  the  management  system,  and  use  the  system 
In  Its  "drill"  node.    Do  this  In  the  following  way:  (1)  Type  "DRILL"  F, 
when  the  program  asks  for  the  student's  name,  then  (2)  select 
g  ^ANIMATED  OR  TEXT  REINFORCEMENT"  and  (3)  enter  "50"  as  the  beginning 
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Compiny;  Mllliicen 
Title;   M«th  Sequence 
OBJECTIVE:  Activity:   Decimal  Sequence 


MFMT  2.1.10  MULTIPLY  DECIMALS 
Skills: 


(MULTIPLICATION) 


g  SOFTWARE 
i  SUMMARY 

i 
H 
i 

H MIUKH  PR08LEH  LEVELS:  Oeclm.1  Sequence  41  42  43 

>J"e  or  four  Ueclmal  p1«ces 
g  HILLIKEN  PROBLEM  LEVELS:  OeclfMl  SeQUence  44.45 

g       •  See  .tucheo  problem  le.el  exmples  for  wre  Inforwtlon. 

D  ACTIVITY  SUMHART 

B      Of  his  0?  hi?  n.i^e^'""??;?,"''  fi"J*"'  -o'-^  DRILL  Inste.d 

H"      is  no!  being  uJJS  )   Ll  ^hi^'r'*;        ""^^  «nan.gement  systen, 

relnforJeienVSy  VesstSg^hTlet^^^^^^  TrV  ''n."n"^:S:''°"  ^^''^ 
select  .  progr/.  le"f V^U'?hl%%7,:jgI-  ""^^ 

B     B.r  to^.;.l!;;S^;%«l!;.r!'"'7"S  «9roup,„g  (c.rry,„s).  -Press  Sp.ce 

?s:jsrf:ioj:?4;:;'c%'r;:?;! " »'  - 


the  digit. >iuotni  men  presses  Return  ind  reenters 

Bs.conI":r?oT(i"c5:,:"'::S  "uuipuctlon  prob,.«.    If  . 

IB      rMde  only  one  error     Th«!  Jntlfl  J!   P'"Oblems  on  which  the  student 

H level"  Changes!  '"'^      ""^o         the  "problem 

TEACHER  OPTIONS 

B  SUGGESTIONS 

^'    SSd'lJh'It'J!/!;"'^;'  RE'"-  to  go  on.", 

ana  mat  ne/she  knows  to  watch  for  it    Afr.^  th^  ^  • 

.nd  progr..  displ.ys  t-o  «ss.g«   ^T^  I  ."  ,•  .'„  '-pJetrjElJ  ;  t» 

B        '."„.«"!  "5 

B     ^'  "  "»  SP»«  B«r  to  regroup    Tnis  is 

n  co»pout1ons.   Also.  It  provides  .n'.ddltlL't  e"2r'w5uor1„g 

B 
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i 
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e 

B 
B 
B 

i 
B 
B 
B 
B 

B 
B 
B 

B 


3  0 

'    enteMn'g'JSe  right-to-left  sequence  of 

problems:     .?  '  ^^/^^  'L""  **""Pl«.  m  he 

X.3  •  ^  '""St  be  fotered  first. 


^-    D.T.A.  Applications 
Harm-up 

Gulfled  Practice 
Inflependent  Practice 

""LtntNT  .na  (3)  cnoose  the  tpproprl.te 
reinforcement.  A  or  T  (Animtea  or  Text) 


0 
El 
0 
E 


0 


o 
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•g  SOFTWARE  i 

I  SUMMARY  1 


H SOFTWARE 
r  nnna  nv : 


SUMMARY 


Company:    MmUen  q 

H Title:  H*th  Sequence  ^ 
Activity:  Dec1ii«l  Sequence 

Activity       (5UBTRACTI0M)  K 

H     OBJECTIVE:  ^ 


g     MFMT  2,1.9  SUBTRACT  DECIMALS 

i 


Skills: 


H  *  See  attached  problem  level  examples  for  more  informatic:.. 
g  ACTIVITY  SUMMARY 


sequence. 


B 

B 


2     so  1  Sutract  two  numbers  both  with  one  decimal  place  without  g 

MI?[lKEll"pROBLEM  LEVEU:    Decimal  Sequence  21 

BSD  2  Subtract  two  numbers  both  with  one  decimal  place  with  || 

HMIUIKEN  PROBLEM  LEVELS:    Decimal  Sequence-  22  W 

SO  3  Subtract  two  numbers  with  two  decimal  places  ^ 

H without  regrouping.                 ,     ,  c  «„.nr.  B 

MILLIKEN  PROBLEM  LEVELS:    Decimal  Sequence  2w  W 

_     SO  4  Subtract  two  numbers  with  up  to  two  decimal  places  g 

H             SIuIKeMHe'A  levels:    Decimal  Sequence  24.  25.  26  g 

e 

11  '.hi«  software  program  provides  a  "no  frills"  drill  and 


H three  numbers  «1th  three                                 the  word  BRILL  Instt.d  R 

.               !IL''"?™s  «u"  SrSonS  Snt,  1?  the  Mh.gen«nt  system  53 

B  "^r-^ir^:™  -rq  ;g    i:/tirt-hj'«;t'xr'"  g 

B  rhSi:  ;?,rtr:*rhrt:rrirrherrr:rt*^;rt.v.-,.ft  co^ut.t,oo.,  b 


e 
i 
i 


B 

Alii  ■  I 


i 


On  "problem  levels"  requiring  regroiplng  (carrying),  "Press 
Soace  Bar  to  reqroup"  Is  displayed.  Pressing  the  Space  Bar  moves  the 
qSestlon  mlJk  tl  th'e  top  of  the  next  column,  where  the  ^^J^JJ  enters 
the  carried  number.  Actually,  this  process  Is  optional.    If  the  student 

*yx      wroM  -  and  supplies  the  correct  answer  digit  by  digit. 

tS;  pJSgram^malnUlns  a  constant  display  of  student 
performance  at' th?  bottom  of  the  screen    This   nc  ude       PL  «  X 
^problem  level).  TC  »  XX    total  correct  .  TP  -  XX    total  p^^ 
AVG  =  XXt  (percent  accuracy),   ^''^total  correct  inciuw  v 
which  the  student  made  only  one  error.   These  totals  are  rescv 
when  the  "problem  level"  changes. 

TEACHER  OPTIOHS 

V  1     Pressing  Control-I  it  the  Initial  title  screen  will  get  you  Into  the 
mantgeHent  menu  to  change  ^minimum  number  of  problems  .  mastery 
"vel".  «nd  "failure  level  . 

divided  Into  as  ««ny  as  5  classes, 
the  Initial  title  screen. 


ERIC 


B 
B 
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a 


13 


1. 


2. 


SUGGESTIONS 


Be  sure  the  student  can  rt&A  the  messages  "Press  RETURN  to  go  on"  as 
well  as   Press  space  bar  to  regroup"  and  that  he/she  knows  to  watch 
for  them.   The  message  "Press  RETURN  to  go  on"  appears  a^ter  each 
problem.    After  the  first  error  the  screen  displays  two  messages: 
Try  again,    and   Press  RETURN  to  go  on."    In  these  Instances,  the 
student  must  press  Return  and  then  try  a  new  answer. 

Encourage  the  student  to  press  the  Space  Bar  to  regroup.    This  3s 

[^Vy  t>"t  It  may  serve  as  *  memory  aid  and  establish 

the  habit  of  writing  the  carried  digit  In  paper  and  pencil 
computations.    Also,  It  provides  an  additional  error  monitoring 
step.  EX.  27 

-  7 


20 


The  zero  must  be  entered  first. 

I'mT.  "gnr*"  r,9„-„-,.„  s.,u„«  Of 

4.    D.T.A.  Applications 
Harm-up 

Guided  Practice 
Independent  Practice 

U  Ttl^'ll,u'\iT  "'S'".?"  """S«TOlt  syst™.  ,M  us.  the  system 

NOTE:    Contrary  to  the  message  on  the  opening  screen,  do  NOT 
press  Return  after  selection  A  or  T  (Animated  or 
Text)  reinforcement. 


5. 


E 


□ 


5 
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•§  B^tB^'      SOFTWARE  i 

I  ob™=      summary  i 

^      MFMT  2.1,4  Divide  whole  numbers 

H       SKILLS:  H 

HDl     Recall  division  number  facts  q 

MILLIKEN  PROBLEM  LEVELS:   DIVISION     2-3,  5-8,  B 

B 17-18,   20  -23,   25-26,                                  28  -29,  _ 

31-32,   34-39  W 
D2     l-digit  divisor  into  2-dioit  dividend,  all 
E3               sight  division,  no  remainders 

■■                 MILLIKEN  PROBLEM  LEVELS:   DIVISION     42  M 

HD3     l-digit  divisor  into  2-digit  dividend,  p 

remainders  possible  B 

B MILLIKEN  PROBLEM  LEVELS:   DIVISION     »*»40-41 , 

43-44  B 


MILLIKEN  PROBLEM  LEVELS:   DIVISION  »*»40-41 
43-44 

HD4     l-digit  divisor  into  3-digit  dividend,  mostly 
sight  divisionr  no  remainders  Q 
MILLIKEN  PROBLEM  LEVELS:   DIVISION     45  H 


a 


MILLIKEN  PROBLEM  LEVELS:   DIVISION  45 
Eg        D5     l-digit  divisor  into  3-digit  dividend, 
Si  remaind<»rs  possible 

BMILLIKEM  PROBLEM  LEVELS:   DIVISION     46-47  „ 
D6     1-diglt  divisor  into  4-djigit  dividend,  mostly  H 
sight  division,  no  remainders 

B                 MILLIKEN  PROBLEM  LEVELS:   DIVISION     48  B 

M        D7     l-digit  divisor  into  4-digit  dividend,  B 

B remainders  possible  Q 

MILT- 1  KEN  PROBLEM  LEVELS:   DIVISION     49-51  B 

aD8     2-dif?lt  divisor  into  3-digit  dividend,  no  r— , 

remainders  H 
^                 MILLIKEN  PROBLEM  LEVELS:   DIVISION  52 

B        D9    2-digit  divisor  into  2-digit  dividend,  B 

M               remainders  possible  ■» 

Bl                 MILLIKEN  PROBLEM  LEVELS:   DIVISION     «««53  CD 

BS      DIO     ^-digit  divisor  into  3-digit  dividend,  B 

B remainders  possible  r-i 

MILLIKEN  PROBLEM  LEVELS:   DIVISION     k«k54,  B 

^                 56-60  ZZ 

B  Dll  2-digit  divisor  into  4-digit  dividend,  B 
"               remainders  possible 

B MILLIKEN  PROBLEM  LEVELS:   DIVISION     ****55,   61  C3 

D12    2-dlgit  divisor  Into  5-digit  dividend,  B 

H remainders  possible  r-i 

MILMKEN  PROBLEM  LEVELS:   DIVISION     ***62-64  B 
»«»  These  levels  extend  beyond  MFHT  requlrments  by  including 

9md      problems  involving  remainders.    However,  they  provide  practice  H 

in  the  estimation  step  of  the  basic  computation  strategy.  M 

B  «        ATTACHED  PROBLEH  LEVEL  CCAMPLES  FOR  MORE  INFORMATION. 

ERicRBliHHiHBHiBHHBHHHfi 

maaum       I.C.I,  for  I.5.I.  III-395  P.O.C./U.  of  ».  ''«88 
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B   B  • 

H""  ACTIVITY  SUMMARY  ZZ  ^ 

M 

This  software  provides  "no  frills**  drill  and  practice  on  division  ■™ 

HproDiems.    It  is  divided  into  "problem  levels',  which  range  from  basic  CjJ 

Qivision  fdcts  to  problems  having  a  two  digit  divisor  into  a  five  digit  R 

Hc;viaend.  with  a  remainder.  r-jj 
With  a  few  exceptions  (see  attached  Problem  Level  Examples). 

HprolDiems  are  in  vertical  computation  format,    t  question  mark  appears  _« 
wnere  a  aigit  is  needed.    The  student  responds  by  pressing  the  Space 
Bar  when  the  Question  mark  is  over  the  appropriate  number.    The  student 

Htnen  enters  the  appropriate  number  for  an  answer,    (no  Return  key  is  C2 

requireo).    If  the  correct  digit  is  entered,  the  question  mark  moves  to  Ml 

Bthe  next  place  that  an  answer  is  needed.  If  a  remainder  is  necessary  a  r—i 

question  marK  appears  next  to  an  "r".  p| 

H Students  have  the  option  of  dcing  long  or  short  division.  "Press 

Space  Bar  for  short  division."  is  displayed  during  the  computation  ■& 
process.    If  the  student  refrains  from  pressing  the  Space  Bar  and  s:  ^ly 

H enters  the  correct  digits,  the  response  is  considered  correct.  13 

If  a  problem  is  worked  correctly*  a  reinforcement  is  presented.  Wm 

Hwnich  IS  either  animated  or  text,  as  selected  at  the  start  of  the 

program.    ANIMATED  reinforcement  consists  of  brief  animations  (a  clown  p| 

H flipping,  a  train  moving,  a  dragon  breathing  fire)  with  i  single  word 

CWOW".  "GREAT")  displayed.    TEXT  reinforcement  consists  of  H 
messages— "Wow!".  "Wow.  Student!".  "Super.  Student!/,  etc. 

Hlf  an  incorrect  digit  is  entered,  the  computer  does  not  wait  until  C| 
a  proDiem  is  completed  to  give  corrective  feedback.     After  the  first 


B wrong  aigit.  this  feedback  generally  consists  of  the  message.  "XX  is 
wrong.    Try  again. *•    The  student  then  presses  Return  and  reenters  the  H 

The  student  is  allowed  one  error  pe*-  division  problem.    If  a  second 
Wi     error  is  made,  the  computer  announces  "XX  is  wrong."  and  supplies  the 

H correct  answer  digit  by  digit.  CZ 
The  session  continues  until  at  least  a  "minimum  number  of  problems"  Mi 

HIS  presented.    This  number  is  preset  at  8.  but  can  be  reset  to  any  CJl 
numoer  from  3  to  20.    The  computer  also  has  a  "mastery  level"  and  a  p| 
_     "failure  level"  which  are  preset  at  80%  and  50%  (respectively)  but  can  q 
be  reset  by  the  teacher.    As  long  as  the  student  performs  between  the  B| 
"     mastery  level  ird  the  failure  level,  the  computer  continues  to  present 

B problems  at  a  given  "problem  level"  indefinitely.  H 
After  the  "minimum  number  of  problems"  has  been  presented,  the 

H'^proDlem  level"  will  automatically  increase  each  time  the  student  Cj3 
reaches  the  "mastery  level"  or  decrease  if  the  student  reaches  the  H 

H" failure  level".  These  changes  are  announced  to  the  student:  "Good  rj2 
news.  Student.  Your  problem  level  went  up  to  XX.  Good  job!!":  "Bad  p|| 
news.  Student.    Your  problem  level  went  down  to  XX.    Try  a  little 

Hharaer."    An  excessive  number  of  errors  will  cause  the  session  to  end 
with  a  message:  "Bad  news.  Student.    You  have  missed  too  many  problems. 

HSee  your  teacher  for  help."  C3 
The  computer  maintains  a  constant  display  of  student  performance  at  wM 

Hthe  bottom  of  the  screen.  This  includes:  PL  =  XX  ("problem  level").  TC  rjn 
=  XX  (total  correct).  TP  =  XX  (total  problems),  and  AVG  =  XX%  (percent  p| 
accuracy).    The  total  correct  includes  problems  on  which  the  student 

Smaao  only  one  error.  These  totals  are  reset  to  zero  when  the  "problem  H 
iever  changes.  o -f  o 

aBBBBBBBHBBiliBBBBB£ 


ERIC      ''C'^'       1*5,1,  III-?96  P,C.C./U.  of  W?.  1988 


   e 

g  TEACHER  OPTIONS  Q 

Hi.    Pressing  Control-I  at  the  Initial  title  screen  will  get  you  into  the  g 

management  menu  to  change  "minimum  number  of  problems",  "mastery  H 

jj  level"  ana  "failure  level".  g 

J?      2.    Tnis  software  has  an  extensive  management  system  which  assigns 

B  "proDiem  Jeveis"  ana  maintains  records  for  up  to  100  students  W 

diviaea  into  up  to  5  classes.  " 

H      3.    A  session  can  be  enaea  at  any  time  by  pressing  the  Esc  (escape)  key.  H 

HThe  computer  then  presents  a  summary  of  performance  ana  returns  to  q 

tne  initial  title  screen.  H 

H  SUGGESTIONS  ^ 

B      1.    The  animatea  reinforcement  takes  very  little  time  away  from  B 

H instruction  ana  we  recommend  it,  unless  the  student  finds  it  too  rjj 

chilaish.    The  text  reinforcement  aadresses  the  student  as  "STUDENT"  Q 
(unless  the  management  system  is  used),  which  ma/  not  be  very 

B  appealing.  gj^ 

NOTE:  Contrary  to  the  message  on  the  opening  screen,  do  NOT  press  Return  C3 

lifter  selecting  A  or  'x  (Animated  or  Text)  reinforcement,  H 

B      2.    Be  sure  the  student  can  read  the  message  "Press  RETURN  to  go  on.",  Q 
—            and  that  he/she  knows  to  watch  for  it.    It  appears  after  each 

B  problem  and  error  message,  and  the  computer  simply  waits  for  the  kg 

■■  Return  key  to  be  pressed.    Failure  to  respond  promptly  will  result 

Bin  wasted  instructional  time.    This  may  be  particularly  confusing  C3 

after  an  error,  when  the  computer  displays  two  confl icing  messages:  M 

H"Try  again."  ana  "Press  RETURN  to  go  on."    In  these  instance^,  the 
stuaent  must  press  Return  ana  then  try  a  new  answer.  H 

H3.    Be  sure  that  the  student  unaerstanas  the  right-to-left  sequence  of  g 
enterina  the  aigits. 

HB 
4.    D.T.A.  Applications 

H Warm-up  ^  ^  . 

Development  (of  computation  skills  if  teacher  is  present  to  assist) 

HGuiaea  Practice  C3 
Inaepenaent  Practice  H 
Vocabulary:  q 

B      5.   We  suggest  that  you  bypass  the  management  system,  ana  use  the  system  H 

Hin  its  "drill"  mode.  Do  this  in  the  fol lowing  way ;  JJJ 
(1)  Type  'DRILL"  when  the  progrwn  asks  for  the  stuaent 's  name,  then  m 
select    (2)  "ANIMATED  OR  TEXT  REINFORCEMENT"  ana    (3)  the  "BEGINNING  — 

A  B  LEVE^"  •  11 
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Sequence  DIVISION 


Prsbltm 

Uvtt  OttcripUon 


'  28-29 


30 


31-32 


33 


34-35 


36-39 


40 


41 


ERIC 


Quotients  1-9 
Divisor  is  7 
Dividends  7-63 
(Multiples  of  7) 


Missing  factors  0-8 
Multiplicand  is  8 
Products  0-72 
(Multiples  of  8) 


Quotients  1-9 
Divisor  is  8 
Dividends  8-72 
(Multiples  of  8) 


Missing  factors  0-9 
Multiplicand  is  9 
Products  0-81 
(Multiples  of  9) 


Quotients  1-9 
Divisor  is  9 
Dividends  9-81 
(Multiples  of  9] 


Quotients  1-9 
Divisors  1-10 
Dividends  to  90 
No  remainders 


Quotients  1-9 
Divisor?  2-9 
Dividends  10-19 
Remainders  possible 


Quotients  1-9 
Divisors  2-9 
Dividends  10-89 
Renf)ainders  possible 


frobltm  Lavtl 
Eiampli 

28.  56  +  7  «  X 

X 


30.  ?  X  8  «  0 


31.  24  -K  8 

X 

32.  sTtT 


33.  '  X  9  =  72 


34.  54  ^  9  =  X 

X 

35.  9745" 


36-37.  27  -K  3 
X 

38-39.  8755' 


40.  tHT 


41.8170" 


Probltm 

Ltvtt  Discriptlon 

42       Quotients  10-39 
Divisors  2-9 
Dividends  10-99 
No  rennainders 


43       Quotients  10-39 
Divisors  2-9 
Dividends  10-99 
Rennainders  possible 


44       Quotienls  1-39 
Divisors  2-9 
Dividends  1-99 
Remainders  possible 


45       Quotients  100-499 
Divisors  2-9 
Dividends  100-999 
No  remainders 


46       Quotients  10-99 
Divisors  2*9 
Dividends  100-999 
Remainders  possible 


47       Quotients  100-499 
Divisors  2*9 
Dividends  100-999 
Remainders  possible 


48       Quotients  1000-4999 
Divisors  2-9 
Dividends  1000-9999 
No  remainders 


49       Quotients  100-999 
Divisors  2-9 
Dividpnos  1000-9999 
Ren^inders  possible 


III-400 
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frjulim  Live' 

XX 

4:.  316^ 


XX 

43.  3197" 


44.  7723" 


XXX 
45.  2)  484 


XX 

46.  3)  256 


XXX 
47.  5)  805 


XXXX 
48.  3)  9636 


XXX 

49.  8T346r 


Sequence  DIVISION 


froblim 

livi!  Oiscrlption 


Missing  factors  0-9 
Multiplicands  1*2 
Products  0-20 
(Multiples  of  2) 


Problem  Livil 
Example 

L  ?  X  2  «  10 


Problem 

Level  Oescriptior 

16       **:ssing  faw.ors  0-9 
Multiplicand  is  3 
Products  0-27 
(Multiples  of  3) 


Problem  Level 
Example 

16.  7  X  3  =  27 


2-3      Quotients  1-9 
Divisor  IS  2 
Dividends  0-18 
(Multiples  of  2) 


2.  14  -  2 

X 

3,  278" 


Missing  Factors  0-9 
Multiplicand  is  5 
Products  0-45 
(Multiples  of  5) 


4,    X  5  =  15 


5-6      Quotients  1-9 
Divisor  IS  5 
Dividends  0*45 
(Multiples  of  5) 


5.  35  -  5 

X 

6.  5720" 


'•B      Quotients  1-9  7.  20  -r  5 
Divisors  2  or  5  X 

Dividends  2-45  8.  2111" 
(Multiples  of  2  or  5) 


17-18    Quotients  1-9 
Divisor  IS  3 
Dividends  3-27 
(Multiples  of  3) 


17.  9  -  3  =  X 

X 

18. 3nF 


t9       Missing  factors  0-9 
Multiplicand  IS  4 
Products  0-35 
(Multiples  of  4) 


19,    X  4  =:  32 


20-21    Missing  quotients  1-9 
Divisor  IS  4 
Dividends  4-36 
(Multiples  of  4) 


20.  24  -  4  =  X 

X 

21,  4115" 


22-23    Quotients  1-9 

Divisors  1-f,  &  10 
Dividends  to  50 


22.  16  -  2  =  X 

X 

23.  5735" 


Missing  factors  0*9 
Multiplicand  is  10  or  1 
Products  0-9  &  0-90 
(Multiples  of  10) 


9.  ?  X  10  «:  80 


24       Missing  Factors  0-9 
Multiplicand  is  6 
Products  0-54 
(Multiples  of  6) 


24,  ?  X  6  =  24 


•11    Missing  quotonts  1-9 
Divisors  1  or  10 
INvidcnds  1-9  &  10-90 
(Multiples  of  10) 


10.  8     1  «  X 

X 

;i,  ioTtT 


25-26    Quotients  1-9 
Divisor  is  6 
Dividends  6*54 
(Multiples  of  6) 


25,  42  -6 

_X_ 

26,  67.^8 


15   OuDtienis  1-9 

Divisors  1.  2.  5.  10 
Dividends  1-9.  2-18.  5-45 
iO-90 


ERLC 


12-13.  80  *  10 
X 

14-15.  sHT 


27 


I1I-39V 


Missing  factors  0-9 
Multiplicand  is  7 
Products  0-63 
(Multiples  of  7) 


81  e 


27.  '  X  7  =  42 


Sequence  DIVISION 


51 


52 


53 


54 


Description 

Quotients  1000-4999 
Divisors  2*9 
Dividends  1000-9999 
Remainders  possiDie 


Quotients  100-4999 
Divisors  2-9 
Dividends  1000-9999 
Remainders  possible 


Quotients  10-99 
Divisors  10.  20.  30  40 
Dividends  100-99l; 
No  remainders 


Quotients  1-9 
Divisors  10-90 

(Multiples  o!  10) 
Dividends  10-99 
Remainders  possible 


Quotients  10-99 
Divisors  10-90 

(Mutlipies  ot  10) 
Dividends  100-999 
Remainder^  possible 


Problem  Live! 
Example 

XXXX 
50.  7)  8234 


XXX 


51.  4)  3189 


XX 


52.  30)  690 


53.  20n7 


XX 


54.  30)  778 


Problem 

Level  Description 

56-57    Quotients  1-9 
Divisors  10-99 
Dividends  10-199 
Remainders  possible 


58-59    Quoiients  10-99 
Divisors  10-99 
Dividends  100-999 
Remainders  possible 


60       Quotients  1-99 
Divisors  10-99 
Dividends  100-999 
Remainders  possible 


61        Quotients  10-99 
Divisors  10-99 
Dividends  1000-9899 
Remainders 


62-64    Quotients  100-999 
Divisors  10-99 
Dividends  1000-98.999 
Remainders 


Problem  Level 
Example 


56-57.  74)  135 


_X_X_ 
S8.59.  365  73V 


60.  39"^ 


XX 


61.  54^  2468 


62-64.  47r?5782 


55       Quotients  10-999   1^ 

Divisors  10-90  55.  60)4873 

(Multiples  of  10) 
Dividends  1000-9999 
Renr^amders  possible 


• 
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B      H.l!i'enc„         SOFTWARE  B 

g              SUMMARY  i 

m      OBJECTIVES:  g 

gj     MFMT  Objective  2.1.3  Multiply  whole  numbers  ig 
skills: 

Ml     Recall  multiplication  number  facts 

C                MILLIKEN  PROBLEM  LEVELS:  MULTIPLICATION  1-30  Q 

H       M2    Multiply  1-digit  bottom  number  times  2-digit  H 

Htop  number »  no  regrouping  r-i 

MILLIKEN  PROBLEM  LEVELS:  MULTIPLICATION  32  H 

HM3    Mult?.ply  1-digit  bottom  number  times  up  to 
4-digit  top  number,  no  regrouping 
MILLIKEN  PROBLEM  LEvELS:  MULTIPLICATION  31 ,  36 

HM4    Multiply  l-digit  bottom  number  times  2-digit  B 

top  number »  regirouping  H 

•C3                MILLIKEN  PROBLEM  LEVELS:   MULTIPLICATION  33-35  q 

H  M5  Multiply  1-digit  bottom  number  times  up  to  3  p|| 
ri              or  4-digit  top  number  regrouping 

H                MILLIKEN  PROBLEM  LEVELS:   MULTIPLICATION  37-42  W 
M6    Multiply  2-diglt  bottom  number  times  2-digit 

Htop  number »  regrouping  P 

MILLIKEN  PROBLEM  LEVELS:  MULTIPLICATION  43  -49  H 

HM7    Multiply  2-digit  bottom  number  times  up  to  rj- 1 

4-digit  top  number  regrouping  B 

MILLIKEN  PROBLEM  LEVELS:  MULTIPLICATION  50-59  _ 

^            ^  SEE  ATTACHED  PROBLEM  LEVEL  EXAMPLES  FOR  MORE  " 

I NFORMAT I ON .  g 

H                                         AC  IVITY  SUMMARY  H 

B            This  software  provides  "no  frills'  drill  and  practice  on  H 
multiplication  problems.    It  is  divided  Into  'problem  levels",  which 

H range  from  basic  multiplication  facts  to  multiplying  two  digit  bottom  C| 

numbers  by  up  to  four  digit  top  numbers  with  regrouping  required  B 

HWith  a  few  exceptions  (see  attached  Problem  Level  Examples),  rg 
problems  are  in  vertical  computation  format.    A  question  mark  appea.s 

lere  a  digit  is  needed.    The  student  responds  by  pressing  the  ^ 

appropriate  number  key  (no  Return  key  Is  required).  If  the  correct  |u 
digit  Is  entered,  the  question  mark  moves  left  to  the  next  column. 

HThuSt  digits  are  entered  in  the  correct  r ight-co-lef t  computational  Q 

sequence .  B 

H                                   818  ■ 
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H             On  "problem  levels"  requiring  regrouping  (carrying),  "Press  Jpace  B 

HBar  to  regroup,"  is  also  displayed.    Pressing  the  Space  Bar  in  a  column  gi 

where  carrying  Is  not  required  produces  no  response  from  the  computer.  H 

H Pressing  the  Space  Bar  In  a  column  where  carrying  la  required  moves 

the  question  mark  to  the  top  of  the  column,  where  the  student  enters  the  H 
digit  being  carried  from  the  previous  column.    Actually,  this  process  is 

Hbptional.    If  the  student  refrains  .from  pressing  the  Space  Bar  and  B 
simply  enters  the  correct  digit  at  the  bottom  of  th2  column,  the 

H response  is  considered  correct.  Q 

If  a  problem  Is  worked  correctly,  a  reinforcement  Is  presented,  H 

H which  is  either  animated  or  text,  as  selected  at  the  start  of  the  C3 

program.    ANIMATED  reinforcement  consists  of  brief  animations  (a  clown  H 

Btlipping,  a  train  moving,  a  dragon  breathing  fire)  with  a  single  word  q 

("WOW",  "GREAT")  displayed.    TEXT  reinforcement  consists  of  Wm 

messages""Wowi",  "Wow,  Student!",  "Super,  Student!",  etc.  ZZ 

Hlf  an  Incorrect  digit  is  entered,  the  computer  does  not  wait  until  B 

a  problem  Is  c^pleted  to  give  corrective  feedback.     After  the  first  ■■ 

H wrong  digit,  this  feedback  generally  consists  of  the  message,  "XX  is  jg 

wrong.    Try  again."    The  student  then  presses  Return  and  reenters  the  R 

—     digit.  Q 

M            The  student  is  allowed  one  error  per  multiplication  problem.    If  a  R 
second  error  (Including  carried  digits)  is  made,  the  computer  announces 

H"XX  is  wrong,"  and  supplies  the  correct  answer  digit  by  digit.  H 
The  session  continues  until  at  least  a  "minimum  number  of  plC;^^ems'' 

His  presented.    This  number  is  preset  at  8,  but  can  be  reset  to  anv  Cj| 

number  from  3  to  20.    The  computer  also  has  a  "mastery  level"  and  a  H 

"failure  level"  »/hich  are  preset  at  80\  and  50\  (respectively)  but  can  r-i 
H     be  resfct  by  the  veacher.    As  long  as  the  student  performs  between  the 
"     mastery  level  and  the  failure  level,  the  computer  continues  to  present 

H problems  at  a  given  "problem  level"  Indefinitely.  H 
Aftet  thf  "ninlmum  number  of  problems"  has  been  presented,  the 

H "problem  level"  v^ill  automatically  Increase  each  time  the  student  fij 

reaches  the  "masttry  level"  or  decrease  If  the  student  reaches  the  H 

"failure  level".    These  changes  are  announced  to  the  student:  'Good  q 
R     news.  Student.   Your  problem  level  went  up  to  XX.    Good  Job!!";  'Bad 

news.  Student.   Your  prcilem  level  went  down  to  XX.    Try  a  little  ^ 

H harder."  An  excessive  number  of  errors  will  cause  the  session  to  end  M 
with  a  message:  "Bad  news.  Student.    You  have  missed  too  many  problems. 

HSee  your  teacher  for  help."  E| 

The  computer  maintains  a  constant  display  of  student  performance  at  N 

Hthe  bottom  of  the  screen.    This  Includes:    PL  -  XX  ("problem  level"),  TC 

«  XX  (total  correct),  TP  =  XX  (total  problems),  and  AVG  =  XX\  (percent  H 

accuracy).    The  total  correct  includes  problems  on  which  the  student  q 

Hmade  only  one  err  jr.  These  totals  are  reset  to  zero  when  the  "problem  M 
level"  changes. 

B  H 

B  B 

B  H 

B  H 
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.1.   Pressing  CoTitrol-I  at  the  initial  title  screen  will  get  you  into  the 

H management  menu  to  change  •minimum  number  of  problems",  "mastery  B 
level"  and  'failure  level". 

Ql      2.   This  software  has  an  extensive  management  system  which  assigns  B 

H "problem  levels"  and  maintains  records  for  up  to  100  students 

divided  into  up  to  5  classes.  |§ 

H3.    A  session  can  be  ended  at  any  time  by  pressing  the  Esc  (escape)  key.  B 
The  computer  then  presents  a  summary  of  performance  and  returns  to 

g            the  initial  title  screen.  Q 

Q                                                 SUGGESTIONS  ^ 

HI.   The  animated  reinforcement  takes  very  little  time  away  from  H 
instruction  and  we  recommend  it,  unless  the  student  finds  it  too 

H childish.    The  text  reinforcement  addresses  the  student  as  "STUDENT"  g 

(unless  the  management  system  is  used),  which  may  not  be  very  H 

_  D            appealing.  g| 

^            NOTE:  Contrary  to  the  message  on  the  opening  screen,  do  NOT  press  Return  _ 

m            after  selecting  A  or  T  (Animated  or  Text)  reinforcement.  ||g 

B2.    Be  surf  the  student  can  read  the  message  "Press  RETURN  to  go  on.",  CJ 

and  that  he/she  knows  to  watch  for  it.    It  appears  after  each  H 

H problem  and  error  message,  and  the  computer  simply  waits  for  the  r-j 

Return  key  to  be  pressed.  Failure  to  respond  promptly  will  result  U 
In  wasted  instructional  time.    This  may  be  particularly  confusing 

H after  an  error,  when  the  computer  displays  two  confl icing  messages:  M 
•Try  again."  and  "Press  RETURN  to  go  on."    In  these  instances,  the 

g            student  must  press  Return  and  then  try  a  new  answer.  g 

H3.    Encourage  the  student  to  press  the  Space  Bar  to  regroup.    This  Is  rj 

not  really  required,  but  it  may  serve  as  a  memory  aid  and  establish  fgg 
__            the  habit  of  writing  the  carried  digit  in  paper  and  pencil 

B            computations.    Also,  it  provides  an  additional  error  monitoring  Jgg 

step.  Q 

H      A.    Be  sure  that  the  student  understands  the  rlght-to-lef t  sequence  of  H 

H entering  the  digits.    This  may  be  confusing.    For  example,  in  the 

problems:    8   and  8  x  2  «  16   the  six  must  be  entered  first.  p| 

B         -ir  S 
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H       5.    D.T.A.  Applications  B 
Warm-up 

H Development  (of  compucatlon  skills  If  teacher  Is  present  to  assist)  B 

Guided  Practice  K 

H Independent  Practice  a 

Vocabulary:  regroup  H 

M       6,    We  suggest  that  you  bypass  the  management  system,  and  use  the  system  H 

In  Its  •drill'  mode.    Do  this  In  the  following  way:  ZZ 
H                 Type  •DRILL'  when  the  program  asks  for  the  student's  name,  then  B 

H            select    (2)  "ANIMATED  OR  TEXT  REINFORCEMENT'  and  (3)  the  'BEGINNING 

g             LEVEL" .  jpj 

H  H 

H  i 

B  i 

i  B 

i  H 

B  B 

B  B 

B  B 

B  B 

B  B 

B  B 

B  B 

B  B 

B  B 

B  H 

B  H 

B  i 
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Sequence  MULTir.iCATION 

ivit  Oiscription 

Multipliers  1*5 
Multiplicands  1.  2.  5.  10 


Multipliers  V5 

Multiplicands  1.  2.  3.  4.  5.  10 


.11 


Multipliers  0.  6.  7.  8.  9 
Multiplicands  1.  2.  5.  10 


Problim  livii 
Exampli 

1-4x2- 
2.  5 

X  3 

? 

3«  Review 


4.  4  X  10  s  7 

5.  4 

X  5 

9 

8-7,  Review 


9  X  10  ? 
9.  5 
X  9 

7 

10*1 1.  Review 


12.  9  X  5  ? 


MS    Multipliers  0.  6.  7.  8.  9 

Multiplicand:  1.  2,  3.  4.  5.  10    13.  3 


14-15.  Review 


16.  9  X  5 


h19    Multipliers  0*9 

Muuiplicands  1.  2.  3.     5.  10    17.  5 

X  7 


Problim 

Uvil  Oiscription 


^u*^2 


Multipliers  0-5 
Multiplicands  6.  7.  8.  9 


23-25 


Multipliers  0-9 
Multiplicands  6.  7.  6.  9 


11*19.  Review 


26*30 


Multip!  irs  0-9 
Multiplicands  0*10 


31 


32 


Multipliers  0*9 
Multiplicands  10*9000 
(Multiples  of  10) 


Multipliers  0*9 
Multiplicands  10*8 
No  regrouping 


frcbtim  Uvel 
Eximplo 

20.  5  X  9 
2L  9 
X  4 

22.  Revievi 


23.  9  X  7  =  ^ 

24.  6 

X  7 

9 

25.  Review 


26*27,  3x10  =  ^ 
28*28.  8 

X  6 

9 

30.  Review 


31.  7000 
X  9 


32.  12 
X  2 

9 
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Sequence  MULTIPLICATION 


Problem 
Uvil 

33*35 


Oftcrlptlon 

Multipliers  0-9 
Multiplicands  11-19 
Some  regrouping 


36       Multipliers  0-9 

Multiplicands  100-999 
No  regrouping 


37-39    Multipliers  0-9 

Multiplicands  100-99^^ 
Some  regrouping 


40*42    Multipliers  0-9 

Multiplicands  1000-9P99 
Some  regrouping 


43-44    Multipliers  1090 
(Multiples  o!  10) 
Mi'tipi'cands  10-99 
Some  regrouping 


45-47    Multipliers  10-99 
Multiplicands  10-99 
Some  regrouping 


48-49    Multipliers  0*99 

Multiplicands  10-99 
Some  regrouping 


50       Multipliers  10-90 
(Multiples  of  10) 
Multiplicands  100-999 
Regrouping 


Problim  Livil 
Eumpii 

33*  13 
X  7 
? 

34*35.  18 
X  7 

? 


36*  123 
X  3 
? 


37-39*  246 

X  7 

9 


40-42*  7083 

X  9 


43-44. 


87 
X  20 


45-47. 


45 

X  23 


48*49* 


74 
X  46 


SO* 


347 
X  20 


Problem 
Level 

51-52 


Description 

Multipliers  10-99 
Multiplicands  100-993 
Some  regrouping 


53-54    Multipliers  0-99 

Multiplicands  100'993 
Some  regrouping 


55       Multipliers  10-90 
(Multiples  of  10) 
Multiplicands  1000-9999 
Regrouping 


56-57    Multipliers  10-99 

Multiplicands  1000-9999 
Some  regrouping 


58*59    Multipliers  0-99 

Multiplicands  1000-9999 
Regrouping 


60       Multipliers  100-900 
(Multiples  of  100) 
Multiplicands  1000-9999 
Some  regrouping 


61-62    Multipliers  100-999 

Multiplicands  1000-9999 
Regrouping 


Problem  i 
Example 

51-52. 


53.34.  11: 


55*  4555 
X  40 


56*57.  5S:9 

X  48 


58.59.  7186 
X  56 


60*  476S 
X  500 


61-62*  3769 
X  38: 
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1  SOFTWARE  i 
g              SUMMARY  i 

Hi 

Company:  :  lllllcen  _ 

B Title;  MATH  SEQUENCES  ^ 

Activity:  MULTIPLY  FRACTIONS  9^ 

^  1 

H  H 

2  OBJECTIVES:  D 
I"  MFHT  2.1.7.  Multiply  •  Whole  Number  by  •  Fraction  [and  Simplify]  ^ 

B   SKILLS:  ^ 

B     Ml   Multiply  a  whole  number  by  a  fraction.        MILLIKEN  PROBLEM  LEVELS:  g 

B        *        ATTACHED  PROBLEM  LEVEL  EXAMPLES  FOR  MORE  INFORMATION.  g 

Jj^                                                  ACTIVITY  SUMMARY  K 

BThir  software  provides  "no  frills"  drill  «nd  practice  on  fraction  g 
oroblems'    ?tTs  Siv^Sed  Into  "problem  levels",  which  range  from  the  use 

8Sf  -oS2"*1n  iu  tiplying  fractions  to  multiplying  mixed  numbers.  g 

JJob  emrconcernlSg  the  multiplication  of  a  whole  """"ber  by  a  ^ 

a    fractloStJ^ln  horizontal  computation  format.   A  quest  on  mark  appears  g 
U    wh"e  a  digit  is  neeled.   The  student  responds  by  pressing  the 

-"Lf^.i^!"    "Uftitf   Student!  •    Supcr»  Student:  »  etc. 

S                n  ?rcorrecrd;g1?rs\^t;red   the  compute,  does  not  .alt  until  g 

H  •  ''^'iTA'  rs^?::rkn"-r:ny"crsi  tfi^e  ^in  er-xx^;r  g 

g    :;rnr  >y^9alJ.-   Tritium        presses  Return  and  reenters  the  g 

H''^^'ihe  student  Is  allowed  one  error  per  problem.    If  a           '/li^^^,  B 

(including  deducing)  Is  made,  the  computer  announces   XX  Is  wrong,    and  W 

g    supplies  the  correct  answer  digit  by  digit.  |g 

B                                                   824  S 
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2.  This  software  has  an  extensive  management  system  which  assigns 
"problem  levels"  and  maintains  records  for  up  to  100  studenis 
divided  Into  up  to  5  classes. 

3.  A  session  can  be  ended  at  any  t5me  by  pressing  the  Esc  (escape)  key. 
The  comput  ^  then  presents  a  summary  of  performance  anri  returns  to 
the  initial  title  screen. 


g  E 

|g  TEACHER  OPTIONS  ^ 

Bl.    Pressing  Control-I  at  the  initial  title  screen  will  get  you  into  the  rn 
management  menu  to  change  "mlntmum  number  of  problems",  "mastery  |V" ! 

,  level"  ana  "failure  level".  ^ 

i 
i 
i 

g  g 

i-i  SUGGESTIOKS 

m 
M 

U        NOTE:  Contrary  to  the  message  on  the  opening  screen,  do  NOT  press  Return 
after  selecting  A  or  T  (Animated  or  Text)  reinforcement. 

i 
i 

fvcwurii  Kcy  iru  uc  |;rcddcu.    rai  lurc  w  rc5(;Qnu  (jrumpi^iy  will  result  f— ^ 

■Q  In  wasted  Instructional  time.   This  may  be  particularly  confusing  eT* 

™  after  an  error,  when  the  computer  displays  two  conflicting  messages: 

"Try  again."  and  "Press  RETURN  to  go  on."    In  these  Instances,  the 
student  must  press  Return  and  then  try  a  new  answer. 


The  animated  reinforcement  takes  very  little  time  away  from 
Instruction  and  we  recommend  It,  unless  the  student  finds  It  too 
childish.   The  text  reinforcement  addresses  the  student  as  'STUDENT* 
(unless  the  management  system  Is  used),  which  may  not  be  very 
appealing. 


selecting  A  or  T  (Animated  or  Text)  reinforcement. 

2.    Be  sure  the  student  can  read  the  message  "Press  RETURN  to  go  on.* 
and  that  he/she  knows  to  watch  for  it.    It  appears  after  each 
problem  and  error  message,  and  the  computer  simply  waits  ^*or  the 
Return  key  to  be  pressed.   Failure  to  respond  promptly  will  result 


^§        3.    O.T.A.  Appllcaviu.iS 

BWarm*up 
Development  (of  computation  skills  If  teacher  Is  present  to  assist)  ffT. 
Guided  Practice 

B Independent  Practice 
Vocabulary:  reduce,  whole  number,  mixed  numbe  . 

1^       4.    We  suggest  that  you  bypass  the  management  system,  and  use  the  system 

Bin  Its  "drill"  node.    Do  this  in  the  following  way: 
(1)  Type  "DRILL"  when  the  program  asks  for  the  student's  name,  then 
select    (2)  "ANIMATED  OR  TEXT  REINFORCEMENT"  and    (3)  the  "BEGINNING  „ 
H  l-^VEL".  g 

B  E 
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,<„...«  nntil  at  least  a  "minimum  number  of  problems" 
The  session  continues  until  •  .       ^  any 

IS  presented.   This  number  Is  Pr«et  at  J-  ^"V.^*;,°J/^"el..  ,nd  a 
number  from  3  to  20.   The  "rnp"^*^  ^JjJ  JJJ  *50I  (Respectively)  but  can 
-failure  level"  which  are  J^^^J^J^^f./ftudent  performs  between  the 
^:s;rry"le^ver:nrrh  "illiJe^uJe  !  ^e ;computer%ont1naes  to  present 
TrobUL'tt  a  "problem  level  indennlt^^ 

^      After  the  "minimum  number  of  P^^lers         "  j^u^^nt 
"problem  level"  will  -"i^^^^^i  y/^fe'^f  the   t^^^^^  the 

^  J^ufe-th-setsirtS  end 

:rtr;-Lsrag:r-B^:rne:rrtuS:nr";:u^lll^  -  many  problems. 

''^^z^:^ '  -  rnrsTn^sis'^r^^rxi-pTbrerrereV-i:  to 

the  bottom  of  the  screen.   T,;^!^!"^  "J^bi/^).  ,nd  AVG  =  XXI  (percent 
=  XX  (total  correct).  TP  «  XX   "tal  problems  J.  .  ^^^^^ 

i:ir;S^lJ-on;^:r!^  rsrU:rsTr:  refe;%o  zero  ..en  the  "problem 
level"  changes. 
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Sequence  FRACTIONS 

ffoblem 

i  Uvel  Descriotion 

3      Write  equivalent  traction 
Common  factors  2-50 


Problem  Ltvel 
Example 

4  -  20 

A  - 1 

6  "  24 


Sequence  FRACTIONS 


level 
17 


Description 

Write  least  common 

denominator 
Numerators  ^-9 
Denominators  2-20 


Problem  Leva! 
Example 

-3^  12 


4-5      Order  of  fractions 
NumeratO's  1-9 
Denom'-^ators  2-12 


4  ^<-^ 

4.  g  <  g 

3  3 

5.  -f  >-f 


18       Add  unlike  fractions 

Denominators  are  multiples 
Numerators  1-9 
Denominate^  2-20 


18. 


2 

8 
1 

*  T 


8-7  Orde'  of  fractions 
Numerators  M2 
Denominators  M2 


6-7.  y  <  3- 


8*9      Sirtplify  fractions 

CoTimon  factors  2-24 


8-9.      =  X 


10-11    Change  fraction  to  mixed 
numeral 
Numerators  5-50 
Denominators  2-9 

12-13    Change  mixed  number  to 
fraction 
Whole  numbers  2-1C 
Fractional  numbers  1-20 


10-11.  7  =  X 


12-13.  2  J  =  X 


19       Subtract  unlike  fractions 
Denominators  are  multiples 
Numerators  1-9 
Denominators  2-20 


19. 


7^ 
10 

5 


20       Write  least  common 
denominator 
Numerators  1-9 
Denominators  2-24 


20-  -6  ^  T 


21*22    Add  unlike  fractions 
Numerators  1-12 
Denominators  2-24 


21-22.  -n" 


14       Add  like  fractions  12     12  ~  ^ 

Numerators  0-9 
Denominators  2-24 
Horizontal  fo.m 


23-24    Subtract  unlike  fractions      23-24.  y 
Numerators  M2  ^ 
Denominators  2-24  -  "5" 


15 


16 


ERLC 


Subtract  like  fractions 
Numerators  0-9 
Denominators  2-24 
Horizon;ai  form 


Add  or  subtract  like 

fractions 
Numerators  0-9 
Denominators  2-24 


J      3  ^ 


16,  -F 


25       Add  unliKe  mixed  numbers  25. 
Who'e  numbers  1-9 
Numerators  M2  +  5 

DenofPiraiors  2-20 


827 
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Sequence  FRACTIONS 


Frobltm 
Uvtt 

26 


Description 

Subtract  mixed  numeral 

from  whole  nufT^ber 
Whole  nurriwiers  1-9 
Fractional  numbers  2*24 


Problem  livel 
Example 

26.  4 


Problem 

level  Descrip*ion 

34       Divide  fraction  by  a 
fraction 
Numerators  1-9 
Denominators  2-24 


Problem  Level 
Example 

34 

4  6 


=  X 


27 


Subtract  mixed  numerals 
Fraction  in  minuend  < 

tracxion  in  subtrahend 
\Nhole  numbers  1-9 
Fractional  numbers  1-24 


27. 


6^2 
-3i 


35       Divide  mixed  numerals 
Whole  numbers  1-9 
Fractional  numbers  1-24 


36       Change  fraction  to 
decimal 
Numerators  1-9 
Denominators  2-12 


35.  V 


=  X 


Changj  -1  to  a  de: 

Type  lae  letter  of 
the  correci  ansv.er 


28       Multiply  fraction  by 
whole  number 
Whole  numbers  8-99 
Numerators  1-9 
Denominators  2-10 


28. 1  X  20  = 


29  Multiply  tractions 
Numerators  M2 
Denominators  2-24 


1     1  =  7 


29.  y  X  8 


30       Multiply  mixed  numeral 
by  fraction 
Whole  numbers  1-9 
Fractional  numbers  V24 


1  -9 


30.  2x  ^  u  = 


31       Multiply  mixed  Ajrri3rals 
Whole  numbers  V9 
Fractional  numbers  1-24 


82       Write  reciprocals 

Fractional  numbers  V20 


33       Divide  a  whole  number  by 
a  fraction 
Whole  numbers  2-20 
Fractional  numbers  V9 


33.  20  -  -3 
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•g  SOFTWARE  i 

g  SUMMARY  i 

H Company:  Miniken 

Title:    Math  Sequence  ~Z 

g  Activity:    Percents  Sequence  ^ 

H        OBJECTIVE:  B 

Q         MFMT  :.i.2  RENAME  FRACTIONS  AS  PERCENTS  8 

H Skills;    P2   Renair*  the  fraction  as  a  percent  8 

MILLIKE*  PROBLEM  LEVELS:    Percent  Sequence  C=i 

g  1.3.4  g 

n        MFMT  3.1.3   RENAME  PERCc^»TS  AS  DECIMALS  |g 

Skills:    PD3   Rename  the  percent  as  a  dectal.  1=1 

B  HILLIKEN  PROBLEM  LEVELS:    Percent  H 

Sequence  2.3.4.  i— , 

H  I 

g       *  See  attached  problem  level  examples  for  more  Information.  ^ 

Q  ACTIVITY  SUMMARY  B 

B  ^ 

HThls  software  program  provides  a  "no  frills"  drill  and  B 
practice  on  renaming  fractions  to  percents  and  percents  as  decimals.  It 

_       Is  divided  into  15   "problem  levels".  Cf 

H  To  begin  the  program  the  student  should  type  the  «;ord  DRILL  W« 

Instead  cf  his  or  her  name.    (This  would  be  done  only  If  the  management  C3 

H system  Is  not  being  used.)   Next,  the  student  niust  choose  animation  or  K 

text  reinforcement  by  pressing  the  letter  A  cr  T.    Finally  the  student  ^ 

H«ust  select  a  program  level  from  the  p  ven  range.  IP 
All  problems  are  In  ho»'l2ontal  computation  format.   A  question 

Hmark  appears  where  the  student  should  type  the  letter  of  the  correct  C? 
formula  **GIVE  EXAMPLE  HERE.   The  student  responds  by  pressing  the 

appropriate  letter  key  (no  Return  key  Is  required).    If  the  right  letter  Q 

B      Is  entered,  the  correct  product  is  given  and  the  text  or  animated  K 

N      reinf  -cement  appears  on  the  screen.    ANIMATED   reinforcement  consists  q 

—  brief  animations  and  single  words  (ex.  a  scroll  that  says.  "HELL  B 

E";  a  ship  «1th  steam  that  says.  "GREAT";  a  dump  truck  dumping  the  ^ 

Kord  "WOW").   TEXT  reinforcement  consists  of  nessages— "Wow!".  "Wow,  D 
"Super,  Student!",  etc. 


Student! 
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•  leue!?'^*      ^  ^"'^  P'"«ses  Return  and  ree^tirs  R 


•        The  student  Is  allowed  one  error  p#r  multiplication  problem 
If  a  second  error  Is  made,  the  program  announces  "XX  Is  wrong."  and 
supplies  the  correct  letter  for  the  formula  and  the  product. 

The  program  maintains  a  constant  display  of  student 
performance  at  the  bottom  of  tiie  screen.   This  Includes:      PL=  XX 
lv?°=^;j*^r'^^'  ?  '  correct),  TP  =  XX  (total  p-oblems).  and 

l<  I  ^P**"""^  accuracy).  The  total  correct  Includes  problems  on 
Which  the  student  made  only  one  error.  These  totals  are  reset  to  zer 
when  the   problem  level  changes. 

TE^CHER  OPTIONS 


i 
i 
i 

H 

1.    Pressing  Control-I  at  the  Initial  title  screen  will  get  you  Into  the 
wa  management  menu  to  change  "minimum  number  of  problems',  "mastery 

i 

m 

E 
M 
E 
E 
E 


level",  and  "failure  level". 

2.  This  software  has  an  extensive  management  system  which  assigns 
problem  levels"  and  maintains  records  for  up  to  100  students 

divided  Into  up  to  5  classes. 

3.  A  session  can  be  ended  at  any  time  by  pressing  the  Esc  (escape)  key. 
The  program  then  presents  a  summary  of  performance  and  returns  to 
the  Initial  title  screen. 

SUGGESTIONS 

1.  Be  sure  the  student  can  read  the  message  "Press  RETURN  to  go  on.", 
and  that  he/she  knows  to  watch  for  It.  After  each  error  the  program 
displays  two  messages:  "Try  again,"  and  "Press  RETURN  to  go  on."  In 
these  Instances,  the  student  must  pru-ss  Return  and  then  try  a  new 
answer. 

2.  D.T.A.  Applications  Iri 
Warm-up  *' 
Guided  Practice  R  * 


Independent  Practice 
3.    Vocabulary:  "of"  means  "multiplied  by" 


t 


4.    He  suggest  that  you  bypass  the  management  system,  and  use  the  system  fej 

Bin  Its   drill"  mode.    Do  this  in  the  following  way:  (1)  Type  "DRILL 
when  the  program  asks  for  the  student's  name,  then  (2)  select 
ANIMATED  OR  TEXT  REINPnRrrMrNT"  mnrt  rhn/>e. 


ANIMATED  OR  TEXT  REINFORCEMENT"  and  (3)  choosethe'approprlate  * 
level.  D 

ETl  SI 


E 

B      *  NOTE:    Contrary  to  the  message  on  the  opening  screen,  do  NOT  ^ 

H press  Return  after  selection  ^A  ^c^J  (Animated  or  Text)  A 
reinforcement.  OoU 
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G. 


H  SOFTWARE  i 


B 


m                          Fractions  g 

H  •  OBJECTIVES:             SUMMARY  I 

g       MFMT  pr«:requisite  simplify  fractions  d 

B SKILLS:  — 

R2      Reduce  fractions  to  lowest  terms  B 

HMILLIKEN  PROBLEM  LEVELS:   FRACTIONS  8-9  "Z 

C2      Convert  Improper  fraction  to  mixed  number  B 
^                         MILLIKEN  PROBLEM  LEVELS:   FRACTIONS  10-11 

B  B 

H*  SEE  ATTACHED  PROBLEM  LEVEL  EXAMPLES  FOR  MORE  r- • 

INFORMATION.  H 

B  B 

Q  ACTIVITY  SUMMARY 


B 


This  software  provides  "no  .r i 1 1 s" dr i 1 1  and  practice 

Hon  fraction  problems.     It  is  divid^^d  into  "problem  levels".  — 

which  range  from  basic  fraction  concepts  to  adding  mixed  W 

H numbers  with  unlike    denominators.  " 

Problems  are  in  both  vertical  and  horizontal  Q 

computation  format.    A  question  mark  appears  where  a  digit  H 

His  needed.     The  students  responds  by  pressing  the  r^j 

appropriate  number  key  (no  RETURN  key  is  required..     If  the  || 

H correct  digit  is  entered,  the  question  mark  moves  left  to  q 

the  next  place  where  a  digit  is  needed  (denominator  H 

H posit  ion.  whole  number..).  "* 

If  a  problem  is  worked  correctly,  a  reinforcement  is  Gh| 

presented,  which  is  either  animated  or  text,  as  selected  at  W 

Bthe  start  of  the  program.    ANIMATED  reinforcement  consists  C3 

of  brief  animations  (a  wizard,  a  computer  printing,  a  space  H 

Hship)  w^th  a  single  word  ("WOW",  "TERRIFIC",   "VERY  GOOD")  q 

displayed.    TEXT  reinforcement  consists  of  messages — "Wow.  H 

H Student,!,"   "Super  Student",  etc. 
If  an  incorrect  digit  is  entered,  the  computer  does  not 

wait  until  a  problem  is  completed  to  give  corrective  ^1 

H feedback.     After  the  first  wrong  digit,  this  feedback  Q 

generally  consists  of  the  rressage,  "XX  is  wrong.    Try  H 

B again."     The  student  the  presses  Return  and  re-enters  the  q 

digit.  H 

HThe  student  Is  allowed  one  error  per  problem.     If  a 

second  error  (including  reducing)  is  made,  the  computer  ^3 
announces  **XX  Is  wrong,"  and  supplies  the  correct  answer 
12      digit  by  dlgit. 

riBHBHHBBHBBHBHHBBBH 

I.C.T.  for  E.S.E.  III-4;7  P.C.C./O.  of  ».  198a 


^^^^  kit  k£  IrE  tflfi  fef    IrX  fetf  fiiS  IkRf  tRf  hf  fesf  ISl  S^S  fiS  Ie^  AVL^ri. 

B  B 

H  The  session  continues  at  least  a  "minimum  number  of  H 

■■       problems"  is  presented.     This  number  is  preset  at  8.  but  con  " 

Hoe  res^t  to  any  number  from  3  to  20,     The  computer  also  has  B 
a  "mastery  level"  and  a  "failure  level"  which  are  preset  at 

H.  80%  and  50%  (respectively)  but  can  be  reset  by  the  teacher, 

•As  longas  the  student  performs  between  the  mastery  level  and  H 

H*  the  failure  level ♦  the  computer  continues  to  present  m 

proDiems  at  a  given  "problem  level"   indefinitely,  M 

After  the  "minimum  number  of  problems"  has  been  ~* 

Bpresentea.  the  "problem  level"  will  automatically  increase  B 
each  time  the  student  reaches  the  "mastery  level"  or 

H decreases  if  the  student  reaches  the  "failure  level".     These  Q 

changes  are  announced  to  the  student:     "Good  news*  student,  H 

HYour  problem  level  went  up  to  XX.     Good  Job!":  "Bad  news  q 

student.    Your  problem  l?vel  went  down  to  XX,    Try  a  little  H 
harder."     An  excessive  number  of  errors  will  cause  the 

H session  to  end  with  a  message:     "Bad  new  Student.     You  have  B 
missed  too  many  problems.     See  your  teacher  for  help." 

HThe  computer  maintains  a  constant  display  of  student  CD 

performance  at  the  bottom  of  the  screen.    This  includes  H 

PL=XX  ("problem  level").  TC=XX  ("Total  Correct )♦  TP=XX  ^ 

H       (Total  problems),  and  AVG=XX%  (percent  accuracy).    The  total  H 
■■       correct  includes  problems  on  which  the  student  made  only  one 

H error.    These  totals  are  reset  to  zero  when  the  "problem  B 

level*'  chanaes,  Wi 

B  B 

B  B 

B  B 

B    B 

„  TEACHER  OPTIONS 

■  ■ 

B  B 

al.    Pressing  Control-I  at  the  initial  title  screen  will  get  B 

you  into  the  management  menu  to  change  "min  imum  number  of  Mi 

—       problems",  "mastery  level"  and  "failure  level".  g 

2',    This  software  has  an  extensive  management  system  which 

a assigns  "problem  levels"  and  maintains  records  for  up  to  100  H 
students  divided  into  up  to  5  classes, 

m      3,    A  session  can  be  ended  at  any  time  oy  pressing  the  Esc  W 

He  escape)  key.  The  computer  then  presents  a  summary  of  CZj 
performance  and  returns  to  the  initial  title  screen.  H 

g  B 
o^lgeBHBBHHHBBBBBHBIgM 
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H   B 

S  SUGGESTIONS  Q 

B  B 

m       1.    The  animat.?cl  reinforcement  takes  very  little  time  oway  Q 

Hfrom  instruction  and  we  recommend  it.  unless  the  student 
finds  it  too  childish.     The  text  reinforcement  addresses  the 
stuaent  as  "STUDENT"   .unless  the  management  system  is  used). 
wnich  may  not  be  very  appealing.  ^| 

HNOTE:  contrary  to  the  message  on  the  opening  screen,  do  NOT  Q 
press  Return  after  selecting  A  or  T  (Animated  or  Text)  p| 

H reinforcement. 
B 
^..^       2.     Be  sure  the  student  can  read  the  n.essage  "Press  RETURN 

^3       to  go  on."»  and  that  he/she  knows  to  watch  for  it.  It 

■■       appears  after  each  problem  and  error  rr^essage.  and  the  H 

H computer  simply  waits  for  the  RETURN  key  to  be  pressed.  Q 

Failure  to  respond  promptly  will  result  in  wasted  HI 

a instructional  time.     This  may  be  particularly  confusing 
after  an  error,  when  the  computer  displays  two  conflicting 

—  messages:  "Try  Again/'  and  "Press  RETURN  to  go  on."     In  ■* 

these  instances,  the  student  must  press  RETURN  and  then  try  Q 

a  new  answer .  M 

3.     Encourage  the  stud^    .  to  press  the  space  bar  to  regroup. 

HThis  is  not  really  required,  but  it  may  serve  as  a  memory 
aid  and  establish  the  habit  of  writing  the  carried  digit  in 
paper  and  pencil  computations.    Also,  it  provides  an 
m       additional  error  monitoring  step.  Q 

H4.     D.T.A.  Applications  CD 

Warm-up  H 

H Development  (of  computation  ski. Is  if  teacher  is  r-j 

pressent  to  assist)  H| 

H Guided  Practice  ^ 
Independent  Practice 
  Vocabulary:  reduce 

m       5.    We  suggest  that  you  bypass  the  management  system,  and  B 

Huse  the  systemn  in  it^s  "drill"  mode.     Do  this  In  the 
following  way:     (1)  Type  "DRILL"  when  the  program  asks  for 

the  student's  name,  then  select  (2)  "ANIMATED  OR  TEXT  JIT 

B        REINFORCEMENT"  and  (3)  the  "BEGINNING  LEVEL".  R 

B 

i 
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Sequence  FRACTIONS 


Problem 

Lfvei  Detcriptton 

1-3      Write  equivalent  fraction 
Common  factors  2-50 


Problem  Livit 
Example 

X 

"20 


6  =  24 


Sequence  FRACTIONS 


freblim 

Uvii  Description 

17       Write  least  common 
denominator 
Numerators  1-9 
Denominators  2-20 


Probfcm  teve' 
Eximole 


4-5   •  Order  of  fractions 
•  Numerators  1-9 
Denominators  2- 11* 


9^9 
7  >  9 


18       Add  unlike  fractions 

Denominators  are  muinpies 
Numerators  1-9 
Denominators  2-20 


1 


6-7  Order  of  fractions 
Numerators  M2 
Denominators  M2 


8-9      Simplify  fractions 

Common  factors  2-2h 


6.7.  f< 


8.9. 


1 
12 


19       Subtract  unliKe  fractions 
Denominators  are  multiples 
Numerators  1-9 
Denominators  2-20 


19.  Tn 


2 

10 

5 


10-11    Change  fraction  to  mixed 
numeral 
Numerators  5-50 
Denominators  2-S 

12-13    Change  mixed  number  to 
fraction 
Whole  numbers  2-10 
Fractional  numbers  1.20 


10-11.  y  =  X 


12.13.  2  J  =  X 


20       Write  least  common 
denominator 
Numerators  1-9 
Denominators  2-24 


21.22    Add  unlike  fractions 
Numerators  1.12 
Denominators  2-24 


21.22. 


^1" 


14       Add  like  fractions 
Numerators  0-9 
Denominators  2-24 
H'"   '^ntal  form 


23-24    Subtract  unlike  fractions 
Numerators  M2 
Denominators  2-24 


23-24.  i- 


15 


16 


ERIC 


Subtract  like  fractions  is. 
Numerators  0-9 
Denominators  2-24 
Horizontal  form 


Add  or  subtract  like  is. 

fractions 
Numerators  0-9 
Denominalo  '  2-24 


25       Add  unlike  mixed  numbers 
Whole  nurr.bcrs  1.9 
Numerators  1.12 
Denorriraiors  2-20 


2. 
8 

8 


25. 


834 
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Sequence  FRACTIONS 


frobl«m 

Itvtl  Description 

26       Subtract  mixed  numerai 
Uom  whole  number 
Whole  numbers  V9 
Fra'*   .a'  numbers  2-24 


Problem  Ltvit 
Eiimpli 

26.  4 
-2| 


I'roDiim 

ttvit  Dtscription 

34       Divide  fraction  by  a 
traction 
Numerators  1-9 
Denominators  2-24 


Problem  level 
Example 


=  X 


27 


28 


Subtract  mixed  numerals 
Fraction  in  mmuend  < 

traction  m  subtrahend 
Whole  numbers  V9 
Fractiona'  numbers  1-24 


Multiply  fraction  by 

whole  number 
Whole  numbers  8-99 
Numerators  1  *9 
Denominators  2-10 


27. 


6^2 
-3| 


35       Divide  mixed  numerals 
Whole  numbers  1-9 
Fractional  numbers  1-24 


36       Change  fraction  to 
decimal 
Numerate  •  V9 
Denominators  2-12 


35.1-^^  3t  =  X 


36.  Chang,  i-  to  a  dec  --c 

Type  t.ie  letter  of 
the  corrcc.  ansv.er 


28. 


X  20  =  ^ 


29  Multiply  fractions 
Ku^erators  M2 
Denominators  2-24 


29.  o  ^  Q  -  ^ 


30       Multiply  mixed  numera' 
by  traction 
Whole  numbers  V9 
Fractional  numbers  1  4 


30.2-4  ^  vf  = 


31       Muliipiy  mixed  numerals 
Whole  numbers  1-9 
Fractional  numbers  1-24 


32       Write  reciprocals 

Fractional  numbers  1-20 


52. -f  X 


33       Divide  a  whole  number  by 
a  traction 
Whole  numbers  2-20 
Fractional  numbers  1-9 


33.  20  -  -j 


8o; 


ERIC 


111-422 


B  KI^'^^cNCEs          SOFTWARE  B 

Q     Activity:  SUBTRACT  FRACTIONS  O 

g              SUMMARY  g 

B  i 
B 

^   OBJECTIVES:  ^ 

W  MFMT  2, 1.6. Sub  Mixed  Numbers  tand  Slmpllfyi  " 

H   SKILLS:  B 

fij  Al  Find  a  conunon  denominator  or  lowest  commci  B 
JUT  denominator 

B             MILLIKEN  PROBLEii  LEVELS:   FRACTIONS  17>20  H 

A2    Rename  fractions  to  a  given  denominator  ■* 

H MILLIKEN  PROBLEM  LEVELS:   FRACTIONS  1-3  S 

S3    Subtract  fractions  with  like  denominators  H 

•13             MILLIKEN  PROBLEM  LEVELS:   FRACTIONS  15-16  Q 

H     S4    Subtract  fractions  with  unlike  denominators  D 

H MILLIKEN  PROBLEM  LEVELS:   FRACTIONS  19.  23-24  — 

S5    Subtract  mixed  numbers  with  like  denominators  M 

MILLIKEN  PROBLEM  LEVELS:   FRACTIONS     NONE  ^ 

HS6    Subtract  mixed  rumbers  with  unlike  C7 

denominators  H 

g             MILLIKEN  PROBLEM  LEVELS:   FRACTIONS  27  g 

Zi        *  SEE  ATTACHED  PROBLiM  LEVEL  KAMPLBS  FOR  MORE  INFORMATION. 

B  ii 

g                                          ACTIVITY  SUMMARY  ^ 

S2          This  software  provider  "no  frills"  drill  end  practice  or.  xia:<-ion  D 

I  problems.    It  Is  divided  Into  "problem  levels"*  which  r^rc    frav  bas'x  H 

a traction  concepts  to  subtracting  mixed  numbers  with  unlike  o^noninators.  n 

Problems  are  In  both  vertical  and  horizontal  ccxnputatlon  format.    A  H 
question  mark  appears  where  a  digit  is  needed.    The  student  responds  by 

H pressing  the  appropriate  number  key  (no  Return  key  is  required) «  H  the  E| 
correct  digit  Is  entered,  the  question  mark  moves  to  the  next  pU^^e 

H where  a  digit  is  needed  (denomiator  post  ion*  whole  number* «>.  C3 

If  a  problem  Is  worked  correctlyt  a  reinforcement  Is  presented.  H 

H which  is  either  animated  or  text,  as  selected  at  the  start  of  the  n 

program*  ANIMATED  reinforcement  consists  of  br!ef  animations  (a  wizard.  a 
a  computer  printing*  a  space  ship)  with  a  single  word  ("VOW''. 

H^TERIFFIC"*  "VERY  GOOD")  displayed*  .  TE^P  reinforcement  consists  of  B 
messages— •  Wow!".  "Wow\  Student*".  "Super.  Stuoent!*.  etc. 


ERIC 
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i  B 

B  If  an  incorrect  digit  is  entered,  the  computer  does  not  wait  until 

Ha  problem  is  completed  to  give  corrective  feedback.     After  the  first  q 

wrong  digit,  this  feedback  generally  consists  of  the  message.  "XX  is  B|| 

H wrong.    Try  again."    The  student  then  presses  Return  and  re-enters  the 

digit.  H 
The  student  Is  allowed  one  error  per  problem.    If  a  second  error 

C3|      (including  reducing)  is  made,  the  computer  announces  "XX  is  wrong."  and  g 

supplies  the  correct  answer  digit  by  digit.  H 

H             The  session  continues  until  at  least  a  "minimum  number  of  problems"  S 

is  presentea.    This  number  Is  preset  at  8,  but  can  be  reset  to  any  q 

^3       numoer  from  3  to  20.    The  comouter  also  has  a  "mastery  level"  and  a  H 
■■       "failure  leveP  which  are  preset  at  80%  and  50%  (respectively)  but  can 

Hbe  reset  by  the  teacher.    As  long  as  the  student  performs  between  the  mm 
mastery  level  and  the  failure  level,  the  computer  continues  to  present 

H problems  at  a  given  "problem  level"  Indefinitely.  CJ 

After  the  "minimum  number  of  problems"  has  oeen  presented,  the  R 

"problem  level"  will  automatically  Increase  each  timi  the  student  q 

B      reaches  the  "mastery  level"  or  decrease  if  the  student  reaches  the  B 
WM       "failure  level".    These  changes  are  announced  to  tne  stuient:  "Good 

Hnews.  Student.    Your  problem  level  went  up  to  XX.    Good  job!!";  "Bad  G3 
news.  Student.    Your  problem  level  went  down  to  XX.    Try  c  little 

H harder."    An  excessive  numher  of  errors  will  cause  the  session  to  end  Q 

with  a  message:  "Bad  news.  Student.    You  have  missed  too  many  problems.  R 

HSee  your  teacher  for  help."  q 

The  computer  maintains  a  constant  display  of  student  performance  at  H 

the  bottom  of  the  screen.    This  includes:    PL  =  XX  ("problem  level").  TC  „ 

H«  XX  (total  correct).  TP  =  XX  (total  problems),  and  AVG  «  XX%  (percent  B 
accuracy).    The  total  correct  includes  problems  on  which  the  student 

Hmaae  only  one  error.    These  totals  are  r  ^et  to  zero  when  the  "problem  C3 

level"  chances.  R 

B  i 

B  a 

B  B 

B  H 

B  i 

H  i 

H  B 

B  8 
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Q  TEACHER  OPTIONS  B 

B      1..    Pressing  Control-I  at  the  initial  title  screen  will  get  you  into  the  g 

management  menu  to  change  "minimum  number  of  problems",  mastery 

Q  level"  and  "failure  level".  ^ 

H2     This  software  has  an  extensive  management  system  v^ich  assigns  jZJ 

"problem  levels"  and  maintains  records  for  up  to  100  students  W 

H Divided  into  up  to  5  classes.  g 
3     A  session  can  be  ended  at  any  time  by  pressing  the  Esc  (escaoe)  i^ey. 

HTne  computer  then  presents  a  summary  of  performance  and  returns  tu  || 

the  initial  title  screen.  __ 

B   -   8 

1^  SUGGESTIONS  B 

HI.    The  animatea  reinforcement  takes  very  little  time  away  froiT:  W 

instruction  and  we  recommend  it.  unless  the  stude.it  finds  ,  ^ 

childish.    The  text  reiniorcement  addresses  the  student  as    S-iUDEN.  D 
(unless  the  management  system  -s  used),  which  may  not  be  very 
appealing. 


4 


NOTE:  Contrary  to  the  message  on  the  opening  screen,  do  NOT  press  Return 

g  after  selecting  A  or  T  (Animated  or  Text)  reinforcement.  |^ 

H2     Be  sure  the  student  can  read  the  message  "Press  RETURN  to  go  '.n.".  C3 

and  that  he/she  knows  to  watch  for  It.    It  appears  after  each  N 


H problem  and  error  message,  and  thu  computer  simply  waits    or  the  g 

Return  key  to  be  pressed.  Failure  to  respond  promptly  will  result  || 
in  wasted  instructional  time.    This  may  be  particularly  confusing 

H after  an  error,  when  the  computer  displays  two  conflicting  messages.  M 
"Try  again."  and  "Press  RETURN  to  go  on.      In  these  instances,  the 

g  stuaent  must  press  Return  and  then    ry  a  new  inswer.  |p| 


pj       3.    D.T.A.  Applications  jj^ 

2            Development  (of  computation  skills  If  teacher  Is  present  to  assist)  — 

Guioeo  Practice  H 

Independent  Practice  q 

H Vocabulary:  reduce  U 

.  .   J.   1.  iic^A    fKi»  ev/ct'Am 


H4     We  suggest  that  you  bypass  the  management  system,  and  use  the  system  g 

in  its  "drill"  mode.    Do  this  In  tne  fol lowing  way :  BB 

TvnP  "DRILL"  when  the  program  asks  for  the  student's  name,  then  q 

g  seie^r  (2?  -ANIK^ra  OR  TEXT  REINFORCEMENT"  and    (3)  the  "BEGINNING  g 


sele 
LEVEL 


g  838  U 


Sequence  FRACTIONS 


frobtem 

Itvei  Vttcriptien 

.•3      Wriie  equivalent  fraction 
Common  factcs  2-50 


Eianple 


6 


1 
24 


Sequence  FRACTIONS 


livit  Oiicrlptlon 

17      Write  least  rommon 
denomlnitor 
Numeralors  1-9 
Denominators  2-20 


Probfem  icvet 
Eiampie 


4-i   '  Order  of  fractions 
Numcf?tors  1-9 
Denominators  2-12 


4.    9   <  g 

7  >  9 


18       Add  unlike  fractions 

Denominators  are  multiples 
Numerators  1-9 
Denominators  2-20 


18.  4 


2 

8 
1 


6-7  Order  of  fractions 
Numerators  M2 
Denominators  1-12 


8.7 


••9       Simplify  fractions 

''ommon  factors  2-24 


8-9  ^  - 


19       SuCtract  ur.MKe  fractions 
Denominators  are  multiples 
Numerators  1-9 
Denominators  2-20 


19.  7n 


7_ 
10 

5 


10-11    Ctiange  fraction  to  mixec 
numera' 
Niimeralors  5-50 
Denominators  2-9 

12-13   Change  mixed  num')er  to 
fraction 
Whole  numbers  2-10 
Fractional  numbers  1-20 


10-11.  Y  =  X 


1213. 


^1 


Add  like  fractions 
Numerators  0-9 
Denominators  2-24 
Horizontal  form 


15       Subtract  like  fractions 
Numerators  0-9 
Oenonjinotors  2-24 
Hori2on!af  form 


15  -^.^ 
9  9 


16       Add  or  Subtract  like 
fractions 
Numerators  0-9 
Denominators  2-24 


16. 


2. 

8 
8 


20       Wr.je  least  common 
denominator 
Numerato'"s  1-9 
Denominators  2-24 


^  1  1 


21*22    Add  unlike  fractions 
U  ;mcrators  M2 
Denominators  2-24 


21-22.  -k 


23-24    Subirac!  unlike  fractions 
f<umerator;>  1-12 
Dcnomiriators  2-24 


23-24. 


9 
6 


25       Add  unlike  mixed  numbers 
Whole  numbers  1-^ 
Numerators  1-12 
OcnomratOf  s  2-20 


25. 


3i 

ii 

X 


839 
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Sequence  FRACTIONS 


frobltm 

ifvt!  Otscription 

2£       Subtract  mixed  numeral 
from  whole  num&er 
Whole  numbers  1-9 
Fractional  numbers  2-24 


frobiim  livat 


26. 


^3 


Problem 

Livit  Discription 

34       Divide  fraction  by  a 
fraction 
Numervofs  V9 
Oenomin?tors  2-24 


Problem  Level 
Example 

34  A 


=  X 


27 


28 


Subtract  mixed  nume<dis 
Fraction  in  mmuenc  < 

traction  in  subtrahend 
Whole  numbers  1-9 
Fractions'  numbers  1-24 


Multiply  traction  by 

whole  number 
Whole  numDers  E-99 
Wurneraiors  1-9 
Denominators  2-10 


27. 


6^2 
-3i 


28.  f  X  20  =  ' 


35       Divide  mixed  numerals 
Whole  numbers  1-9 
Fractional  numbers  1-24 


36       Change  fraction  to 
decimal 
Numerators  1-9 
Denominators  2-12 


3S.l|-3|  =  x 


36.  Cha^gj  y  to  a  de: 

Type  t.ie  ie:!€r  c* 
the  correc-  ansv.e- 


29  Multiply  fractions 
NuTierators  1-12 
Denominators  2-24 


30       Multiply  mixed  numeral 
by  fraction 
Whole  numDers  1-9 
Frai   nai  numbers  1-2^ 


31       Multiply  mixed  numerals 
Whole  numbrrs  1-9 
Fractional  numbers  1-24 


31.  V 


2| 


32       Write  rtciprocals 

Fractional  numbers  V20 


33       Divide  a  whole  number  by 
a  fraction 
Wloie  numbers  2-20 
Fraciionai  numbers  1-9 


33.  20  - 
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B  B 

H Company:    Mllliken  C| ftPT TAFA  t)  T?  S 

Title:    Hath  Sequences  Mwii     *   WllBBiW  M 


r—i       Activity:   subtraction  — 

g  SUMMARY  i 

MFMT  2.1.2.  Subtract  Whole  Numbers  H 

H      SKILLS:  Q 

]B      SI     Recall   subtraction  number  facts  B 

HMILLIKEN  PROBLEM  LEVELS:   SUBTRACTION     i-8,    13  ■■ 

•21  g 

S2     Subtract  two  numbers  with  up  to  2  digits  each,  MS 

Hno  regrouping  t~i 

MILL  I  KEN  PROBLEM  LEVELS:   SUBTRACTION     23  ||| 

HS3     Subtract  two  nuuibers^  with  up  to  3  digits  each, 

no  regroup  i  ng  mm 

BH MILLIKEN  PROBLEM  LEVELS:   SUBTRACTION  32 

S4     Subtract  two  numbers  with  up  to  2  digits  each,  U 

regrouping  tens        ones  »l 

MILLIKEN  Pi?OBLEM  LEVELS:   SUBTRACTION     24-31  Q 

S5     Subtract  two  numbers  with  up  to  3  digits  each,  |||| 

a regrouping  tens  to  ones 

MILLIKEN  PROBLEM  LEVELS:   SUBTRACTION     no  H 

Hprobl em  I eve 1 s 

S6     Subtract  two  numbers  with  up  to  3  digits  each,  C3 

regr^ouoing  hundreds  to  tens  H 

HMILi^IKEN  PROBLEM  LEVELS:   SUBTRACTION     33-34  Q 

S7     Subtract  two  numbv'^^rs  with  up  to  3  digits  each,  || 

H regrouping  to  tens  OR  ones 

MILLIKEN  PROBLEM  LEVELS:   SUBTRACTION     35--37  M 

HS8     S»  "^tract  two  numbers  with  up  to  3  digits  -*ach , 

o.      or  two  regroupings  ^3 

HMlLLIKEi>I  PROBLEM  LEVELS:   SUBTRACTION     38-43  ■■ 

S9     Subtract  two  numbers  with  up  to  4  digits  each,  CD 

one  to  three  regroupings  b| 

HMILLIKEN  PROBLEM  LEVELS:   SUBTRACTION     ^^44-50  « 

SIO  Subtract      ^o  numbers  with  up  to  5  digits  M 

Heach,  one  cO  four  regroupings  ^ 

MILLIKEN  PROBLEM  LEVELS:   SUBTRACTION     #^51-54  g 

H**  These  problem  levels  extend  beyond  MFMT  requlrments  by  including  C3 

problems  requiring  more  than  two  regroupings  H 

H  «SEE  ATTACHED  PROBLEM  LE^'^^L  EXAMPLES  FOR  MORE  INFORMATION.  j^jj 

i  B 
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.^^A  U  El  Ul  Istf    HI  Hi  Hi  ?1  HI  Hi  HI  HI  HI  S3  HI  HI 
B  U 

„  ACTIVITY  SUMMARY  q 

This  software  provides  "no  frills"  drill  and  practice  on  ■* 

H subtract  ion  problems.    It  is  divided  into  "problem  levels",  which  range  Q 
from  basic  subtraction  facts  to  subtracting  two  numbers  with  up  to  five 

Haigits  each  requiring  one  to  four  regroupings  (borrowing). 
With  a  few  exceptions  (see  attached  Problem  Level  Examples),  ^ 

H problems  are  in  vertical  computation  format.    A  question  mark  apnears 
wnere  a  digit  is  needed.    The  student  responds  by  pressing  the  u 
appropriate  numoer  key  (no  Return  key  is  required).    If  the  correct 

H Digit  is  enterea.  the  question  mark  moves  left  to  the  next  column. 
Thus,  digits  are  entered  in  the  correct  right-to-left  computational  ■■ 

H sequence.  C3 
On  "problem  levels"  requiring  regroupinc  (borrowing).  "Press  space  p| 

Hbar  to  regroup."  is  also  displayed.    Pressing  the  Space  Bar  in  a  column 
where  borrowing  is  not  required  oroduces  no  response  from  the  computer.  feS 
Pressing  the  apace  bar  when  borrowing  i§  required  prompts  a  !inf    .;at  is  ^^^^ 

H'^rawn  over  the  number  where  the  borrowing  should  occur,  h  question  mark  ^3 
appears  on  top  of  the  column,  where  the  student  enters  the  new  value  of 

Ethe  digit.  The  question  mark  then  appears  over  the  number  needing  the  D 
borrowing  and  the  student  enters  the  carried  number  from  the  previous  H 

H column.    Actually,  this  process  is  optional.    If  the  student  refraiiis  q 
from  pressing  the  space  bar  and  simply  enters  the  correct  digit  at  the 
bottom  of  the  column,  the  response  is  considered  correct. 

Hlf  a  problem  is  worked  correctly,  a  reinforcement  is  presented.  M 
wnic^  is  either  animated  or  text,  as  selected  at  the  start  of  the 

Pproaram.    ANIMATED  reinforcement  consists  of  brief  animations  and  single 
woras  (a  scroll  that  says  "^WELL  DONE",  a  ship  with  steam  that  says  d 
r         "GREAT",    a  dump  truck  dumping  the  word  "WOW").    TEXT  reinforcement  „ 
M      consists  of  me3sa9eS""Wow!-.  "Wow,  i;tudent!".  "Super.  Student!",  etc. 
■*  If  an  incorrect  digit  Is  ente        the  computer  dr^s  not  wait  until 

fig      a  proDlem  is  completed  to  give  corrective  feedback.     After  the  xirst  B 
BH      wrong  digit,  this  feedback  generally  consists  of  the  message.  "XX  is 

H wrong.    Try  again."    The  student  then  presses  Re'-urn  and  reenters  the  g 
Qigit. 

HThe  student  is  allowed  one  error  per  sub^^ractlon  problem.    If  a 
secono  error  (including  carried  digits)  is  maue,  the  computer  announces  p|[ 
"XX  is  wrong,"  and  supplies  the  correct  answer  digit  by  Gig'*".  ^ 

B  i 

H  I 
H  H 

B  a 

B  B 

B  H 
.^■BBBHBBBBBBBBBBBB£ 
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HThe  session  continues  until  at  least  a  'minimum  number  of  problems"  is  g 

presented.    This  number  Is  preset  at  8.  but  can  be  reset  to  any  number  Wm 

Htrm  3  to  20.    The  comouter  also  has  a  "mastery  level"  and  a    failure  g 
levei"-  which  are  preset  at  80%  and  50%  (respectively)  but  can  be  reset 

r-l     bv  the  teacher.    As  long  as  the  student  performs  between  the  mastery  « 

M     :level  and  the  failure  level,  the  computer  continues  to  present  problems  || 

H at  a  given  "problem  level"  indefinitely.  .  ^    ,w  D 

After  the  "minimum  number  of  problems"  has  been  presented,  the  mt 
"problem  level"  will  automatically  increase  each  time  the  student 

Breaches  the  "mastery  level"  or  decrease  if  the  student  reaches  the  g 

"failure  level".    These  chan&ss  are  announced  to  the  student:    Good  W 

Hnews.  Student.    Your  problem  level  went  up  to  XX.    Good  job!!":  Bad 
news.  Student.    Your  problem  level  went  down  to  XX.    Try  a  little 
  harder."    An  excessive  number  of  errors  will  cause  the  session  to  end 

B     vith  a  message:  "Bad  news.  Student.    You  have  missed  too  many  problems. 

See  youi  teacher  for  help."  ,    .  ^    ^       z  r—i 

HThe  computer  maintains  a  constai.t  display  of  student  performance  at  g 

the  bottom  of  the  screen.    This  includes:    PL  =  XX  ("problem  level").  TC  R 

a     =  XX  (total  correct).  TP  =  XX  (total  problems),  end  AVG  =  XX^  (percent  g-. 

B     accuracy).    The  total  correct  includes  proolems  on  which  the  student  || 
^     mjae  only  one  error.    These  totals  are  resel  to  zero  when  the  prob.em 

^3      \t<ie\'  changes.  H 

•  B    I 

  N 

TEACHER  OPTIONS  ^ 

H      1.    Pressing  Control-I  at  the  initial  title  screen  will  get  you  into  the  ■ 

H management  menu  to  change  "minimum  number  of  problems',    masce.y  a 
level*  ana  "failure  level". 

H      2     This  St  >ware  has  an  extensive  management  system  which  assigns  || 

'    "proDle..  levels"  and  maintains  records  for  up  to  100  students  — 

|3  divided  into  up  to  5  classes.  Jgg 

H3.    A  session  can  be  ended  at  any  time  by  pressing  the  Esc  (escape)  key.  || 

The  computer  then  presents  a  si  mary  of  performance  and  returns  to  wm 

Q  the  initial  title  screen.  B 

■  I 

■  .    843  g 

eBHBBBBBBBBBBBBBBB£ 
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H  SUGGEST I ONS  B 

1.    The  animated  reinforcement  takes  very  little  time  away  from  Q 

H instruction  anr  we  recommend  it.  unless  the  Jtudent  finds  it  tcj 
chiiaish.    The  text  reinforcement  addresses  the  student  as  "STUDENT"  H 
(unless  the  management  system  is  used),  which  may  not  be  very 

a NOTE:  Contrary  to  the  message  on  the  opening  screen,  do  NOT  press  Return  CZI 
after  seiecting  A  or  T  (Animated  or  Text)  reinforcement.  W 

E3      2.    Be  sure  the  student  can  reod  the  message  "Press  RETURN  to  go  or.**. 

Hana  that  he/she  knows  to  watch  for  it.    It  appears  after  each 
problem  and  error  message,  and  the  compui'^'"  simply  waits  for  the  fjlj 
RETURN  key  to  be  pressed.    Failure  to  respond  promptly  will  result  ■* 

Hin  wasted  instructional  time.  This  may  be  particularly  confusing  tIJ 
after  an  error,  when  the  computer  display    two  conflicting  messages:  H 

H"Try  again."  and  "Press  RETURN  to  go  on."    In  these  instances,  the 
student  must  press  Return  and  then  try  a  new  answer.  H| 

H3.    Encourage  the  student  to  press  the  Space  Bar  cO  regroup     This  is  brf 
not  really  required,  but  it  may  serve  as  a  ^nemory  aid  and  establish 

Hthe  habit  of  writing  the  cai-ied  digit  in  paper  and  pencil  jS 

computations.    Also,  it  provides  an  additional  error  monitoring  ■II 

g  step.  g 

*~      4.    Be  sure  that  the  student  understands  the  right-to-left  sequence  of 
hit  entering  the  digits.    This  may  be  confusing.    For  example,  in  the 

Wi  problems:  54    and   54  -  20  and  the  four  must  be  entered  first. 

B  B 

B  "  B 

H 5.    D.T.A.  Appl ications  q 
Viarn.-up 
Development  (of  computation  skills  if  teacher  is  present  to  assist) 

HGuidea  Practice  B 
Inaependent  Practice 

Vocabulary:  regroup  g 

6.    We  suggest  that  '■'ou  bypass  th?  management  system,  and  use  the  system 
B  in  Its  "drill"  ri.  ^e.    Do  this  in  the  following  way:  (1)  Type  "DRILL" 

when  th*  program  asks  for  the  students  name,  then  select  (2) 
g  "ANIMATED  OR  TEXT  REINFORCEMENT"  and  (3)  the  "BEGINNING  LEVEL".  g 

B  ov.  B 

B  B 
B  H 
HBBBHHBBB>iBBHBBHBB£ 
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Sequence  SUBTRACTION 


.eve! 
1-3 


Description 

Minuends  2-6 


•B      Minuends  1  9 


Problem  Level 
Example 

1.6  -  2  =  X 
2.  5 
-  2 
X 

3»  Pevifiw 


4.  '9  -  4  X 
S«  6 

-  0 
X 

6.  Review 


22       Minuends  10-18 
Subtrahends  0-9 
Missing  minuends 
No  regrouping 


23       Minuends  20-99 
Subtrahends  20*99 
No  regrouping 


Minuends  20-99 
Subtrahends  2-9 
Regrouping  tens  to  ones 


22.  X  -  4  := 


23.  44 
X 


24-25. 


31 

-J. 
"  X 


Minuends  eqiiai  10 


7,  10 

-  3 


8.  10  -  4  «  X 


26-27    Minuends  20*99 
Subtrahends  21-99 
Regrouping  tens  to  ones 
No  multiples  of  10 


28-27, 


42 
-  27 


Problem 

Level  Description 

9-10     Sums  1-10 

Missing  addends 


Problem  Lsvii 
E!:«niplB 

9-10.  8  +  X  =  10 


28       Minuends  20*90  (Multiples 
ot  10) 
Subtrahends  11-89 
Regrouping 


28.  40 
-  17 


1M2    Minuends  1-10 

Missing  subtrahends 


13-15    Minuends  10-13 
Subtrahends  2-9 


Prttilfin 

Uvel  O^scrfption 

16-17    Minuends  14-18 
Subtrahends  4-9 


11.12.  10  -  X  =  7 


13.  12  -  5  «  X 

14.  12 

X 

15.  Review 

Problem  tjvel 
Example 

16-  14  -  5  «  X 
17.  13 

X 


29-31    Minuends  20-99 
Subtrahends  2-99 
Regrouping 


Problem 

Ltve!  Description 

32       Minuends  200-900 
Subtrahends  100*900 
No  regrouping 


29-  37 

-  8 
X 

30-  31.  48 

-  23 


Problem  Level 
Eiemple 

32-  476 
-  123 


18*21    Minuends  10-18 
Subtrahends  2*9 


1819.  12  5  •  X 
20-21.  11 

-  5 

X 


S3-34    Minuends  200*999 
Subtrahends  100*899 
Regrouping  hundreds  to  tens 


33-^4.  438 

-  174 
X 


ERLC 
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Sequence  SUBTRACTION 


Probitm 

livil  Ditcriptlon 


Problem  Level 
Example 


35       Min' ends  200-999  35.  481 

Subtrahends  100-899  137 

Regrouping  hundreds  to  tens  X 
OR  tens  to  ones 


36*37    Minuends  200-999 
Subtrahends  20-999 
Some  regrouping 


36-37.  493 
-  147 


A7       Minuends  1000-9000 
(Multiples  of  1000) 
Subtrahends  1000-8999 
Regrouping  3  times 


47.  4000 
"  13LC 


48-50    Minuends  1000-9999  4e-S0.  4751 

Subtrahends  1000-9999  ^  2356 

Regrouping  x 


38-39    Minuends  200*99^ 

(No  multiples  of  100) 
Subtrahends  200-999 
Regrouping  twice 


38*39.  413 

-  287 


40       Minuends  200-900 
(Multiples  of  100) 
Subtrahends  200-999 
Regrouping  twice 


40.  600 

«  178 


41-43    iv'-inuends  200-999 
Subtrahends  20-999 
Regrouping  once  or  twice 


41.  435 

•  89 


42-43. 


678 
-  23 


Problem 

Ltvil  Description 

51       Minuends  10.000-99.999 
Subtrahends  1000-9999 
Regrouping  4  times 


Problem  Level 
(.i^mpie 

5L  61472 
-  8983 


52-54    Minuends  100-99. 99S 
Subtrahends  20-99.999 
regrouping 


52-54.  718:6 
-  2437' 
X 


44  Minuends  1000-9999 
Subtrahends  100-999 
Regrouping  3  times 


45-46    Minuends  1000-9999  45-«6- 

Subtrahends  i0^0-':999  r_£255. 
Regroup        '  ^' 
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4  SS'-ss  SOFTWARE  B 


•i 


g                 SUMMARY  * 

H      OBJECTIVES:                                 hr  W  bYb ■  Y ■       ■  ■  ■  g 

B      MFMT:     THESE  WORD  PROBLEMS  MATCH  SKILLS  THAT  ARE  B 

RELATED  TO  THE  OBJECTIVES  BELOW.  THEY  „ 

B                                DO  NCT  GIVE  PRACTICE  IN  SOLVING  MONEY  B 

■I                                PROBLEMS.  H 

H                    5.1.2  Solving  Money  Problems  Using  Addition  B 

a and  Subtraction  ^ 

5.1.3  Solving  Mo/jey  Problems  Using  M 

Multiplication  and  Division  ^ 

H      SKILLS:     KWl  SELECT  tEY  WORDS  IN  A  WORD  PROBLEM  B 

HKW2  SELECT  AN  OPERATION  .7R0M  rEY  WORDS  AND  D 

PHRASES .  H 

i   B 

ACTIVITY  SUMMARY  g 

^F-cg     BASIC  PROBLEMS  Is  a  prociraii!  that  provides  students  with  an  opportunity  Q 

p|      to  pr&nice  word  problems  that  use  the  four  basic  operations  to  solve.  R 

HTne  propram  offers  a  specific  strategy  to  use  In  order  to  solve  the  r— i 
proolems. 

HEx.  1.  Reao  the  problem.  S 

r:.  Find  all  the  numbers.  H 

H3.  Choose  the  operation  g 

4.  Choose  the  nuiobers  you  need.  R 

Q           5.  Solve  the  problem.  q 

To  begin  the  program  the  student  should  type  'DRILL*  instead  of  their  !! 

B     name  when  asiced:  What  Is  your  name?    T^ls  vlll  give  the  students  an  H 

M     opportunity  to  practice  word  problems  and  their  progress  will  not  be  ■■ 

Hrecoroeo  in  the  management  system.     See  the  Mllhtcen  manual  for  more  C3 

in^'ormation  about  the  teacher  manager  program.  By 

H     The  student  should  then  select:        Staple  Problems  or  B...CoQiplex  H 

B roblots.    Coogplex  problems  contain  jarger  numbers  and  may  include  more  „ 

than  C!)e  operation  to  solve.  B 

HThe  student  has  an  option  to  review  the  strategy  for  solving  problems  or  Q 

not  by  pressing       or  'N* .  H 

If  *Y*  Is  selected  the  program  executes  a  lesson  on  how  to  solve  the  B 

word  problems.  The  student  will  control  the  rate  that  this  information  „ 

Ijjj     is  presented,  by  pressing  the  Space  Ur  to  aove  on  to  the  next  screen.  Q 

for  E.S.I.  III7435  P.O.C./U.  of  MD.  1088 


B      Eaci.  screen  will  have  the  step  of  the  stratepy  highliphteci  in  largs  € 

Bprini  within  a  box  at  the  Dottotr.  of  ".nt  screen.  g 


If  •N"  is  sclcctco  the  program  automatically  poes  to  the  main  inenu. 
Tncre  arc  four  topics  that  the  student  can  choose  frorr*.  The  wora 
problems  and  pictures  will  relate  to: 


Ex.  K  Sports 
.   2.  Monsters 

3.  Wild  West 

4.  School  Life 


^  4.  School  Life  j-2 

H       The  proDlems  are  not  listed  in  order  of  difficuU/.    They  will  be  either 

g       ^iicpie  or  ccoplex  bependinp  on  the  student's  choice  at  the  initial  menu.  g 

BWhen  solving  the  problems  the  student  is  prompted  each  step  of  the  way. 
A  woro  problem  is  presented  at  the  top  of  the  screen.  At  the  lower 
left,  the  proopt  is  given: 

Ex.  Read  the  problem.  Enter  the  correct  aeration   

B 
i 
i 
H 
B 
B 

■      li  dividing,  the  student  has  'Ji  extra  step  before  entering  the  quotient.  K 
m      After  the  dividend  and  divisor  has  been  entered  correctly,  a  question 
B      loaric  will  blink  in  the  quotient  location.    The  student  Bust  press  the 
Space  Bar  when  the  question  mark  Is  in  the  right  location  icr  the 

H answer.    The  student  has  an  option  of  long  or  short  division.   To  choose  tog 
snort  division  they  are  given  the  cue:  Press  Space  Bar  for  short  ^ 
C3      division.  B 

5  All  answers  except  quotients  ar^  entered  from  right  to  left.  Even  g 
H      basic  fact  answe-s  oust  be  entered  this  way.  Ml 

BFor  a  correct  response  the  student  will  see  a  picture  appear  in  t!-.e  R 
l(^«er  left  of  the  screen.  As  the  student  continues  to  «ake  correct  ^ 

H responses  Bore  information  is  adfM>d  to  this  picture.     For  example  a 
horse  will  pop  up.  then  a  saddle,  then  a  rider... this  will  end  when  all 
Q      the  problems  are  completed. 

^      After  two  Incorrect  responses  *t  any  time  Airing  the  problem  solving, 
g      the  program  will  give  i;he  <nudent  the  correct  answer.    This  will  occur  || 

r.BBBBBBBBBi'iPBBBBBS 


Ex.  Read  the  problem. 
A. . .Aodition 
S... Subtract  ion 
K...nultipl icatlon 
I?  ..Division 

Type  A.  S.  «.  D.  or  "SC  to  stop.  ^  ^ 

At  the  lower  right  of  the  st:r».en  is  the  work  area.  Once  the  student 
enters  the  correct  operation,  they  must  enter  the  numbers  into  the  work 
area.  The  operation  format  is  always  set  up  vertically  for  them  with  a 
blinking  arrow  indicating  the  location  of  the  first  number. 

wnen  the  numbers  have  been  entered  the  student  is  instructed  to  solve 
thi  problem. 


ERIC' 


even  if  there  are  several  steps  to  solving  the  problem^  such  as 
muUJpiyinp  then  aaalnp.  Tnere  is  no  animation  followlno  a  problein 
solveo  Dy  the  program. 

Tne  stuoent  is  given  seven  PiOblems  to  complete.  There  is  no  score  or 
error  analysis  attcr  the  set.   The  student  will  be  to:o: 

Good  joD!  You  pasMG  this  section, 
or 

Oops.  You  did  not  successfully  ccxnplete  this  section*  icu  will  have  the 
opportunity  to  try  again. 

Press  Return  key  to  continue  or  ESC  to  quit. 

They  cannot  repeat  a  section  once  they  passed  it.  Tne  problems  within 
eacn  section  stay  the  same 


TEACHER  OPTIONS 
See  the  Hi  1  liken  Word  Hath  Hanual  for  management  options. 


SUGGESTIONS 

1.  Use  the  •Drill^  option  instead  of  the  teacher  management  program. 

2.  Review  strategy  and  program  coooiands  with  students  before  using  this 

program. 

3.  Have  students  look  for  the  strategy  cues  on  the  screen  if  there  is 

difficulty  with  reading  the  text. 
4-    Consider    the   students   reading   skills  before   having   them  work 
inoepenoently  with  this  program. 

5.  D.T.A.  Applications: 
Guided  Practice 
Independent  Practice 

Vocabulary:  addition  success 

subtraction  opportunity 
Buitipl ication  numerals 
division  regroup 
quotient  Space  Ba: 

problem  Return 
correct  Escape 
operation 

See  manuals  for  a  list  of  the  vocatxilary  words  in  the  prot)lems« 

6.  Pencil  and  paper  should  oe  used  if  appropriate. 

7.  See  the  i>ro{ram  manual  for  further  Information. 
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1 
i 
i 
H 
i 
i 
i 
8 
H 
B 
H 
B 
B 
B 
B 

B 
B 
B 
B 
B 
B 
B 
B 


SOFTWARE 
SUMMARY 


Comptny:  Public  Domtln 
Title:  Mtke  Chtnge 


Objective:  5.1.5  Mtke  Chtng'e 
Skill 


MCI  Identify  the  vtlue  of  a  penny 
and  6  quarter 


nickel.  «  dime 


ACTIVITY  SUMMARY 
This  public  domain  program  t«  the  student  practice  the 

per  -.les.  Each  problem  is  presented  In  i  graphic  .'^rmat. 


ex. 


=  ? 


As  well  as  written: 

ex.  1  Quarter 


?  Nicicels. 


for  .  correct  r.spo.s.  th.  stud.oj  <s  "'"'J^^J,"',;;  lll'Tln^r 

«oras  "No,  wpe  H  If  X-"        "Jj-        I,",?;??,  the  equlveleM  of 
entered,  the  progr...  .»1$ts  JJ'  I'JulrMr  ■   8  HIckeU 

eech  coin  or  dollar  .llue      pennies.  .   40  cent- 

The  .tudent  h.s  .  tot.1  of  four  .tten^ts   0  set  the  correct  .hs..r 

"""S.'lo  U  illtuble  by  pressing  the  'H"  key  .nytlme  during  the 
progrl^I'tlch*"!!  tMs'^s^aone  the  s.«  displ.y  is  sho-o: 
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B 
B 
B 
B 

B 
B 

H 
B 

i 
B 
B 
i 
B 
B 
B 
B 

B 

(3 


^^li  H  Bf  H  B  B  B  H  3H  B  8  B  8  B  K£ 


□ 

e 

li 

i 

B 
B 

B 
B 
B 
B 
B 
B 
B 
B 
B 
B 


M  j  B-ri 


ex. 


Icon  of  dollar  bill  and  coins  above  each  value. 
^  Mar         Quarter        Dime  Nickel  Penny 

«     0  cents   =25  cents      =^10  cents      =5  cents     =1  cents 

At  the  enc;  '>f  ten  problems  a  score  Is  giv  n. 

ex.  You  are  Finished!!! 

You  got  10  right  out  of  U  tries. 
That  Is  91%  Again? 


Pressing  the  Return  key  will  bring  them  back  to  tha  Initial  menu. 


TEACHER  OPTIONS 


NONE 


SUGGESTIONS 


1.  DTA:  Warm  Up 

Independent  Practice 

2.  Vocabulary:Dollar 

Quarter 
Dime 
Nickle 
Penny 
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•B   

i 

B 
B 
B 
B 
B 
B 
B 
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WHAT  IS  THE  TEMPERATURE?40 


SOFTWARE 
SUMMARY 


Ccxnpany:  PUBLIC  DOMAIN 
Title:    THERMOMETER  2 


OBJECTIVES: 

MFMT  2.2.1 
SKILL:  MM2 


Read  Scales  on  Measurinc  Instruflients 
IDENTIB'Y  THE  APPROPRIATE  UNITS  OF 
MEASURE 


B 

*B 

B 

B 
B 
B 
B 
B 
B 
B 

'B 

RBBBBBBBBBBBBBHBBB 
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ACTIVITY  SUMMARY 

After  the  program  has  been  booted,  choose  B,  THERMOMETER  2,  by  typing 
the  letter  B  and  pressing  Return.  The  capy  lock  key  oust  be  down  In 
order  for  the  program  to  op-'rate.  The  student  is  asked  to  type  in 
his/her  name.  Then  students  are  given  an  outline  of  a  thermometer  with 
lines  marked  from  -15  to  50  degrees.  Numbers  appear  with  the  lines  for 
-10,  0,  10,  20,  30r  and  40.  The  'mercury"  rises  to  a  marked  level  and 
the  student  is  asked  'WHAT  IS  THE  TEMPERATURE?"  If  the  student  enters  an 
answer  that  is  smaller  than  the  correct  answer,  the  feedback  states, 
•(STUDENT  NAME),  YOUR  NUMBER  IS  TOO  SMALL.  READ  THE  THERMOMETER  AGAIN." 
The  feedback  comes  across  the  screen  slowly  and  disappears  slowly  so 
that  if  a  student  has  looked  away,  he  will  not  see  tK-  feedback. 
Instead,  ne  will  see  the  question  'WHAT  IS  THE  TEMPERATURE?"  again. 
Students  will  be  given  the  sams  item  until  it  is  answered  correctly. 
Correct  answer  feedback  is  •VER\'  GOOD,  (STUDENT  NAME).'  This  feedback 
is  even  shorter  so  that  tlje  student  may  miss  it  if  he  is  not  paying 
attention.  After  15  correct  answers,  the  student  is  asked,  "DO  YOU  WANT 
ANOTHER  EXAMPLE?"  If  so,  he  will  be  given  15  more  problems.  Student 
records  are  not  kept  in  this  program.   The  program  is  in  color. 


TEACHER  OPTIONS 
There  are  no  teacher  management  options. 

852 


B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 

B 
B 
B 
B 

B 
B 
B 
B 
B 
B 


□ 


i  M 

H  SUGGESTIONS  |^ 

M  1.    MdKe  sure  that  students  have  been  taught  minus  degrees  before  using  S3 
the  program.  IMi 

H2.    D.T.A.  Applications  Q 
Varm-up  |y 

H Independent  Practice  q 
Vocabulary:    temperature  |^ 

a  B 

B  B 

B  B 

B  B  ^ 

B  B  * 

B  B 

B  B 

B  B 

B  B 

B  B 

B  B 

B  B 

B  B 

B  •                   sij3  H 

B  B 

i  B 
gBiLBBHHHBaBHHaHHHBE 
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i 

i 
i 
i 
B 

a 

B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
B 
•l 


FIND  THE  PERIMETER  OF  THIS  SQUARE. 

XXXXXXXX 
X  X 
X  X 

X  A* 

XXXXXXXX 

b5  A.  520 

B.  J^^O 

C.  195 

D.  270 

PRESS  A.  B.  C.  OR  D 


OBJECTIVES: 

ALL  riFHT  aMECT|V£S  EXCEPT: 


Company:  Public  Domain 
Tai«:  riFHT  Proctfco 
Sossfon 


IkD  SCALES  ON  nEASURING  INSTRUMENTS 
FIND  ELAPSED  TiME 
USE  INFORHATION  FROM  6RAPHS 
CHOOSE  A  REASONABLE  ANSWER  (partially 
dddressed) 


ACTIVITY  SUrWARY 

11«  Prince  Georges  County  MFriT  PractJce  Session  was  written  by  Joyce  Sewell  from  Douglas 
High  School.  Nina  Slehman  from  Parkdale  High  School,  and  Charles  Nov/alk  from  Forestvllle  High 
School.  Numbers  are  randomly  'rhosen  so  lhat  students  get  different  problems  each  time  they 
ise  the  program.  The  program  is  divided  into  two  sections  (front  and  back  of  the  disk):  Part  I 
deals  with  Number  Concepts,  Whole  Number  Operations,  Mixed  Number/Fraction  Operations, 
and  Decimal  Operations.  Part  II  constst?  of  Measurement,  Using  DaU,  and  Problem  Solving. 

The  Capf«  ^ccfe  kay  must  ba  iawn  fn^  order  far  iha  program  ta  wark.  Directions 
state  that  students  may  n«ed  paper  and  and  may  take  as  long  uS  necessary  to  do  each 
problem  These  same  directions  are  qlven  at  the  beginning  of  each  practice  session.  Feedback 
consists  of  'A  IS  INCOrtRECT.  THE  CORRECT  ANSWER  IS  C."  or  'A  IS  CORRECT."  At  the  end  of 
oach  session,  the  number  of  correct  answers  and  Incorrt.:  jnswers  Is  shown  on  the  screen. 
Permanent  record  keeping  ?5  not  a  part  of  the  program.  After  10  problems,  the  student  Is 
allowed  to  practice  more  of  this  type,  return  to  the  came  objective  area,  return  to  the 
beginning  (main  menu)  or  end  the  session. 

There  are  a  few  limitations  to  the  program  due  to  the  random  numbers.  In  Writing  Numbers  in 
Words  and  Digits,  there  Is  no  hyphen  In  the  hyphenated  wo^ds  such  ts  thirty-one.  With  Make 
Change,  the  answers  are  given  without  plural  forms,  for  enample  2  QUARTER  and  dollar  bills 
are  listed  as  4  ONE. 
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B 
B 
B 
B 
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B 
B 
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B 
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B 
B 
B 
B 
B 
B 
B 
B 
B 


t.C'-Z.  ior  S.S.I. 


III-,443 
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i  i 

HM««sur«mtnt  has  AppropriaU  Unit  of  Maasurt  tod  Computing  Ptrimeter  and  Ar««.  It  doas  not 

contain  Read  Scales  on  Measuring  Instruments  or  Find  Elapsed  Time.  Oibed  units  of  measure  C3 

Hare  noted  as  MM-CUBED  not  rrm'.  A  box  made  up  of  X*s  represents  the  shaded  areas  of  a 

square  or  rectangle  for  which  area  must  be  compel' d.  Perimeter  is  represented  with  a  polygon  CI 

outlined  in  Xs.  S9 

Using  Data  consists     Reading  Tables  and  Computing  an  Average.   Using  Information  from 

H Graphs  is  not  covered.  In  Computing  an  Average,  some  of  the  practice  items  go  beyond  the 
MFriT  by  using  more  than  two'-digit  whole  numbers  to  be  averaged. 

B Problem  Solving  activities  include  Add/Subtr  ict  honey,  Multiply/Divide  Money.  Find  the  CI 

Percent  of  a  Number,  Make  Change,  and  Use  t  Formula.  Choose  a  Reasonable  Answer  for  a  mi 

B Mathematical  Problem  is  addressed  after  the  student  chooses  Add/Subtract  Money  and  Make  rjn 
Change.  However,  choosing  a  reasonable  answer  for  M^ke  Change  is  not  ^  part  of  the  MFMT. 

Hl^ltiplication  and  division  of  money  problems  is  a  part  of  the  Choose  a  Reasonable  Answer,  ^nd 

it  fs  not  addressed  here.  The  student  is  asked,  "DO  YOU  WISH  TO  61' t  AN  EXACT  OR  |m 
REASONABLE  ANSWER?"   If  you  choose  to  give  a  reasonable  answer,  the  problems  renrwin  the 

^1     same  and  do  not  state  '^bj2UL  how  much  would  you  spend?"  as  they  are  stated  on  the  MFMT.  jjj^ 

a   ii 

Q                                              TEACHER  OPTIONS  ^ 

There  are  no  TEACHER  OPTIONS.  ■* 

a   B 

H                                                SUGGESTIONS  fj^ 

■I  1 .  Have  students  keep  track  of  their  scores  on  paper. 

2.  Use  the  MFMT  Practice  disk  as  a  posttesl  to  see  if  students  have  mastered  an  objectiv 

H3.  Use  it  as  a  warm-up  and  review     I  before  giving  the  MFMT.  Some  teachers  find  that  C3 
it '    );<es  students  to  work  on  the  computer  just  before  taking  the  test. 

H4.  0.1. A.  Applications  Q| 

Warm-Up  |Q 

H Independent  Activity 

B  B 

B  B 

B  B 

B  B 

B  B 

B 


n  r  f- 


B 
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4  SOFTWARE  § 
g              SUMMARY  1 

5  Coa»piny:ViORLO  BOOK  ^ 

H DISCOVERY  INC.  W 
Title:  DATA  HANDLER 

g                                                                  Activity:  ROUNDING  OFF  g 

g                                                OBJECTTVES  Q 

HMfMT:    4.K1.  Chcose  •  reisonibic  inswer  for  •  mthematlcal  B 

problem  ^ 

B      SKILLS:  RAl  ROUND  OFF  NUMBERS  H 

i   B 

^  gj  ACTIVITY  SUMMARY 

ROUNDING  OFF    provides  stu  fnts  with   opportunities  to   Identify   whole  D 

numbers,  ani  to   round  off    to  tens   hundreds  and   thousands.     Students  H 

—      select  an  activity  which  consists  of  a  warm  up.  practice  activity  and   a  q 

game.    The  student   uses  the  Space  Bar    to  continue  after  selecting    the  H 
correct  response.   Feedback  Is   given  In  the  form  of  a  change  In  sound 

Hdow  tone)  for  an  Incorrect  response.   For  a  correct  respop'>e  the    sound  |k| 
Is  louder  and  screen  Images  flash. 

B      Some  students  mr /  experience  difficulty  distinguishing  the  feedback   for  H 

g      a  correct  and  Incorrect  response.  g 

H                                                TEACHER  OPTIONS  8 

Q      Trtere  are  no  teacher  options  for  nodlfying  this  program.  H 

i   1 

g                                                 SUGGESTIONS  ^ 

HI.  Teacher  jm^  need  to  review  the  concepts  of  rounding  numbers.  C| 
2.  D.T.A  ApplV*t1ons: 

Marm-up   \  Q 

r  B           IndependenV  Practice  p| 

\   wM      3.  See  winual  for  further  information.  _ 

£BHBHHiiBHHHHHHHBaH£ 
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OFTWARE  1 


Company:    WORLD  BOOK.  INC.  OriL?rni  A7Q  U  U  E=J 

Title:    DATA  HURDLES 
Activity:  TIME 


i 


OBJECTIVES: 


B 
B 

B       MFMT:     5.1.6     i'lND  ELAPSED 

H SKILLS:    MET  8    FIND  END  TIME 
MET  9    FIND  ELAPSED  TIME 


SUMMARY 


^  MET  9    FIND  ELAPSED  TIME  D 

g  MET  11    SELECT  CORRECT  PROCEDURE  1^ 


Q  ACTIVITY  SUMMARY 


HTIME  provides  students  with  problems  in  either  computing  elapsed  or  B 

ending  time.    They  can  select  from  Warm-Up  {explanation  and  samples),  ^ 

H Practice  (play  for  no  points),  and  Play  <pl«y  for  points).  Warm-Up  |^ 
gives  a  short  explanation  of  techniques  used  In  converting  between  hours 

Hand  minutes  and  its  application  to  ccn?>uting  elapsed  time.  Sample 

questions,  such  as  those  used  In  Play  are  given.     If  students  choos^  ■« 

— ,       Play    they  will  be  given  5  questions  In  multiple  choice  form.   They  will  a 

B       also  be  given  a  set  number  of  points  that  will  automatically  begin  K 

Tw«  mnnn»r-  tum  rnrr»rt  AnsvfT  is  chosen.  the  more  po.nts  n 


AI9U    or    yiVCII     a    OCk     nwniuci      »/»     trw.ii.«»  -..w-   

decrea-'lng.  The  sooner  the  correct  answer  is  chosen,  the  more  po.nts 
will  be  kept.    An  incorrect  answer  earns  no  points.   The  total  number  of 


points  accumulated  is  indicated  at  the  end.    Practice  Is  similar  to  Play 
except  no  time  or  points  are  indicated.    Optional  sound  can  be  used  as  |^ 

E 


reinforcement. 


TEACHER  OPTIONS 


B 

HThe  teacher  can  decide  v:,ether  to  use  the  program  with  one  or  two  W 
students.    The  level  of  difficulty  can  be  decided  by  the  teacher.  The 
n      teacher  can  also  decide  whether  to  have  the  student  begin  with  Warm-UP,  B 
B      Practice  or  Play.  ^ 

B 
B 
B 
B 
B 

Guided  Practice 

Independent  Practice  857 
Vocabulary:  none 
6*   See  manual  for  further  Information^ 


  E 

SUGGESTIONS  ^ 

1.  All  students  should  start  with  the  W«rm-Up  for  at  least  the  first  O 

time.  ZZ 

2.  Somt  students  uay  need  pencil  and  paper.  CD 

3.  The  time  factor  of  the  game  may  be  Inappropriate  for  very  slow  ^ 

4.  Ha"*^'the*  students  practice  playing  individually  before  playing  In 
pairs.  r—i 

5.  D.T.A.  Applications: 


'.>Jl      6.   See  manual  for  further  InformaUon.        „  n  n  a  m 
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INTEGRATING  COMPUTER  SOFTWARE 

INTO  THE 

FUNCTIONAL  MATHEMATICS  CURRICULUM: 
A  DIAGNOSTIC  APPROACH 


APPENDICES 


Effective  Computer  Instruction 
for 

Eff(  tive  Special  Education 

Prince  George's  County  Public  Schools 
Department  of  Special  Education 
1S89 


• ' '  ■  ■ ' ' 


4iMi|i|ii'iiiMi'ii|ii'v<gy 


er|c 


I 


The  MFMT  Vocibuiary  Ust  is  a  compilation  of  words  that  might  be  used  in  the  test  or 
during  instruction  of  concepts  covered  on  the  test.  It  is  not  "^^.e^sary  for  students  to 
know  all  of  these  words  Lut  it  may  be  helpful  if  they  are  familiar  with  them.  Actual 
words  used  on  the  test  have  an  asterisk. 
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MFMT  VOCABULARY  LIST 

Those  words  with  an  asterisk  (*)  are  used  on  the  MFMT. 


accounx 

iiltcX  Veil  /UlLXIIic 

*  A  Kyt 

A .  i VI . 

auuenu 

IjJVUiCC                      Vv  CJj^l  1 1/ 

*  aDOUX 

allowance 

jviiOgram  wiutn 

auQ 

aixogexner 

i^iiomexer 

*  area 

area  unixs 

lengxn 

line  grapn 

Jk  /^V^rtrwcd 

lin^5ir  unit^ 

ClP 

Dar  grapn 

Lixei 

DUugex 

mexer 

capacixy  unixs 

ws  1 1 A  ^  n  A 

mileage 

casn  XK^nuereu 

muliiixer 

ucCirnai 

v^eisius 

UlViUc 

XI  ill  X  UXc  X  XLl 

circle  grapn 

Kr*n  il  +  ii^lir'5it^H 
rnuix  vxjjxx^ax  i\Ji 

ClOCJvWlo^ 

rnuix  vxpxxvx 

nours 

n«x  Kay 

uenommaxor 

rtf  ^rv"i iltinlipH  Hv^ 

Ox  vXT*LlX  vXjJXXcU  kJ  y  / 

counxerciocjvwise 

paren  vn^b^o 

He  T 

/4dHi  i/^+1r\Y^e 

r^5iKti5il  i^rnrfupt 
}jax  txax  i-zx  u^w^c 

*  m 

denomination 

JJX  UJJvJX  tXLfXX 

*  m2 

denominator 

rfi  1^  nt  1 1  \/ 

*  minutes 

deposit 

*  missing  term 

diagonally 

1  CA  W 

*  mL 

difference 

r^c^lDt 

mm 

discount 

rprfi 

*  mm2 

distance 

rriiinH  nff 

i  \J  LAI  i\Ji  * 

*  multiply 

dividend 

sales  tax 

*  number  name  divisor 

eavinsis 

*  order 

down  payment 

substitute 

*  P.M. 

earn 

Qnhtr;^hend 

*  percent 

equally 

Qi  im 

*  perimeter 

equation 

symbol 

*  rectangle 

estimate 

table 

*  rename 

formula 

temperature  units 

*  simplify 

gram 

time  units 

*  solve 

g  OSS  pay 

title 

*  square 

horizontal 

unit  price 

*  subtract 

improper 

value 

*  word  name 

interest 

variable 

unltj 
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^IPIPEMPOSS  IB 


it 


The  Student  Progress  Sheet  may  be  used  either  by  the  student  or  the  teacher  for  record 
k-^eplng.  Assessnrient  scores  can  be  kept  on  the  sheet  for  the  diagnostic  tests  and  skill 
sheets.  It  may  be  a  useful  device  for  keeping  track  o<  individual  students  and  the 
software  they  have  been  assigned  to  as  well  as  the  scores  they  are  making  on  the 
software. 
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Pretest: 


Student: 
Domain: 


Diagnostic  Test: 
Posttest:  


Objective: 


r-- 

Disk: 

Title 

Co 

ACilVlVY 

Score 

Disk:  . 

Title 

i  A  111? 

I 

Co 

ACtlVJiV 

Disk: 

Title 

Co. 

Da  to 



SKILL  SHEET  RECORD 
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SCORE  > 

862 
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863 


Student:  _ 
Domain:  _ 
Objective: 

Disk:  


Skill 


Title 


Activity 


Score 


Co. 


Date 


Disk: 


Title 


Co. 


Skill 


Activity 


Score 


Date 


Disk: 


Title 


Co. 


Skill 


Activity 


Score 


Date 


■ 


864 
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Student: 
Domain: 
Objective: 


Disk:  /^^^ 
Title      ^  Co. 


S](ill 

Activity 

Score 

Date 

Alp 

una  "^km- 

/n 

A/1. 

A/^ 

Disk:  - 

Title 

Co. 

; 

Skill 

Activity 

Score 

Date 

Disk: 

Title 

Co. 

Skill 

Activitv 

Score 

Date 

B-3 
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866 


This  section  contains  a  confiprehensive  listing  of  all  the  software  included  in  the  software 
sunfinfiaries.  The  software  listed  here  was  chosen  because  it  nnet  the  objectives  and  skills 
we  had  identified  for  our  curriculunn.  We  liked  sonne  software  programs  better  than 
others  but  included  thenfi  here  because  they  were  already  purchased  by  the  school 
systenfi.  We  have  also  included  software  that  nfieets  the  objectives  rnd  skills  we  were 
looking  for  but  was  limited  in  its  ability  to  address  the  needs  of  special  education 
students  because  nothing  else  was  available.  This  part  of  the  curriculum  document 
should  not  be  static.  As  more  software  and  more  sophisticated  computers  become 
available,  this  section  will  need  to  be  revised. 
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COMPUTER  SOFTWARE 

LISTED  BY  COMPANY  AND  NAME  OF  PROGRAM 


COMPANY 


PROGRAM 


*  'l""^'^'^*'  l"*^-  •  Math  Blaster 

313S  Kashiwa  Street 

Torrance,  California  90505 

1  -800-556-6141 


Freeport,  New  York  11520 
1-800-645-3739 


Kunz.  Inc.  Sequences 
I^-Slf  ^'  r/'T";  '^''""^  Addition 

tfzrs.727r '''''  ~- 

Multiplication 
Division 


Add  Fractions 
Subtract  Fractions 
Multiply  Fractions 
Simplify  Fractions 

Add  Decimals 
Subtract  Decimals 
Multiply  Decimals 
Divide  Decimals 

Percents  Sequence 
V/ordMath  I 


WordMath  li 


Mindscape,  Inc. 
3444  Dundee  Road 
Northbrook,  Illinois  60062 
1  -800-221  -9884 


Success  with  Math  (No  series  available  at  this 

time.) 

Addition  with  Carry 
Subtraction 

1-2-3    Digit  Multiplication 
Long  Division 


C-1 
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CX)f«PUrER  SOFTWARE 


Mindscape.  inc.  (cont.)  Success  with  Math:    Fraction  Series 

Adding  Fractions 

Subtracting  Mixed  Fractions 

Multiplying  Fractions 

Dividing  Fractions  (none  on  MFMT) 

Success  with  Math:    Decimal  Series 

Adding  Decimals 
Subtracting  Decimals 
Multiplying  Decimals 
Dividing  Decimals 

Minnesota  Educational 
Computing  Corporation  (MECC) 
3490  Lexington  Avenue  North 
St.  Paul,  Minnesota  55126 
1-612-481-3500 


7695-0021 
7695-0178 


Addition  Logician  (A-125)  pqin 

Arithmetic  Critters  (A-166)  pqin 

Clock  Works  (A-1 68)  7695-018O 

Conquermg  Decimals  (+.  -)  (A-207)  rqin  7695-0217 

Conquermg  Decimals  (x.  /)  (A-208)  rgin  7695-0218 

Conquering  Fractions  (+.  -)  (A-204)  rqin  7695-0214 

Conquering  Fractions  (x.  /)  (A-205)  rgin  7695-0215 

Conquermg  Whole  Numbers  (A-201)  pqin  7695-0203 

Decimals  Concepts  (A-206)  7695-0216 

Fraction  Concepts  (A-202)  pcN  7695-02O6 

Fract  on   Munchers  (A-1 96)  pqin  7695-0207 

Practice  Unlimited  (A-203)  rqin  7695-0208 

MP^^  °"PJ  <A-137)  pGiN  7695-0028 

MECC  Graphing  Primer  (A-136)  pqin  7695-0027 

Market  Place.  The  (A-1 60)  pqin  7695-0172 

Money  Works  (A-195)  pcN  7695-0210 

Multiplication  Puzzles  (A- 147)  pqin  7695-0033 

^.'J".';^^'*  ^^'^'^^^  PG'N  7695-0181 

•Quickflashi  (A-1  67)  pQi^  7695-0I85 

Quotient  Quest  (A-148)  pQi^  7695.0034 

Space  Subtraction  (A-145)  pqin  7695-0146 

Speedway  Math  (A-1 69)  pqin  7695-01 86 

•Study  Guide  (A-1  26)  pcN  7695-OO22 

Subtraction   Puzzles  (.V146)  pqin  7695-0032 

Teacher  Option  Organizer  (A-242)  pqin  7695-0230 
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COMPUTER  SOFTWARE 


Public  Domain  Software 


World  Book,  Inc. 


Make  Change 

Thermometer 

MFMT  Practice  Session 

Data  Hurdles 
Time 


*  Specially  designed  data  diskettes  are  needed  for  these  programs.  For  teachers  in  Prince 
George's  County  Public  Schools,  they  may  be  copied  at  William  Paca  Staff  Development 
Center.  For  other  persons,  please  see  the  instructions  that  accompanied  this  document  or 
contact  Pat  Jamison  M  1-301-952-6047. 
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The  SUGGESTED  ASSESSMENT  MODIFICATIONS  FOR  COMPETENCY  TESTING  OF 
HANDICAPPED  STUDENTS  TAKING  THE  MARYLAND  FUNCTIONAL  READING.  MATHEMATICS. 
OR  WRITING  TESTS.  OR  THE  TEST  OF  CITIZENSHIP  SKILLS  has  been  taken  from  Resource 
Paper  #11.  MARYLAND  GRADUATION  REQUIREMENTS  FOR  HANDICAPPED  STUDENTS 
which  is  put  out  by  the  Maryland  State  Departnfient  of  Education. 
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SUGGESTED  ASSESSMENT  MODIFICATIONS 
FOR  COMPETENCY  TESTING  OF  HANDICAPPED  STUDENTS*  TAKING  THE  MARYLAND  FUNCTIONAL 
READING,  MATHEMATICS,  OR  WRITING  TESTS,  OR  THE  TEST  OF  CITIZENSHIP  SKILLS 


Am   Schi»4uH<ia  Hod  H  let  Hoot  t    Tgtt%  — y  b»  •d»lftl>t#f4 
l«   At  tlm  ot        mo%t  b«o«llcl«l  to  ifu4«Af 

ARO  CcMltfM  

S«  UfttlK  Ift  tail  AJ»lalifr«torU  Ju^^nt*  ilMd^M 
CM  no  lo«g«r  tuitalu  9hm  acf Ivlty  4u«  to  pliyilcal 
ilft«Mllty  or  IUIl«4  atlMflcMi  i^aa.  A<ldlt'c<i«l 

Miil0ll(»l  My  thM  to  iChtlJul^i  

l«    lAdlvldyally  *• 

2«     U  •  iMil  gfO^pm   •  

!•   Ill  •  c«rr«l  •  

4«    Itt  tut  ipaclal  ^ilucatloA  cUitrooa.  

At  itud«at*i  IkM*  ••••••••••••  

4«  Mltn  ttud#«t  i««t«4  III  troAt  o!  cUisroM  •  •  •  •  • 

MltH  tM€li«r  lAClng  •  itu4Mt  

Ay  ityd^^stU  »p«cUI  •dMCXtloA  tMcHM*  

f«  lift  tug  ft*  Imtf^mtf  durlAg  tli0  tlflft  oTftl 

MfttfMCtlOII  U  givftii  to  tHo  fttudft^tlftl  • 

C«   for— t  ftnd/of  C^ulp— itf  Ho^ltUfttlonfti    Tftfttft  My  b»  ftJailftlftt^fft 4 

!•   lo  Iftr^  prUt*  ••••••••••  

M  IrftllU.   

Ml  til  fttudftftt  llftlftg  ftlftflAltylftg  ft^ulpOftAt  

Mitll  fttuaftAt  VftftTlftg  OOlftO  feuttftTft  

Uftlftg  t«ii»plfttftft  and/or  grftpli  m#*^*  •  •  •  •  • 


2. 
4. 


0y  tftftchftT  or  proctor  roftdlftg  tlio  toftt  to  fttudoat 


I 


W^cardtft^  Moilltlcfttloiifti 

l«   Studftftt  My  Mrk  ftftftnorft  U  tftftt  bockUtft  

2«  StuJ#iit*ft  oftftHftr  diolcftft  My  tm  r^cofM  or  roc«vU4 

by  pr<^'^  ^  ftftftlfttftiit 

3»   StutfftAt  My  Mrk  onftiiorft  by  mcHIm  

4*  Stinlftftt  My  ilctftto  ff-oftpoofto  to  proctor  or  ftpoclfti 

•diicfttloo  tftftdior'  

%     StM4ftllt  My  ft|(^  rOftpOAftS  to  •  tOtftI  COMUOlCfttlOO 

Ifttorprotor  tor  tbo  boortiig  lopolro^^  «  


Ml 

VI 

OiAf 

HI 

SI 

CO 

01 

OHI 

)( 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

11 

Jl 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

m 

X 

Jl 

M 
A 

X 

Jl 

Jl 

X 

X 

X 

X 

X 

X 

X 

If 
X 

X 

X 

X 

w 
Jl 

X 

K 
A 

X 

X 

0 

0 

0 

0 

0 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

nbo  4otliiltloftft  tor  ftftcb  oroi  MR  -  lltoxtftlly  HotftrUiMDi  VI  •  IVUuftlly  livftlfftdli  HI  •  HWftrUg  ls«>ftlr«4li  SiO  -  ISpocltIo  ioorolxg 
Olftftbllltyli  SI  -  (SpftftcA  ftii4  iftAouftgo  li^ftlroilli  tO  «  (iMtlooftlly  0lftturU4li  01  •  (0rtbop«4lcftlly  lopolro4li  OHI  -  lOtMr  HftoltH  lo#olro4K 

Vtet  tor  ufto  oltb  tbo  Mr'Hi.   ttooft  troo  oil  otbftt  U%t%  My  b«  r«*l  to  fttua»ot«  «MCftpt  ItoM  oo  tbo  MfMT  obldi  ftfty  ^^clioofto  tbo  oorH  oom.« 
Vor  tbo  Hrm  only,  floftfto  rMd  Ibo  ftttftcboil  •Sptclftl  ProcoOoroft  tor  o  Olctfttftd  RftftpoAfto.* 
U   ur  tbo  MMfl  ooly« 

yCtfticot^^  tor  Mltlbftii4lc«ppft4  ftlMdftxtft  coiiU  bo  fto|octo4  tro*  ftll  ot  tl^^^ftto4  Mdltlcatlunft.  4#pftA4Ua  oo  tbo  ftto4ootU  boo4icftpft. 


The  guideline  entitled  "Maryland  Functional  Mathematics  Test"  was  taken  from  Project 
Basic  Parent  Handbook  put  out  by  Prince  George's  County  Public  Schools.  (See 
APPENDIX  F.)  "Parents  Involved  in  the  MFMT"  was  put  out  by  Bob  Reed.  Mathematics 
Coordinator  at  Potomac  High  School.  We  recommend  that  teachers  share  this  information 
with  parents. 
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Maryland  Functional  Mathematics  Test 


^^he  Maryland  Functional  Mathematics  TeJt  is  divided  into 
seven  content  areas  or  domains  which  identify  the  instructional 
content  measured  by  the  MFMT.  These  domains  are:  number 
concepts,  whole  number  operations,  mixed  numbers/fractions, 
decimal  operations,  measurement,  using  data,  and  problem 
solving.  The  following  list  identifies  the  topics  or  types  of  func- 
tional math  skills  which  belong  with  each  domain.  There  is 
at  least  one  example  of  the  kind  of  test  question  which  can 
be  asked  in  each  domain  area.  Test  questions  on  the  MFMT 
require  students  to  select  from  four  answer  choices  the  one 
which  answers  the  question  or  responds  correctly  to  a  request 
to  perform  a  specific  mathematical  operation. 

Domain  1:  NUMBER  CONCEPTS  -  Math  skUb  - 
writing  numbers  in  words  and  digits,  renaming  fractions  as 
percents,  renaming  percents  as  decimals,  and  putting  decimals 
in  order. 

Example:  Which  group  of  numbers  is  in  order  from  least  to 
greatest? 

A.  2.0.  .0.5,  .007,  .9 

B.  .9.  .007,  .05,  2.0 

C.  2.0.  .9.  .05.  .007 

D.  .007.  .05.  .9.  2.0 

Correct  answer  is  "D." 


Domain  2:  WHOLE  NUMBER  OPERATIONS  -  Math 
Skills  ^  add.  subtract,  multiply  and  divide  whole  numbers 

Example:  Divide:  27 1  5481 

A.  203 

B.  27 

C.  240 

D.  23 

Correct  answer  b  "A." 

Domain  3:  MIXED  NUMBER/FRACTION  OPERA- 
TIONS —  Math  skills  —  add.  subtract,  and  multiply  mixed 
numbers,  find  a  missing  term  in  a  proportion. 

Example:  Find  the  missing  term:  6/8  =  N/16 

A.  2 

B.  96 

C.  12 

D.  3 

Correct  answer  is  "C." 


Domain  4:  DECIMAL  OPERATIONS  -  Math  skUls  — 
add,  subtract,  multiply,  and  divide  decimals,  find  a  percent 
of  a  number. 

Example:  Solve:  5%  of  495  = 

A.  24.75 

B.  99 

C.  12 

D.  3 

Correct  answer  is  *'A." 

Domain  5:  MEASUREMENT  -  Math  SkiUs  -  read  scales 
on  measuring  instruments,  find  the  perimeter  ^nd  p^^a  of  sim- 
ple polypons,  choose  an  appropriate  '.  of  measure,  find  elaps- 
ed time. 

Example:  A  roast  takes  2  hours  and  10  minutes  to  cook.  If 
dinner  is  at  5:30  p.m.,  what  time  should  it  be  put  in  the  oven? 

A.  3:40  p.m. 

B.  7:40  p.m. 

C.  3:20  p.m. 

D.  7:20  p.m. 

Correct  answer  is  "C." 

Domain  6:  USING  DATA  —  Math  skills  —  use  informa- 
tion from  tables  and  graphs,  and  find  the  average  of  a  set  of 
numbers. 

Example:  Jane's  basketball  scores  for  February  are: 

I  10     24     6      12  18 
Find  Jane's  average  score. 

A.  70 

B.  35 

C.  12 

D.  14 

Correct  answer  is  "D." 
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Domiin  7:  PROBLEM  SOLVING  -  Math  skills  -  use  sim- 
ple fonnulaes,  choose  a  reasonable  answer,  solve  money  pro- 
blems, use  percents,  and  make  change. 

Example:  A  baseball  glove  Is  on  sale  for  $16.85.  If  you  give 
the  clerk  a  twenty  dollar  bill,  what  is  your  change? 

A.  four  dollar:,  one  dime,  and  one  nickel 

B.  four  dollars,  three  nickeb 

C.  three  ope  dollar  bills,  one  dime,  one  nickel 

D.  three  one  dollar  bills,  one  nickel 

•  Correct  answer  is  "C." 


Metric  Measures  on  the  MFMT 

There  is  one  part  of  Domain  5,  "Measurement"  which  is  dif- 
ficuk  for  some  students.  That  pan  is  the  estimation  or  approx- 
imation of  measures,  using  the  metric  system.  The  following 
everyday  concepts  may  be  helpful  in  applying  metric  estimates 
of  length,  weight  or  volume. 
Length  or  distance  is  measured  in  meters. 

#  A  millimeter  is  about  the  thickness  of  a  dime. 

#  A  centimeter  is  about  the  width  of  your  fingernail. 

#  A  meter  is  about  the  width  of  a  doorway. 

#  A  kilometer  is  about  the  length  of  5  city  blocks. 

Weight  or  mass  is  measured  in  grams, 

#  A  milligram  is  about  the  weight  of  a  bee's  wing. 

#  A  gram  is  about  the  weight  of  a  large  paperclip. 

#  A  kilogram  is  about  the  weight  of  a  pair  of  men's  shoes. 

Volume  or  capacity  is  measured  in  liters. 

#  A  milliliter  is  about  the  amount  of  liquid  in  a  full 
eyedropper. 

#  A  liter  is  the  capacity  of  a  large  soda  bottle. 

#  A  kiloUter  is  the  capacity  of  a  crate  in  which  a  new 
washing  machine  could  b^  packed. 


Preparing  for  the  MFMT 

Every  school  offers  functional  math  instruction  as  part  of  icb 
comprehensive  mathematics  program.  Abo,  a  thorough  assess- 
ment of  funaional  math  skills  is  available  in  our  middle  schools, 
in  both  7th  and  8th  grade.  If  you  have  any  questions  about 
your  child's  progress  in  functional  math,  please  ask  his/her 
math  teacher.  As  parents/guardians  you  may  provide  support 
to  your  child  outside  the  classroom  by  helping  to  idenf^ify 
mathematics  in  everyday  situations. 

Errors  in  Mathematics 

It  is  important  for  your  child  and  his/her  teacher  to  be  aware 
of  the  kinds  of  math  errors  which  are  mad:  when  a  math  pro- 
blem is  *'wrong."  Research  has  identified  4  major  categories 
of  errors.  Students  may; 

1.  use  the  wrong  operation  to  solve  a  given  problem  (i.e.,  sub- 
tract rather  than  add). 

2.  make  a  computational  error  or  an  error  in  a  basic  number 
fact  (i.e.,  5x4=  16). 

3.  apply  the  wrong  procedure  to  solve  a  given  problem  (i.e., 
converting  1  hour  and  10  minutes  into  1 10  minutes,  rather 
than  70  minutes). 

4*  make  a  random  guess  which  has  no  relationship  to  a  given 
problem. 

Look  at  your  child's  math  papers  when  they  come  home,  waic^ 
him/her  work  math  problems,  talk  to  his/her  teacher  about 
identifying  patterns  of  math  errors,  and  encourage  him/her 
to  be  aware  of  mistakes  and  get  help  to  correct  them.  An  ex- 
cellent resource  for  providing  help  in  functional  math  is  Func- 
tional Math  Learning  Activities,  developed  by  several  Pnnce 
George's  County  math  teachers.  Af  your  child's  teacher  if 
a  copy  may  be  loaned  to  you  or  your  child.  If  the  math  teacher 
doesn't  Iiave  a  copy,  she/he  may  request  one  from  the  schools 
library/media  center. 


PARENTS  INVOLVED  IN  THE  MFMT 

YOU  can  help  your  student  pass  the  Maryland  Functional  Math  Test  (MFMT). 


See  that  he/she  knows: 


1  minute (min.)  =  60 seconds  ( sec  ) 
1  hour  (hr.)  =  60  minutes 
1  day  (da.)  =  24  hours 
1  week  (wk.)  =  7  days 
1  year  (yr.)  =  365  days 

366  days  (leap year) 

52  weeks 

1 2  months 

METRIC  UNIT: 

weight:  gram  (g)  

kilogram  (kg) 

length:  millimeter  (mm) 

centimeter  (cm)        ...  . 

meter  (m)     

kilometer  (km)  


liquid  measure  milliliter  (mL) 
Liter  (L) 


USFD  TO  MEASURE: 

..weigh  a  pencil 
.  weigh  a  person 

measure  8  stamp 
measure  a  pencil 
..measure  0  room 
.measure  to  Baltimore 

measure  water  in  a  spoon 
-measure  water  in  a  bathtub 


area  measure 


squ5re  centimeter  (cm2) 
square  meter  (m2)   ...  . 


volume,  cubic  centimeter  (cm3). 


Can  your  student  do  these  types  of  prcblems? 


1.  Add. 

2.  Subtract: 

3.  Divide:  17  7442" 

4.  Multiply:  38.9  X  44 

5.  Rename  1  /4  as  a  percent 

6.  Rename  3451  as  a  decimal 

7.  Solve  6%  of  796 

8.  Add  and  simplify: 

9.  Subtract  and  si  m  pi  ify : 

10.  Find  the  mi??sing  term: 


56.1  ♦  21.96  ♦  7.03 
340.2  -  289  7 


11.  Solve  for  N: 


T 


8  1/2  +  4  1/6 
67/12-4  1/6 

N  12 

V  =  24 
T  =  6 
Z=  10 


..measure  area  of  a  desk 
measure  area  of  a  room 

..measure  volume  of  a  shoe  box 


ERLC 


E.C.I.  FOR  E.S.E 


E-3 


878 


P.6.C./SPED  1989 


ERIC 

••  879 


ADDITIONAL  RESOURCES 
AND 

SUPPLEMENTARY  MATERIALS 


Computer  Softw&re 


Functional  Moth  Worksheets 
Fur!£:tiOHa1  hath  Test  Generator 

Copyright  1985 
Fur.3i.onal  Mathematics 
Slicromaiics,  Inc. 
P.O  E>ox  76 
Hampsteaa,MD21074 
(301) 239-7091 

The  worksheet  generator  produces  randomly  generated  problems  with  no 
answers  based  on  error  patterns. 

The  test  generator  produces  randomly  generated  multiple  choice  test 
questions  with  answer  keys.  A  62-problem  test  tr  multiple  choice 
worksheets  by  domain  can  be  produced. 

NOTE:  There  are  two  areas  that  are  not  covered- -chijosing  the  correct 
measurement  on  scales  and  picking  the  most  reasonable  answer. 


A  Learnlno  Strategies  Approach  to  Functtonal  Mathematics 
for  Students  with  Special  Needs 

A  Special  Education  Instruction  Guide 
Fall  1985 

Harford  County  Public  Schools 

45  E.  Gordon  Street 

Bel  Air,  Maryland  210 14 

This  curriculum  document  addresses  all  of  the  domains  and  objectives  on 
the  MFMT.  It  provides  pretests  and  posttests,  learning  strategies, 
teacher  demonstration  sheets,  and  drill  sheets. 

Functional  Mathematics  Learning  Activities 

1983 

Prince  George's  County  Public  Schools 

14201  School  Lane 

Upper  Marlboro,  MD  20772 

PGIN7690-0C19 


Documents 
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ADDITIONAL  RESOURCES  AND  SUPPLEMENTARY  MATERIALS 


This  guide  acJdresses  all  of  the  dom'ilns  and  objectives  on  the  NFNT.  it 
provides  student  strategies,  cx)mr:ion  errors,  and  worksheets  with  answer 
keys. 

Functional  Mathematics  (Volume 

Project  Basic  Instructional  Guide.  December  1981 
Maryland  State  Department  of  Education 
200  West  Baltimore  Street 
Baltimore,  MD  21201 

This  guide  provides  the  content  scope  of  test  items  on  the  MFMT.  It  gives 
sample  test  items  and  error  patterns.  Included  also  are  instructional 
activities  for  each  objective  along  with  a  sample  activity 

Low  Stress  Algorithms 

Dr.  L.  Barton  Hulchings 
Francis  Marlon  state  College 
Florence,  South  Carolina 

Research  has  shown  that  students  can  be  taught  to  compute  rapidly  and 
accurately  using  Low  Stress  Algorithms.  The  most  urgent  application  of 
these  algorithms  is  with  that  population  of  students  having  extreme 
remedial  needs,  including  high  school  remedial  students,  those  in 
vocational  training  classes,  and  special  education  students. 

Miscellaneous  Guides  from  Washington  County: 

Topics  Covered  b-/  the  Maryland  Functional  Math  Test 
MFMT:  Question  Format  and  Vocabulary 
MFMT:  Content  Extent 

MFMT:  Comparison  of  Level  I  and  Level  II  Tests 
MFMT:  Correlation  of  MFMT  with  Algebra  and  Geometry 
MFMT:  Applications 
Washington  County,  MD 

These  guides  give  an  easy-to-read  outline  of  what  is  included  in  the 
MFMT. 

Project  Basic  Parent  Handbook 

1987 

Prince  George's  County  Public  Schools 
Upper  Marlboro.  Maryland  20772 

PGIN  7690- 1711 

This  handbook  acquaints  parents/guardians  with  the  functional  test 
requirements  for  a  high  school  diploma  in  Maryland. 
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Standards  for  Excellence  fn  Teaching,  Teacher's  Edition 
July  1986 

Prince  George's  County  Public  Schools 
Upper  Marlboro,  Maryland  20772 

PGIN  7540-5007 

The  Directed  Teaching  Activity  Is  covered  In  this  guide  for  effective 
teaching. 


Videotapes 


Case  of  the  Deadly  Mfxed  Numbers  (YCOl  16) 

Case  of  the  Fractfon  Actfon  (VCOl  19) 

Case  of  the  Powerful  Percent  (VC0120) 

Case  of  the  Pony  Proportions  (VC0121 ) 

Case  of  the  Star  Formula  (VCD  122) 

Case  of  the  Returning  Tables  (VCOl  23) 

Case  of  the  Ground>Up  Graphs  (VCOl 24) 

'^se  of  the  Purposeful  Polygon  (VCOl  25) 

Case  of  the  Metric  Muddle  (VCOl  26) 

Case  of  the  Defective  Decimal  (VCOl  27) 

Case  of  the  Law  of  Averages  (VCOl  28) 

Case  of  the  Money  Minus  Egg  Roll  Plus  Rice  (VCOl 29) 

Case  of  the  Divided  Dollar  Which  Multiplied  (VCOl  30) 

Case  of  the  Dis-SoWIng  Problem  (VC0131) 

Case  of  the  Quick-Change  Artist  (VCOl  32) 

Case  of  the  Two- Faced  Clock  (VCOl  33) 

These  MSDE  videos  can  be  ordered  from  Palmer  Park  tor  persons  m 
Prince  George's  County.  Others  may  have  to  get  them  from  the  State 
Deportment.  The  videos  provide  another  way  In  which  to  present  the 
math  material.  Some  have  clever  songs  and  animation. 

Computer  Software:  Its  Use  in  Effective  Teaching 

E.C.I,  for  E.S.E.  Project 
Pat  Jamison 
Special  Education 

Prince  George's  County  Public  Schools 
Upper  Marlboro,  Maryland  20772 

This  video  Is  for  teacher  training.  It  explains  the  use  of  computer 
software  in  the  effective  teaching  model  as  It  applies  to  the  Directed 
Teaching  Activity. 


ERIC 


882 

E.C.I.FORE.Sf.  F-3  P.6.C./SPED  1989 


LOST  @F  E)@IM1^0MSs 


The  MrMT  List  of  Domains,  Objectives,  and  Skills  includes  the  domains  and 
objectives  as  listed  by  the  MSDE  as  well  as  the  task  analysis  of  skills  for  each 
objective  that  was  done  for  this  project. 
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1.  NUMBER  CONCEPTS 

'3.1.1  Write  Numbers  in  Words  and  Digits 

N1  Identify  place  value 

N2  Identify  word  names  for  one  through  nineteen 

N3  Write  digits  for  words  one  through  nineteen 

HA  Identify  word  names  for  20.  30. 40...90 

N5  Write  digits  for  words  twenty,  thirty,  forty. ..ninety 

Ht  Identify  hyphenated  number  words  for  21.  22.  23. ..99 

N7  Write  digits  for  hyphenated  number  words  from  twenty-one  through  ninety-nme 

N8  Identify  the  word  names  for  100  and  1 .000 

N9  Write  the  digits  for  hundred  ana  thousand 

N10  Identify  the  word  names  tenths  and  hundredths  from  the  digits  (.1  and  .01) 

N1 1  Write  the  digits  for  tenths  and  hundredths 

N12  Recognize  that  "and"  represents  the  decimal  point 

N13  Write  numbers  m  words  and  digits 

3.1.2  Renama  Fractions  as  Parcents 

PI  Recall  from  memory  1/3-33  1/3X  and  2/3  -  66  2/3S 
P2  Rename  fractions  as  percents 

3.1.3  Rename  Percents  as  Decimals 

PD1  Identify  the  correct  location  of  a  decimal  point 
PD2  Identify  the  lefl  direction 
PD3  Rename  percent^  as  decimals 

3.3.1  Oriir  Decimals 

001  W'-    numbers  In  a  column  according  to  the  decimal  place 

002  Identify  the  smallest  in  a  group  of  numbers 

•  003  Arrange  a  group  of  numbers  from  least  to  greatest 

2.  WHOLE  NUMBER  OPERATIONS 

2.1.1  Add  Whole  Numbers 

A1  Recall  addition  number  facts 

A2  Add  two  numbers  with  up  to  2  digits  each,  no  regrouping 

A3  Add  two  numbers  with  up  to  3  or  4  digits  each,  no  regrouping 

AA  Add  three  1 -digit  numbers 

A5  Add  three  numbers  with  up  to  2  digits  each,  no  regrouping 

A6  Add  two  numbers  with  up  to  2  digits  each,  regrouping  ones  to  tens 

A7  Add  two  number  i  with  up  to  3  or  4  digits  each,  regrouping  ones  to  tens 

A8  Add  two  numbers  with  up  to  3  digits  each,  regrouping  tens  to  hundreds 
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A9  Add  two  numbers  with  up  to  3  digits  each.  1  or  2  regroupings 
AlO  Add  two  numbers  with  up  to  A  digits  each,  1  to  3  regroupmgs 
A1 1  Add  three  numbers  with  up  to  2  digits  each,  regrouping 
A12  Add  three  numbers  with  up  to  3  or  4  digits  each,  regrouping 


2.1.2  Subtract  Whole  Numbers 


51  Recall  subtraction  nu-  :er  facts 

52  Subtract  two  numbc  i  with  up  to  2  digits  each,  no  regrouping 

53  Subtract  two  number's  with  up  to  3  digits  each,  no  regrouping 

54  Subtract  two  numbers  with  up  to  2  digits  each,  regrouping  tens  to  ones 

55  Subtract  two  numbers  with  up  to  3  digits  each,  regrouping  tens  to  ones 

56  Subtract  two  numbers  with  up  to  3  digits  each,  regrouping  hundreds  to  tens 

57  Subtract  two  numbers  with  up  to  3  digits  each,  regrouping  to  tens  or  ones 
S6  Subtract  two  numbers  with  up  to  3  digits  each,  one  or  two  regroupings 
S9  Subtract  two  numbers  with  up  to  4  digits  each,  one  to  three  regroupings 
S10  Subtract  two  numbers  with  up  to  5  digits  each,  one  to  four  regroupings 


2.1.3  nuUlply  Whole  Kumbers 


til  Recall  multiplication  number  facts 

ri2  Multiply  1 -digit  bottom  number  times  2-<ligit  top  number,  no  regrouping 

M3  Multiply  1 -digit  bottom  number  times  3  or  4-<ligit  top  number,  no  regrouping 

M4  Multiply  1 -digit  botlo^  number  times  2-t  •  I  top  number,  regrouping 

M5  Multiply  1 -digit  bottor-  jmber  times  up  t  T  or  4-digit  top  number,  regrooDing 

ri6  Multiply  2-digit  bottom  number  times  2-o  j  i  top  number,  regrouping 

M7  Multiply  2-digit  bottom  number  times  up    4-digit  top  number,  regrouping 


2.1.4  Divide  Whole  Numbers 


Dl    Recall  division  number  facts 

D2  1 -digit  divisor  into  2-digit  dividend,  all  sight  division,  no  remainders 

D3   1 -digit  divisor  into  2-digit  dividend,  remainders  possible 

D4   1 -digit  divisor  into  3-digit  dividend,  all  sight  division,  no  remainders 

D5   1 -digit  divisor  into  3-digit  dividend,  remainders  possible 

D6   1 -digit  divisor  into  4-digit  dividend,  all  sight  division,  no  remainders 

D7   1 -digit  divisor  into  4-digit  dividend,  remainders  possible 

D8  2-digil  divisor  into  3-digit  dividend,  no  remainders 

D9  2-digit  divisor  into  2-digit  dividend,  remainders  possible 

DIO  2-digit  divisor  into  3-digit  dividend,  remaifKJers  possible 

Dl  1  2-digit  divisor  into  4-digit  dividend,  remainders  possible 

D12  2-digit  divisor  into  5-digit  dividend,  remainders  possible 


3.  MIXED  NUMBER/FRACTION  OPERATIONS 
PREREQUISITES:  Simi>liry  Fractions 

VI  Recognize  numerator  and  denominator 

R1  Recognize  reduced  and  not  reduced  fractions 

R2  Reduce  fractions  to  lowest  terms 

CI  Recognize  proper  and  improper  fractions  and  mixed  numbers 

C2  Convert  Improper  fraction  to  mixed  number 
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2.1.5  Adf  ntxed  Numbers 


VI  Recognize  numerator  and  denominator 

R 1  Recognize  reduced  and  not  reduced  fractions 

R2  Reduce  fractions  to  lowesl  terms 

At  Find  a  common  denominator  or  lowest  common  denominator 

A2  Rename  fractions  to  a  given  denominator 

A3  Add  fractions  with  like  denominators 

A4  Add  fractions  with  unlike  denominators 

A5  Add  mixed  numbers  with  like  denominators 

A6  Add  mixed  numbers  with  unlike  denominators 


2.1.6  Subtract  Mixed  Numbers 


VI  Recognize  numerator  and  denominator 

PI  Recognize  reduced  and  not  reduced  fractions 

R2  Reduce  fractions  to  lowest  terms 

Al  Find  a  common  denominator  or  lowest  common  denominator 

A2  Rename  fractions  to  a  given  denominator 

So  Subtract  fractions  with  like  denominators 

SA  Subtract  fractions  wilh  un'ike  denominators 

55  Subtract  mixed  numbers  with  like  denominators 

56  Subtract  mixed  number*;  with  unlike  denominators 


2.1.7  Multiply  a  Whole  Number  by  a  Fraction 


R1  Recognize  reduced  and  not  reduced  fractions 

R2  Reduce  fractions  to  lowest  terms 

CI  Recognize  proper  anrt  improper  fractions  and  mixed  numbers 

C2  Convert  improper  fraction  to  mixed  number 

Ml  Multiply  a  whole  number  by  a  fraction 


2.1.13  Find  a  Missing  Term  in  a  Proportion 

T1  Find  the  missing  term  in  a  proportion 


4.  DECIMAL  OPERATIONS 


2.1.8  Add  Decimals 


00 1  Write  numbers  in  a  column  according  to  the  decimal  place 

ADl  Add  up  to  three  numbers  with  one  decimal  place  without  regrouping 

AD2  Add  up  to  three  numbers  with  one  decimal  place  with  regrouping 

AD3  Add  two  numbers  with  two  decimal  places  without  regrouping 

AD4  Add  two  numbers  with  two  decimal  places  with  regroupincf 

21    Recognize  that  with  any  decimal  ending  in  zero(s).  the  zero(s)  may  be  dropped 


E.C.LFORE.Sf 


886 


P6C./SPEt)  1989 


MFMT  List  of  Domains,  Objectives,  and  Skills 


2.1.9  Subtract  Decimals 


SDl  Subtract  two  numbers  with  one  decimal  place  without  regrouping 

SD2  Subtract  two  numbers  with  one  decimal  place  with  regrouping 

SD3  Subtract  two  numbers  with  two  decimal  place"  without  regrouping 

SD4  Subtract  two  numbers  with  two  decimal  place:,  with  regrouping 

21  Recognize  that  with  any  decimal  ending  in  zero(s)  Jt\e  zero(s)  may  be  dropped 

2.1.10  riuUiply  DtciiMis 

MD1  Identify  the  number  of  decimal  places  in  the  product 
M02  Place  the  decimal  point  in  the  product  correctly  with  up  to  two  decimal  places 
MD3  Place  the  decimal  point  in  the  product  correctly  with  up  to  three  or  four 
decimal  places 

nOA  Multiply  a  three  digit  number  by  a  two  digit  number  with  up  to  two  decimai 

places  in  each  number 
21     Recognize  thai  with  any  decimal  ending  in  zero(s).  the  zero(s)  may  be  dropped 

2.1.11  Divide  Decimals 

DDI  Place  the  decimal  point  in  the  quotient  correctly  when  dividing  by  a  whole 
number 

DD2  Divide  a  \ -digit  whole  number  into  a  2-  to  4-digit  numiitjr  having  1  pr  2 
decimal  places 

DD3  Divide  a  2-digit  whole  number  into  a  2-  to  4--digit  number  having  1  or  2 
decimal  places 

21  Recognize  that  with  any  decimal  ending  in  zero(s),  the  ze''^(S)may  be  dropped 


2.1.12  Find  a  Percent  of  a  Number 

PD3  Rename  percents  as  decimals 
PN1  Translate  'of  as  'multiplied  by' 
PN2  Find  a  percent  of  a  number 


5.  MEASUREMENT 


2.2.1  Read  Scales  on  Measuring  Instruments 


MMI  Recognize  length,  temperature,  and  capacity  from  a  scale  on  a  measuring 
instrument 

MM2  Identify  the  appropriate  units  of  measure 
MM3  Estimate  to  the  nearest  whole  unit  of  measure 


3.2.1  Find  Perimeter  and  Area  af  Simple  Palygens 


MPAI  Identify  a  square 

hPA2  Identify  a  rectangle 

^f>A3  Compute  the  perimeter  of  various  polygons 

hPA^  Compute  the  areas  of  squares  and  rectangles 

^f>A5  Recognize  that  area  is  always  expressed  in  square  units  with  an  exponent  of 
two 
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3.2.2  Choose  an  Appropriate  Unit  of  rieasure 

MAUI  Identiry  the  key  words  in  a  sentence  question:  linear  (distance,  height). 

•rta,  wfight/mass,  capacity  (liquid),  volume  (solid),  ttmperature  (C) 
MAU2  Choose  the  appropriate  type  of  unit  of  measure  for  the  attribute 
MAU3    3termine  the  relative  size  of  what  is  being  measured 
I1AU4  Choose  an  appropriate  magnitude  of  the  unit  of  measure 

5.1.6  Find  Elapsed  Time 

MET1  Identify  correct  time  by  writing  hours  and  minutes  with  a  colon 

MET  2  Recall  that  60  minutes  equals  1  hour 

MET3  Identify  starling  time,  finishing  time,  and/or  elapsed  time  in  word  problems 

MET4  Subtract  minutes  and  hours  from  minutes  and  hours,  no  regrouping 

MET5  Subtract  minutes  and  hours  from  minutes  and  hours,  with  regrouping 

MET6  When  the  minuend  is  smaller  than  the  subtrahend.  a(M  12  hours  (12:00)  to  the 
minuend 

MET?  When  the  answer  to  start  or  end  time  is  larger  than  1259.  subtract  12:00 

MET8  Find  end  time  by  adding  the  start  time  and  elapsed  time 

MET9  Find  elapsed  time  by  subtracting  start  lime  from  end  time 

MET  10  Find  starl  time  by  subtracting  elapsed  lime  from  end  lime 

MET  1 1  Select  the  correct  procedure  for  finding  start,  end.  or  elaps.  1  time 

6.  USING  DATA 

2.3.1  Use  Inrormallon  from  Tables 

UTl  Identify  Information  on  a  table 

KQl  Select  key  words  and  phrases  tn  a  question 

UT2  Locale  key  words  and  phrases  on  a  table 

UT3  Find  the  point  at  which  the  key  row  and  column  intersect  to  locale  data  on  a 
table 

2.3.2  Use  Inrormallon  from  Graphs 

UG I  Identify  information  on  a  circle  graph 

UG2  Identify  information  on  a  bar  graph 

U63  Identify  Information  on  a  line  graph 

KQl  Select  key  words  and  phrases  in  a  question 

KQ2  Select  an  operation  from  key  words  and  phrases 

U64  Identify  intervals  on  horizontal  or  vertical  scales 

U65  Perform  one  calculation  using  Information  from  a  graph 

5.1.1  Find  the  Average  of  a  Set  of  Nttmbers 

AVI  Recognize  the  phrase  TInd  the  average*  or  "What  is  the  average?'  as 

requiring  the  two-part  process  of  addition  and  division 
AV2  line  up  nuo^ers  In  a  column 
AV3  Find  the  average  of  a  set  of  numbers 
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7.  PROBLEM  SOLVING 

Use  a  Simple  Formula 

UFl  Identify  a  formula 

UF2  Substitute  njmbers  for  the  variables  in  the  formula 

UF3  Interpret  'bh*  to  mean  b  times  h 

UF4  Interpret  '(1/2'  to  mean  d  divided  by  2 

UrS  Compute  according  to  the  order  of  operations  (parentheses) 

UF6  Compute  according  to  the  order  of  operations  (multiply,  divide,  add.  subtrsct) 

UF7  Compute  according  to  the  order  of  operations  (fractions) 

4.  M  Choose  a  Reasonable  Answer  for  a  nalhemalical  Problem 

KW1  Select  key  words  and  phrases  in  a  word  problem 
KW2  Select  an  operation  from  key  words  and  phrases 
RA1  Round  off  numbers 

Ra2  Choose  a  reasonable  answer  for  a  ruathematical  problem 

5.  K2  Solve  Honey  Problems  Using  AMition  and  Subtraction 

KW 1  Select  key  words  and  phrases  m  a  word  problem 
KW2  Select  an  operation  from  key  words  and  phrases 
MASl  Solve  money  problems  using  addition  ano  subtraction 

5.1.3  Solve  Honey  Problems  Using  nultiplicatien  and  Division 

KW1    Select  key  words  in  a  word  problem 

KW2    Select  an  operation  from  key  words  and  phrases 

finUl  Solve  money  problems  using  multiplicction  and  diviSi'T. 

5.1.4  Solve  Problems  Using  Percents 

PD3  Rename  percents  as  decimals 
PN2   Find  a  percent  of  a  number 

M02   Place  the  decimal  point  in  the  product  correctly  with  up  to  two  decimal 
places 

ttUPI  Solve  problems  using  percents 

5.1.5  riake  Chsnge 

nC  1  Identify  the  value  of  a  penny,  a  nickel,  a  dime,  and  a  quarter 
t1C2  Write  one-,  five-,  ten-,  and  twenty-dollar  bills  as  $1.00.  $5.00.  $10.00. 
and  $20  00 

KWl  Select  key  words  «nd  phrases  in  a  word  probi, 
ICW2  Select  an  operation  from  key  words  and  phrasts 
MC3  Convert  a  sum  of  money  Into  the  ^^west  bills  and  coins 
nC4  Solve  nooney  problems  involving  making  change 
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•eviingful  to  your  t.«:hing. 
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Public.tion  Ot>te 


In.truction.1  Level/Cr.de  Level(.) 

1.  in-.ervice  «.»  received  on  thi.  public.tion.  Ye.    

2.  fhe  in-.ervice  n.b  (.dequ.te.  in.dequ.te)  for  using  thi.  docu«nt. 
further  in-.ervice  on  the  following  topic./chepter./unit. 


3.    Tether,  could  u.e 


4.    The  error./o.i.«ioo8  noted  in  the  docuwnt  ve  on  p.ge(.) 


5.    The  best  «itt.n  end  «>.t  helpful  .«:tion.  or  p.ge.  of  thi.  docu«nt  «e 
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i.    Did  the  for^t  of  the  Quide  aske  It  .my  to  uot?    No   What  change. 

you  like  to  Me  included? 


f.    Do  the  contein  reelietic  tvaching  ti«e  fro«eo?  Yee 

If  no»  what  ahould  be  changed? 


10.  k^t  there  a  aufficient  nui^r  of  taaching  laaaona/activitiea?   Yaa   No  

11.  Are  there  a  aufficiant  cHwber  of  available  rcaourcaa  liatad?   Yaa    No  

12.  Haa  the  content  eppropriate  for  the  level  of  teaching?   Yaa   No  

13.  Ooea  the  content  adequately  provide  for  Title  IX  (aax  aquality)  guidelinea? 
Yaa   No  

14.  Doea  the  content  adequately  provide  for  inclusion  of  inforaation  about  •ulticultural  and 
aultiracial  relet ionahips?   Yea    No   

15.  The  following  auggeationa  would  improve  thia  docuaent: 


NMe  (if  daairad) 

School  
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